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The  word 
is  spreading 
across 
the  map... 


I 

Challenging  landscapes, 
metal  worlds  and  more! 


Devastating 
amphibious  assaults. 


50  missions,  over  150  units  Including  a 
full  host  of  land,  sea,  and  air  forces. 
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CAVEDOG  ENTERTAINMENT 
PRESENTS... 


Extensive  muiuplayer 
and  internet  support 


The  New  Landscape  Of  War 


TOTAL  ANNIHILATION  is  poised  to  redefine 
real-time  strategy  gaming. 


“...a  lock  to  become  the  new  king  of 
real-time  strategy  games...” 

■COMPUTER  SAME  ENTERTAINMENT 


“...the  level  of  detail  is  astounding... 
it’ll  be  the  envy  of  every  kid  on  the  block... 

-PC  GAMER 


“...true  3D  engine  lifts  the  game 
into  new  territory..." 

-COMPUTER  GAMES  STRATEGY  PLUS 


“...TOTAL  ANNIHILATION  has  the 
potential  to  do  for  real-time  strategy  what 
QUAKE  did  for  first-person  shooters  ...” 

-COMPUTER  & NET  PLAYER 


AVAILABLE  NOW! 

Total  Annihilation  strategy  guide  from  GW  Press. 


COMING  SOON! 

Total  Annihilation  Add-On  Pack  featuring 
all-new  maps,  missions,  and  units. 


Blast  opposing  forces  intt 
smoking  3-D  segments. 


Use  the  3-D  terrain  as 
cover  against  attack. 


iTank  battalions  that  respond 
to  real  3-D  terrain. 


Defend  your  coastline 
. from  invasion. 


Bombard  the  enemy 
from  tl^  safety  of  the  sea. 
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^lay  42  all-new  scenactdror  use  the 
mission  editor  tw  cmte  your  own  • 
scenarios  and  campaigns. 


Establish  alliances  with  other  races  to 
share  technology,  resources,  and  even 
victory  conditions. 


Build,  Trade/.llese3rchi4|Mn&-  tti 
event  log  will  update  you  on  your 
victories  and  defeats. 


Com'mand  mighty  sea,  air  and  land  forces 


Research  devasta,ting  new  thchnologiies 


Discover  mysteries'  ancient  secrets 


Negotiate  strategic  treaties  u^ialtiances 


Deadlock  II.  fhjs  ast  Jitif 'ie  for  the  .-jst  oAana 


01997  Accolade,  Inc.  Accolade,  Deadlock  II  and  Deadlock  II:  Shrine  Wars  are  trademarks  of  Accolade,  Inc. 
Cybertore  and  the  Cyberlore  (030  are  trademarks  of  Cyberlore  Studios,  Inc.  Alt  rights  reserved. 
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h are  about  to  coll 


FcRe^ln^grofetij^p^titiort 


Battle  alone  or  cfiallenge  up.  to 
, f players  With  one-dibk,  free,access 
iBattle;netrBnhancett-[nternet.features' 
■toclude-,  worldwidei'playef  rankinhs, : 
■tournannents  and  player  handicapping 


Luaiuj.  blizzard,  cam 
I-800-953-5NOLU 


Now  Get  Arcade  Thrills 
from  a PC  Graphics  Card! 


Putting  an  Intense  3D 
Voodoo  graphia  card  in 
your  PC  is  like  getting  a coin-op 
3D  game  arcade.  With  3Dfx  Interactive's 
Voodoo  Rush  technology,  Intense  3D 
Voodoo  delivers  everything  you  want  in 
a game  card. . . super  3D  acceleration, 

2D  acceleration,  DVD  support,  NTSC  and 
PAL  output  to  television  ...and  more! 
enhances  More  Games 
3Dh  Voodoo  Rush  technology  is  the 
popular  standard  and  is  widely  supported 
among  game  developers.  In  fact,  mare  than 
ISOnevi  3Dfx  supported  games  are  expected 
to  be  available  by  the  end  of  this  year! 

Put  an  Arcade  in  Your  PC! 

Don't  miss  the  arcade  fun.  Buy 
Intense  3D  Voodoo  now  from 
your  local  computer  retailer! 


Intense  3D  Voodoo 
delivers  arcade-quality 
3D  graphics  on  your  PC. 


INTERGRAPH 

COMPUTER  SYSTEMS 

www.intergraph.com 


luletgrapli  and  itia  Inieigraprt  logo  are  regisiereil  iradamarksand  Intense  3D  and  Uic  Inlense  3D  Voodoo  lonoare  tiademarts  ol  Intergrapti  Corporaliofi.  Ileclwnic  fliis  is  a registered  Ira 
EAiLtradeitiaikol  Electronic  ^rts.  Jane's  is  a legislered  trademark  ot  Jane's  Inioimation  Group,  Lid.  used  under  license.  Moto  Racer  isatradenaark of  Delpliine  Software  International, 
a registered  trademark  ol  GBPC,  a subsidiary  ol  Golden  Books  Family  Entertainment  Acclaim  isa  registered  trademark  of  Acclaim  Entertainment,  Inc  30f«.  Ifie  3Dfx  logo,  Voodoo  Graphics  an. 
Voodoo  Rush  are  trademarks  ol30f«lnleracli«,  Inc  Windo-wisaregisteredlrademarkofMicrosoll  Corporation.  Other  trandsand  product  names  aretrademarksotineir  respective  owners, 
CDpyrigW1997  Intergraph  Corporation,  Huntsville,  AL3569d-D001.MC970660a'97 
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Presenting  the  long-awaited  third  installment  in  LucasArts’  classic  adventure  series,  Monkey  Island.  With  leatures  like  30- 
plus  hours  of  gamcplay,  8,000  lines  of  hilarious  dialogue,  oodles  of  challenging  puzzles,  high-resolution  graphics,  film- 
quality  animation  and  a few  surprise  celebrity  voices.  Not  to  mention  vegetarian  cannibals  and  a guy  named  Snugglecakcs. 

So  get  ready  to  embark  on  a rollicking,  swashbuckling  graphic  adventure  where  the  seagulls  have  better 

aim  than  the  pirates,  and  the  sharpest  weapon  is  your  wit.  9^-  CD-KOM 

Check  out  the  playable  demo  in  select  magazines  or  download  it  from  our  Web  site  at  www.Iucasarts.com  lesRe 

0 1997  licistils  EaKiUiiBtil  CohmkI-  *11  RIOO's  R(s«i<(d.  Ihi  Citie  o1  Uoilir  Isliid  is  i Iridmirk  cl  licisArls  Etiltfliinatdl  Ccnpiny.  Tte  licisAtls  lojo  Is  s tegisieKd  irigeiirt  ol  Licisti!<n  Lil . ostd  urjei  luiniiriijiion 
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, he  holidays 

I come  early  at 
I CGIV.Each 
day  from  Seplemher  till 
Novemher  the  hoslman 
throws  open  the  hatch, 
and  games  come  raining 
down  on  our  heads.  The 
^ resulting  frenzy  is 
-’fi  like  feeding  time  at 
' the  piranha  tank. 


But  we’re  able  to 


try  out  these 
things  before 


they  release,  to 
give  you  a good 


Idea  whars  hot 
for  the  holidays. 
For  a complete  list 
of  producfs, 
see  page  12. 


In  our  ongoing  guest  for 
the  best,  we  test  seven 
hot  new  machines  to  find 
the  best  off-the-shelf  sys- 
tem for  gamers.  Machines 
from  Dell,  Micron,  Gateway, 
Falcon  Northwest,  Sony, 
and  even  Macintosh 
showed  up  to  play.  We’ll 
shbw  you  who's  the  fastest 
anlf'  who  has  the  most  for 
the  least  amount  of  monejt: 


Madness 

We’ve  heard  a lot  of 
hoopla  about  faster 
data  rates  for  getting  on 
the  Internet.  With  at  least 
a half-dozen  different  con- 
nection technologies  all 
vying  for  dominance,  and 
an  ongoing  standards 
squabble  over  56K  tech- 
nologies, it’s  time  we  took 
a closer  look. 
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Half-Lite 

ITiTi 

G Police 

Pill 

Great  Battles  of  Hannibal 

fin 

Chron  X 

y HARDWARE 

E3  Diamond  Stealth  II 
El  ASUS  P2L97-S  Motherboard 
Ell  Goldstar  CRD-8241B  CD-ROM  Drive 
EH  Audiotrix  3D-XG  Sound  Card 
EH  ThrustMaster  Millennium  3D  Joystick 
EH  Logitech  WingMan  Extreme 
Joystick 

EH  LS-120  Floptical  Drive 
EH  CH  Racing  Wheel 


GAHER’^S  EDGE 

EH  Betrayal  in  Antara  ► 

ESI  Pacific  General 
EH  Extreme  Assault 
EH  Flight-Sim  Tactics:  Missiles 
EH  Scorpia's  Mail 
ESI  CGTips! 


^ COLUMNS 


EH 

EHl 

P71 

EH 

m 

EEH 

EH 


Loyd  Case 
Scorpia 
Elliott  Chin 
Dennis  McCauley 
Denny  Atkin 
Terry  Coleman 


The  Verdict  on  Windows  95 
The  Space  Bar 
Online  Action  Gaming  Grows  Up 
A Sports  Gamer’s  Wish 
A Pundit’s  Prognostications 
Gifts  for  Wargamers 


Martin  CiruliS  What’s  the  Deal  with...Game  Reviews? 


^ DEPARTMENTS 

On  the  CG  ROM  What’s  on  the  CD  and  How  to  Use  It 
KEl  CG'Online  What  To  Look  For  on  the  Weh 

E Johnny  Wilson  Johnny’s  Wish  List  for  Gamers 
EH  Letters  Our  Readers  Speak  Out 

EH  READ. ME  News,  Views,  and  the  Latest  Releases 
EE]  Top  100  Readers  Rate  the  Top  Games 

m Hall  of  Fame  Greatest  Games  of  All  Time 

E!3  Coming  Next  Month  A Preview  of  the  January  CGW 


ACTION 


SPORTS 


SIMULATIONS 


CLASSICS/PUZZLES 


STRATEGY/WARGAMES 


EH  Dark  Reign 
EH  Achtung  Spitfire 
ETiFl  Imperialism 
ElEI  Outpost  2 
Ein  Birthright 


REVIEWS 


EH  Jedi  Knight 
EH  Legacy  ot  Kain 
EH  Terracide 
Time  Warriors 

EU  Dragon  Lore  II 


EH  XCar: 

Experimental  Racing 
EIH  Diamond  Mind 
Baseball  7.0 
EEl  ABC’s  Monday 
Night  Football  '98 
EH  Legends  Football  '98 


EH  Starfleet  Academy 
FfEl  Microsoft  Flight 
Sim  ’98 

EH 


EH  Lose  Your  Marbles 


CGW 


207  Cambridge  PC  Works 
210  Canopus  PureSD 
210  Diamond  Stealth  II 
200  Diamond  Viper  330 
210  Hitachi  Superscan  Elite  751 
lO-inch  Monitor 
209  Microsoft  Sidewinder 
Force  Feedback  Pro 
209  Plextor  12/20PleX 
207  SaitekX36125 
209  ThrustMaster  Rage  3D  100 


193  Forced  Alliance 
183  Heavy  Gear 
181  Starlleet  Academy 
180  Wing  Commander:  Prophecy 


157  ABC  Sports  College  Football: 
■ HeroesoftheGridiron 

153  Baseball  Mogul 

158  Front  Page  Sports:  Ski  Racing 
158  ■■  JackNicklaus4 

153  Links  LS 1998  Edition 
158  Madden  NFL  98 
157  MicrosoltCART 
Precision  Racing 
152  NBA  Live  98 

157  NHL  98 

158  : Rally  Championship: 

International  Oil-Road  Racing 


ow  does  a gamer  spend  the 
holidays?  Spinning  yarn  with  the  reia- 
tives  at  grandma’s  house?  Or 
annihilating  opponents  on  a fire-  ^ ^ 

breathing  PC  with  every 
peripherai  known  to  man? 

We  think  you  know  the  ^ 

answer,  and  to  heip 

you  decide  what  to 

get  the  gamer  in  your 

life,  we’ve  put  togeth- 

er  the  hottest  100 

games  and  gadgets 

that  should  he  in  your 

sights  for  the  hoiidays. 


215  The  Adventures 
of  Valdo  and  Marie 

212  Backyard  Baseball 
215  The  Cat  in  the  Hat 
215  Goosebumps: 

Attack  of  the  Mutant 

213  Grossology:  The  Science  ol 
Really  Gross  Things 

215  Madeline  Classroom 
Companion: 

1st  & 2nd  Grade 
213  Pirates:  Captains  Quest 
213  Schoolhouse  Rock: 

1st&2nd  Grade  Essentials 
215  Secret  Paths  in  the  Forest 
212  Spy  Fox  in  Dry  Cereal 


STRATEGY 


133  Age  of  Empires 
140  Conquest  Earth 

133  Dark  Reign 
140  Dungeon  Keeper 
140  Magic  The  Gathering: 

Duels  of  the  Planewalkers 

134  Myth 

140  Red  Alert  & Expansion  Packs: 

Aftermath  and  Counterstrike 
132  SiarCraft 
134  Total  Annihilation 
134  Warlords  III 


150  Chessmaster5500 
145  Lose  Your  Marbles 
150  Microsott  Entertainment 
Pack  Puzkie  Collection 
149  Monopoly:  Star  Wars 

149  Pictionary 

144  Smart  Games  Challenge  #2 

150  Smart  Games  Vtferd  Puzzles 

145  You  Don't  Know  Jack  3 

and  You  Don't  Know  Jack  TV 


126  Abe's  Oddysee . 

126  G Police 
123  Half-Life 
125  Hexenll 

125  Interstate '76 
123  Jedi  Knight 

126  Legacy  of  Kain 
122  Quake  II 

126  Shadows  of  the  Empire 
125  Tomb  Raider  2 


221  CGW 

217  Easy  CD  Creator 
Deluxe  Edition 

217  MGIVideoWaveandATI 
All-in-Wonder 
221  Kodak  DC-210 
216  The  Simpsons: 

Virtual  Springfield 


SIHULATIONS 

166  688(1)  Hunter/Killer 
166  Armored  Fist  2 
170  F/A-18:  Korea 
170  Flight  Unlimited  II 
165  Flying  Nightmares  2 
170  JetFighter:  Full  Burn 
154  Longbow  2 
170  Pro  Pilot 

165  Red  Baron  II 

166  Sabre  Ace: 

Conllict  Over  Korea 


ADVEMTURE/RPC 

140  Black  Dahlia 
140  Broken  Sword: 

The  Smoking  Mirror 

132  The  Curse  of  Monkey  Island 
140  Dark  Earth 

133  Diablo  and  Helllire 
135  Fallout 

140  The  Last  Express 
135  The  Space  Bar 
135  Twinsen's  Odyssey 
133  Zork  Grand  Inquisitor 


197  Achtung  Spitfire 
199  Aide  de  Gamp  2,0 
202  Civil  War  Generals 
199  Close  Combat  II 

196  East  Front 
202  Man  o' War 

197  Panzer  General  II 
202  Prelude  to  Waterloo 
199  Sid  Meier's  Gettysburg 
202  Tigers  on  the  Prowl  2.0 


CLASSICS  A PU22LES 

149  Acrophobia 


SPACE  SIMULATIOMS 

161  The  10th  Planet 


210  3Com  ImpactlQ  External 
ISDN  Modem 


Granny  noticed  that 

things  were  getting,  well,  a little  strange. 
Even  her  loyal  sausage  could  tell  that 
something  was  wrong.  When  she  found  out 
her  family  had  been  swallowed  into  space 
by  the  Mad  Rabbit,  she  decided  that 
enough  was  enough.  No  more  games: 

^ it  was  time  to  kick  some  lepine 
/ ' butt.  And  so  this  delirious  but 

determined  lady  set  out  on  the 
^ W'  adventure  of  a lifetime. 

* Visit  five  planets  and  fourteen 
HHS)  worlds  in  a huge,  hilarious  graphic 
adventure  that  spans  5 CDs, 


s own 

to  nonsense, 


reaches  of 
shopping 


OuroBBOcY  0tpEBieNCE 


ath 


To  order,  visit  your  retailer  or  call  1 800  447 1230  9 


Tel:  (315)  393  6633  Fax:  (315)  393 1525 
E-mail:  webmaster@sir-tech.com  www.sir‘tech.coni 
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you  have  to  it  to  JJ  J IU 


THE  NEW  BREED  OF  WARRIOR 


Never  before  has  a combat  sim  transported 
YOU  TO  A universe  SO  CONVINCINO.  A 61ST 
CENTURY  PILOTIN6  EXPERIENCE  SO  INTENSE,  ITS 
CHARACTER-BASED  MISSIONS  COME  FRIGHTENINGLY 
CLOSE  TO  REALITY.  MULTIPLAYER  COMBAT  SO 
UNRELENTING,  A GLOBAL  INTERNET  SERVER 
TRACKS  WAR  STATISTICS.  WINS  AND  CASUALTIES. 
Raw  COMBAT  SO  brutal,  only  the  producers 
OF  THE  #1-SELLING.  3-D  SIMULATOR  OF  ALL  TIME 
COULD  DEPLOY  IT.  HEAVY  GEAR.  UNLEASH  THE 


Confront  an  entire  arhy  of  Sears. 
Striders,  aircraft,  infantry  and 
EVEN  LAHDSHIPSI  DEPLOY  YOUR  WING- 
HEN  AND  CALL  IN  FOR  AIR  SUPPORT. 


Create  your  ohn  character,  and 
PLAY  VIA  LAN/IKTERNET  AS  NIKS  AND 
CASUALTIES  IHPACT  THE  FRONT  LINES 
ON  A PERSISTENT  ONLINE  BATTLE-NAP. 


Use  neapohs  for  specialized  tasks; 

ATTACK  OUT-OF'SIGHT  6EARS  NITH 
laser-guided  HORTARS)  DESTROY 
ELECTRONIC  SYSTEMS  NITH  RAIL6UNS. 


WARRIOR  WITHIN. 


UAriatnisci 


irai.  IK. KTiiiiiaitAndStinaiiueuncruTmsiai.  tic.i 


'tciKiiin. 


; VMS  Aif  nvfiiiesi 


iHSHltirt  gait 


WHW. ACTIVISION. COM 


AcIiVisioK 


This  is  your  glorious  empire  moments  before  it  became 


To  build  a Stone  Age  tribe  into  a thriving  nation  in  10,000  years  of  real-time  evolution.  Which 


^ ^ empire,  you  can  rest  easy  knowing  that  you  can  gives  you  just  enough  time  to  decide  whether  you  want 
never  rest  easy.  Because  what  takes  thousands  of  years  to  to  conquer  everyone  else,  explore  the  four  corners  of  the 


build  can  be  destroyed  in  seconds  if  you  don't  plan  wisely. 


globe,  or  accumulate  great  wealth  to  achieve 


In  Age  of  Empires^  your  challenge  is  to  take  one 


victory.  And  with  a 100-node  technology  tree. 


of  12  ancient  civilizations  (including  Egyptian.  Yamato,  you  can  choose  your  advancements  accordingly.  For 
and  Greek)  from  grass  hut  beginnings  to  world  domi*  instance,  you  can  research  gold  mining  or  commerce 


“Best  real-time  stratc3y  game." 


£)  1997  Microsoft  Corporaiioa.  All  rights  reserved.  Microsoft  lod  When  do  you  uaiit  toga  today?  ire  registered  trademarks,  and  Age  of  Empires  is  a trademark  of  Microsoft  Corporation. 


to  amass  great  riches,  or  baliistics  and  naval  warfare  to  war  elephant,  and  the  pressure  to  win 


strike  fear  into  the  hearts  of  others. 


becomes  downright  intense. 


But  before 


Multi-player  capabilities,  ^0  pre-set 


scenarios,  lavish  campaigns,  randomly  generated  maps,  and  win.  make  sure  you’ve  got  the  empire  to  back  it  up. 


an  expansive  scenario 


lies  where 


see  every  flaming  arrow,  marching  phalanx,  and  charging 


Choose  your  favorite  form  of  world  domination. 
www.microsoft.com/gamcs/ empires 


‘Microsoft  heads  right  to  the  top  of  the  real-time  strategy  class 
with  Age  of  Empires-." 

—Computer  Games  Strategy  Plus.  June  1997 


All  olher  company  nimcs  mcniiooed  herein  ire  eilber  registered  Irademirks  or  tridemirks  of  iheir  respective  compinies. 


AnCiEnttREfiSURES. 


An  AGE-OLD  rriYStERY 

tHE  oniY  tHinc  missinc 
is  YOURSOUL 

< A !• 


TemUjin,  SouDiPeaK,  and  the  SouthPeaK  logo  are  trademarks  of  SouthPeak  Interactive  LLC. 
Video  Reality  and  the  Video  Reality  logo  ate  trademarks  of  SAS  Institute  Inc.,  used  under  license. 


www.sou 


SOUTHPEAK" 

INTERACTIVE 


The  first  PC  CD-ROM  game  featur- 
ing  Video  Realityi'**  the  all-immersive 
technology  that  puts  you  in  the  game. 


Video  reolITI 
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ON  THE  Ce-ROH 
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Ho-ho-ho,  gamers!  Satan  Claus 
has  been  extra  busy  in  his 
South  Pole  workshop,  whipping 
up  a demo  that’s  packed  with  goodies 
and  stocking-stutter  ideas  tor  everyone 
on  your  hoiiday  iist.  We  have  all  kinds 
of  delights  this  month,  including  six 
action  demos  (gamers  with  3D  cards 
will  particularly  appreciate  Hexen  II  and 
G Police)  and  a sprinkling  of  strategy 
and  puzzle  demos.  Can’t  wait  for  Half- 
Life  to  arrive  under  your  tree?  Well, 
we’ve  got  a whole  new  miniexpansion 
pack  for  Quake  that  was  specially 
designed  by  a member  of  Half-Life’s 
design  team!  Of  course,  the  grand 
prize  this  month  is  the  exclusive  Jedi 
Knight  demo,  which  ought  to  help 
keep  your  chestnuts  warm.  Aren’t  you 
glad  you  were  naughty  this  year? 


DUNGEON  KEEPER  The  CG  Choice-winning  strategy 
game  that  requires  you  to  be  naughty,  not  nice. 


G POLICE  Serve  and  protect  while  flying  a 
hovering  gunship  in  this  3D  action  game. 
Bring  your  own  doughnuts. 


How  To  Use  the  Disc 

The  CD  is  Autoplay  enabled  and  should  begin  when  you  load  it  into  the  CD-ROM  drive. 
Otherwise,  select  Run  from  the  Program  Manager  in  Windows  3.x,  or  Start  Menu  in  Windows 
95,  and  type  D:\RUN-ME  (where  D is  the  letter  of  your  CD-ROM  drive)  to  run  it  straight  from 
the  CD.  You  may  type  D:\INSTALL  to  create  a CGW  program  group  on  your  Windows  desktop 
tor  future  fun.  Many  demos  require  the  disc  to  be  in  the  CD-ROM  drive  in  order  to  run;  there- 
fore, we  recommend  installing  the  demos  from  our  disc. 


Have  Yourself  a Merry  Old  Time 
lifl  by  the  Monitor  With  12  Playable 
Demos  on  This  Month's  CG-ROM 

Fragging.. 


’Tis  the 
Season  To 


cow 


DECEMBER  1997 


DECEMBER  CC-ROM  TITLES 


JEDI  KNIGHT  The  CGW  exclusive  demo  of 
LucasArts’  eagerly  awaited  Star  IVars  game. 


PRODIGY:  SPECIAL  EDinON  FOR  QUAKE  Whomp 
through  some  new  levels  for  Quake  designed  by 
one  of  Half-Life's  level  designers. 


How  to  Access  Patch  Files 

Click  on  Patches  under  the  CGVJ  Features,  and  then  read 
the  text  window  that  has  instructions  on  copying  the  fiies  to 
your  hard  drive.  You  can  also  access  the  patches  from  a DOS 
prompt  by  typing  D:\PATCHES  (where  D:  is  the  tetter  of  your 
CD-ROM  drive}  and  copying  them  directly  to  your  hard  drive. 
We  strongly  recommend  that  you  back  up  any  previously 
saved  games  before  installing  a patch,  as  this  may  overwrite 
your  existing  program. 


Didn’t  Get  the  CD-ROM? 

Look  for  our  CD-ROM  version  wherever  you 
buy  Computer  Gaming  World. 

To  subscribe  to  the  CD-ROM  version  of  the 
magazine,  call  (303)  665-8930  and  specify  that 
you  want  the  CD-ROM  version.  Please  note  that 
if  you  already  receive  the  magazine  without  the 
CD,  you  must  wait  until  your  current  subscrip- 
tion expires  before  receiving  the  CD  version. 

If  you  have  a problem  receiving  the  CD  version, 
send  an  email  with  your  name,  address,  phone 
number,  and  subscriber  number  to  cgw@neoda- 
ta.com.  Neodata  is  a magazine  fulfillment  house, 
and  is  not  owned  or  operated  by  Ziff-Davis. 


TITLE 

Pimm 

DIPECTm 

EXECl/TME 

Byzantine:  The  Betrayal 

95  only 

BYZANTIN 

setup.exe 

Chasm 

Win/DOS 

CHASM 

lnstall.exe 

Claw 

95  only 

CLAW 

clawdlns.exe 

Dark  Rift 

95  only 

DRWEB 

dr_demo.exe 

Defiance 

95  only 

DEFIANCE 

defiance.exe 

Dungeon  Keeper 

95  only 

DKMAG 

setup.bat 

G Police 

95  only 

GPDEM 

setup.exe 

Hexen  fl 

gs/NT 

H2DEM0 

h2demo.exe 

ISP 

Win/g5 

MSPRINST 

setup.exe 

Jedi  Knight 

Winf95 

Jedi 

jedldem.exe 

Joint  Strike  Fighter 

Win/95 

JOINTSTR 

nyedge.avi 

Legends  Football  ’98 

95  only 

LEGENDS 

demo97.exe 

demo32.exe 

Lose  Your  Marbles 

95  only 

MARBLES 

marble,  exe 

Polltika 

95  only 

POIITIKA 

promo2.mov 

Prodigy  Levels 

DOS/Win/gS 

PRODIGY 

prodigy.zip 

Professional  Gamers 

League  (PGL) 

95  only 

TEN 

setup.exe 

SODA  Off  Road 

95  only 

SODADEMO 

setup.exe 

Uprising 

95  only 

UPRISING 

uprislng.exe 

Youngblood 

95  only 

YOUNGBLD 

young95.exe 

HEXEN  II  This  medieval  romp,  which  uses  the 
Quake  engine,  comes  complete  with  ye  olde  sheep. 


YOUNGBLOOD  The  new  actlon/RPG  based 
on  Rob  Liefeld's  comic  book. 
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LOOK  FOR  SPECIAL  LY 
MARKED  VIRGIN  GAME 
PACKAGES  FDR  DETAILS 
And  Celebrate  EMI-Capilol’s  100 
with  the  Sale  of  the  Century-Going 


For  Windows®  95 


Record  Stores  Everywhere! 


Arguably  the  bsst.  PlayStatipri,  garne  gn  jg  available  for  the 


'"  P.C  in  its  origirial^gncensored  entirety,  it’s  bloodier,  more  violent 
contains,  ali  the  grue^pni^eVer-before-seen  footage  thatwap  eut  out  | 

of  the' CQilspl.^ersion.  of  you  will  want  to  unc6vei"tlfe''gfis|y' 
^ rnysteries  that  dweMthin.-Part  of  you  will  wish  you  never.set  fob't-p 


NOW  AVAILABLE  FOR  THE  . PC 


I^APCQM 


www.vie.com 


Requires  one  of  the  loHowjng  30  cards;  Matrox  Mysiiquei'Diarnon’d  Monster, 
Orchid  Righteous!  CarropuTTotal  30,  Creative  3D  Blaster  or  Infergrgpti  Intense 


iNTERacti ve 


CO  ONLINE 


CGW’s  Home 
on  the  Web 


If  you’re  looking  for  the  fastest 
news  and  reviews  in  gaming,  turn 
to  the  experts  at  GameSpot 


Ziff-Davis  has 
combined  the 
talent  and  exper- 
tise of  Computer 
Gaming  World, 
GameSpot,  and  ZDNet  to 
bring  you  the  best  gaming 
resources  on  the  Web. 
Whether  it’s  the  latest  game 
demos,  breaking  reviews, 
detaiied  strategy  articles, 
hot  scoops,  or  online 
forums,  you’il  find  every- 
thing you  need  to  stay  on 
the  cutting  edge. 

If  you're  looking  for  the 
fastest  news  and  reviews  in 
gaming,  turn  to  the  experts 
at  GameSpot.  Here’s  a brief 
overview  of  what  you  can 
expect  on  GameSpot  over 
the  next  few  weeks.  To  see 
these  articles  and  others, 
point  your  browser  to  the 
ultimate  gaming  page  at 
hltp;//cgw.gamespot. 
com/december. 


• Strategy  Guides 

GameSpol  strategy  guides  are  unofticial  game  handbooks 
stocked  with  secrets  and  step-by-step  instructions  on  how  to 
defeat  each  level  of  your  favorite  game.  Our  strategy  guides 
unlock  those  untapped  hours  of  gameplay  to  help  you  get 
more  fun  for  your  buck.  Here  are  tour  recent  examples; 

Hexen  il  Having  a lough  time  making  your  way  through 
the  levels  in  Hexen  li?  Nobody  said  that  il  would  be  easy. 
Hexen  il  was  designed  to  be  highly  challenging  for  the  single 
player,  but  with  the  help  of  GameSpol's  guide,  you  should  be 
able  to  find  everything  that  you  need  to  get  through  the  game 
successfully. 

Dungeon  Keeper  The  definitive  guide  to  the  popular 


Bullfrog  game  is  on  GameSpot.  You’ll  find  thorough  informa- 
tion about  the  rooms,  the  minions,  the  heroes,  and  more! 

Starfleet  Academy  Interplay  sends  you  to  school  in  the 
Star  Trek  universe,  v/here  you’ll  train  to  become  a Starfleet 
officer.  In  order  to  follow  in  the  footsteps  of  old  James  I Kirk 
and  company,  (hough,  you'll  have  to  pass  a few  tests.  With 
GameSpot  providing  your  study  guide,  there's  no  doubt  that 
you'll  graduate  with  honors! 

X'COM:  Apocatypse  The  long-awailed  third  inslallmeni 
of  the  popular  X-COM  series  finally  made  it,  and  GameSpol 
is  here  to  help  you  through  it  by  passing  along  general  hints 
and  tips,  research  trees,  and  useful  statistics. 


• Designer  Diaries 

Have  you  ever  wondered  what's  going 
on  behind  the  scenes  while  those 
much-anticipated  games  are  in  develop- 
ment? GameSpot'5  Designer  Diaries 
take  you  inside  Activision’s  Dark  Reign 
and  ZoRK  Grand  Inquisitor,  ION  Storm’s 
Anachronox,  Sierra’s  Quest  for  Glory: 
DRAGOfi  Fire,  Accolade's  Jack  Nicklaus 
Golf  5,  and  more! 
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CG  ONLINE 
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• Computer 
Gaming  World 

Turn  to  CGIV  Online  for  nft'vs,  rei/iftvs,  stralegy 
articles,  and  behind-the-scenes  features  on  hun- 
dreds of  top  computer  games.  Because  of  our  joint 
venture  with  GameSpo!.  you'll  also  see  some  arti- 
cles posted  online  before  they're  in  print!  In  addi- 
tion, be  sure  to  watch  out  for  a major  new  hard- 
ware section  by  Loyd  Case,  entitled  the  Ultimate  i 
Game  Machine,  a joint  venture  from  CGH/  and  i 
GameSpoL  If  you  haven't  already  bookmarked  I 
our  page,  be  sure  to  add  www.computergam- 
ing.com  to  your  collection. 


As  you  read  through  your  issue  of  CGlfVeach  month,  watch  for  the  CG  Online 
bug,  which  points  to  a related  online  article  at  www.cQmputergam1ng.com. 
If  you're  interested  in  taking  part  in  our  discussions  about  gaming,  check  out 
the  CGW  Forums  on  ZDNet  at  www.zclnet.com 
or  www.chatnDw.com.  CGIV reviewer  and 
columnisl  Dennis  McCauley  and  CGW  Sysop  Arlan 
Levilan  host  ongoing  discussions  on  ZD  Net's 
Community  Center, 


• Demos 

GameSpot  has  the  most  thorough  and  reg- 
ularly updated  game  demo  libraries  on  the 
Web,  You’ll  find  corresponding  demos  for 
some  of  the  games  reviewed  in  CGW,  includ- 
ing NETSTORiifl,  G Police,  Twimseu's  Odyssey, 
Betrayal  in  Antara,  Atomic  BomberivIan, 
Baseball  Mogul,  and  more. 


• Special  Features 


OuAKE  II  Preview  You  may  have  read  stories 
about  Quake  II  online,  but  you  ain't  seen  noth- 
ing yet:  GameSpot  editors  Trent  Ward  and 
Moira  Muldoon  went  down  to  Texas,  where  id 
Software  let  them  inside  to  get  the  goods  on 
le  most  anticipated  game  of  the  year. 
GameSpot  has  all  the  information:  you’ll  find 
v\.  interviews,  and  plenty  of  other  surprises 
in  our  comprehensive  preview. 


Dominion  Preview  Tactical  combat  is 
the  name  of  the  (real-time  strategy)  game 
in  ION  Storm’s  Dominion.  GameSpo/ took 
an  inside  look  at  the  units,  races,  struc- 
tures, and  powers-that-be  in  our  exclusive,  in- 
depth  preview. 


Playing  for  Real;  The  Military  in  Sims 

Ever  wondered  what  it’s  like  for  simulation 
developers  to  deal  with  the  military?  You  can 
bet  that  the  process  involves  secrecy,  restricted 
areas,  and  red  tape.  GameSpot  takes  a look  at 
some  of  the  issues  and  obstacles  that  develop- 
ers have  to  deal  with  when  they're  attempting  to 
put  out  the  most  realistic  simulation  possible. 


The  Ultima  Legacy  As  tbe  online  gaming 
community  awaits  the  arrival  of  Ultima  Online 
with  great  anticipation,  GameSpot  takes  a retro- 
spective look  at  the  ever-popular  Ultima  series. 
GS  editors  caught  up  with  Ultima’s  creator.  Lord 
British  (Richard  Garriolt),  as  he  recounted  the 
entire  history  of  the  series. 


DirectX  5.0;  Into  the  Breach  Microsoft 
promised  that  the  advent  of  Windows  95  and 
DirectX  would  be  Nirvana  for  game  developers. 
But  DirectX  has  proven  to  be  paradise  for  nei- 
ther developers  nor  gamers.  Whaf  will  the  ml 
version.  DirectX  5.0,  bring,  and  will  it  fulfill 
Microsoft’s  promise  of  making  life  easier  for 
computer  gamers? 
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There  is  nothing  to  fear^ut  fear  itself.  And  ice.  And  trees.  And  cliffs.  And  pain.  This  is  the  ultimate  ski  racing  experience  at  six  world-class  resorts.  Downhill.  Slalom. 

.1  Mx 


“ an  action/combat  game  that’s'' 

light  years  ahead  of  the  competition. 

ZDKTet 


..real  gameplay.” 

. . sharp  3D  engine  that  looks  like  it 
could  stand  toe  to  toe  inrith  Quaki^”^^. 

PC  Gamer  ' , ^ ' 


SUDDENLY,  THE  WALLS  CA 
CRASHING  DOWN  AND 
ALL  HELL  BROKE  LOOSE. 


YOU 


3D  acceleration  for  3Df: 
and  Rendition  and  othe 
plus  MMX. 

Brilliant  640  x 480  Supei 
VGA  resolution. 


Compelling  story.  Solv( 
baffling  puzzles  to 
advance  between  levels 
Smooth  3D  combat  witi 
. TruFlow™  technology. 

18  different  horrific 
eatures  attack  you  agi 
:nd  again  from  above, 
below  and  in  your  face! 


Death  Match  battle  for  i 
to  8 players  in  4 
challenging  levels  via  th 
Internet  or  LAN. 


YOUR  ENEMY  IS  PART 
BIOLOGICAL,  PART  MECHANICAL 
AND  100%  KILLER! 


, Cut-scenes  merge  the 
game's  13  levels 
seamlessly  while 
immersing  you  ever  mo 
deeply  into  the 
compelling  story. 


IF  IT’S 


WANT, 


IT’S  BATTLE  YOU’LL  GET! 


© 1997  Visceral  Productions, 

A DIVISION  OF  AVALON  HILL  GAME  COMPANY 
4517  Harford  Road,  Baltimore,  MD  21214-3192 
410-254-9200 


Available  wherever  PC  software  is  sold  including; 
Babbages  Etc.,  Best  Buy,  Circuit  City,  CompUSA,  Computer 
City,  Egghead,  Electronics  Boutique,  Fred  Myers,  Frys, 
Hastings,  Musicland,  Staples  and  Target  Stores. 

Visit  our  web  site:  www.avalonhilLcom 

or  call  1-800-999-3222 

CIRCLE  READER  SERVICE  #167 


lilRltlBiMlW) 


Trademarks  cited  are  proportios  ol 
respective  owners 
Defiance  is  a Iradcmark  ol  Visceral 
Productions  and  Logicwaro,  Inc. 


JOHNNY  WILSON 


Ho,  Ho,  2.0 

My  Holiday  Wish  List  for  Every  Gamer 


Since  much  of  this  issue 
concerns  holiday  gift 
giving,  i couidn't  heip 
compiiingaiist  of  the 
gifts  i’d  most  like  to 
see  for  computer 
gamers  and  the  indus- 
try. As  in  the  ietters  to 
Santa  that  some  of  us  wrote  as  kids, 
some  of  these  wishes  may  be  unre- 
alistic, but  it  never  hurts  to  ask. 

A STABLE  GAMING  PLATFORM 

i know,  i've  said  that  it’s  impos- 
sible to  have  a stable  gaming  plat- 
form. The  "Hot  Rod  Syndrome"  will 
always  keep  gamers  going  for  the 
newest,  fastest,  hottest  machines 
available.  The  time  frame  for  new 
generations  of  processors  will  keep 
diminishing,  and  new  hardware 
peripherals  like  3D  and  force-feed- 
back will  continue  to  appear.  Still, 
it  would  be  nice  for  gamers  to  be 


able  to  use  their  machines  longer 
than  two  years,  and  for  software 
publishers  not  to  have  to  guess  at 
new  base  machine  requirements 
two  years  down  the  line.  We  might 
also  see  more  done  about  bugs  if 
publishers  were  able  to  test  only 
one  platform,  rather  than  many, 

DIRECTX  TOOLS  THAT  WORK 

It  was  only  a couple  of  years  ago 
that  we  heralded  the  Windows 
Gaming  Revolution.  We  truly 
believed  that  DirectX  would  help  us 
with  such  things  as  driver  issues, 
machine  compatibility,  and  devel- 
opment libraries.  We  thought  that 
all  of  this  would  make  it  easier  for 
gamers  to  install  and  run  games, 
as  well  as  for  publishers  to  create 
and  test  games  while  supporting 
multiple  peripherals.  We  hoped  that 
the  kind  of  noodling  around  that 
developers  were  having  to  do  in 


DRAGONRIDERS  OF  PERN  3D  fantasy  action  with  management 
and  politics 

RAT  PATROL  3D,  vehicular  machine-gun  combat  in  North  Africa 
OSS  OR  MIS  WWII  adventure  game  based  on  declassified 
intelligence  documents 

A SUPERHERO  RPG  When  are  we  finally  going  to  see  a good  one? 

A MAD  ViaoRlAN  RPG  Based  on  Castle  l^lkenstein  or  the  Lord 
Darcy  novels 

WWn  SUB  SIM  A one-  or  hvo-man  submarine  sim  would  be  amazing 
•.  INDIANAPOLIS  SPEEDWAY  LEGENDS  Covering  the  A.J.  Fbyt  and  Parnelli 
' Jones  era 

HOCKEY  MOGUL  Sports  management  on  ice 

THE  GODFATHER  Mob  management:  numbers,  drugs,  dames,  intrigue, 

and  murder 

NEW  WARGAME  FODDER  Something  based  on  Frederick  the  Great,  the 
English  Civil  War  the  Irish  Easter  Rebellion,  or  the  Wars  of  the  Roses 


order  to  get  DirectX 
titles  to  run  correct- 
ly would  be  a “pro- 
visional  govern- 
ment’’ that  would 
give  way  to  an 
unencumbered  par- 
adise, Things 

haven’t  turned  out  that  way,  but 
that  hope  still  lives  on. 

NEW  GAME  DISTRIBUTION 

I wish  we  had  a retail  distribution 
system  for  computer  games  in 
which  the  retailers  cared  about 
games,  and  made  their  money  from 
selling  them.  I’m  afraid  that,  as  long 
as  they  make  their  money  off  coop- 
erative advertising,  marketing  pro- 
grams, and  special  display  allow- 
ances, we'll  never  see  the  kind  of 
product  selection  and  availability 
that  gamers  deserve.  I hope  that  the 
continued  expansion  of  Ihe  Web 
makes  it  possible  for  publishers  and 
small  developers  to  build  games  and 
take  them  right  to  the  players  with- 
out having  to  be  in  stores.  If  ever  we 
needed  an  alternative  sales  distribu- 
tion method,  we  need  it  now, 

A CALENDAR 
OF  GAME  RELEASES 

The  entertainment  software 
industry  tends  to  schedule  titles  for 
the  fourth  quarter,  a cyclic  prescrip- 
tion tor  retail  glut,  product  slip- 
page, and  poor  sales.  1 wish  com- 
panies would  schedule  products 
tor  a full  year  of  distribution  so  that 
gamers  would  get  a chance  to  own 
and  play  all  of  the  worthy  titles. 

A GREATER  VARIETY  OF  GAMES 

Okay,  SO  I'm  a frustrated  game 
designer,  I'm  still  disappointed  about 


the  number  ol  games  that  are  mere 
clones  of  others.  Check  out  my  short 
list  of  new  ideas.  Although  some  of 
these  games  wouldn’t  make  money 
with  our  current  distribution  system, 

^ I wish 
we  had  a 
retail 

distrihution 
system  in 
which  the 
retailers 
cared  about 
games.  77 

we  may  still  see  them  someday— if 
one  of  my  earlier  wishes  comes  true. 

YES,  JOHNNY,  THERE 
IS  A SANTA  CLAUS 

I don’t  suppose  there  is  any 
cause  for  me  to  be  looking  through 
my  holiday  packages  this  year  for 
any  of  the  games  from  this  list,  but 
since  I refuse  fo  grow  up,  I'll  keep 
hoping  for  next  Christmas  and  the 
next  and  the  next.  Hey,  someday  my 
wishes  might  come  true.  % 
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REVIEW  • WARLORDS  III 


Price:  S49.95 
Minimum  System 
Requirements:  Pentium  75, 
Windows  95,  16MB  RAM, 
40MB  hard-disk  space,  4x 
CD-ROM,  256-color  SVGA 
graphics,  Sound  Blaster  16 
or  100-percent-compatible 
16-blt  sound  card,  28Kbps 
or  faster  Internet 
connection. 

Multiplayer  Support: 
Modem,  direct  connect  (2 
players),  LAN,  Internet  (2-6 
players). 
Designer:  SSG 
Publisher:  Red  Orb 
Entertainment 
Novato,  CA 
(800)  548-1798 
www.r8dorb.cam 
Reader  Service  #:  342 


War  Is  Heaven 


SSG  and  Red  Orb  Team  Up  for  a 
Fantastic  Return  to  the  Warlords  Universe 


by  Tim  Carter 


Iiin  flic  Critical  enters  a 
dark  and  tn^slcriniis 
dungeon.  He  encoun- 
ters an  amiy  of  zombie 
piogiammer.s.and  is 
victorious!  He  finds.. .a 
gem.  A big  fat  gem,  in 
fact— one  that  will 
keep  himhap|)j’for,oh, 
much  more  time  tlian 
he  has  available. 

Waiuokds  III,  brainchild  of  tlie 
crew  at  SSG  and  marketed 
through  Broderbund/Red  Orb,  is  a 
winner  from  the  minute  vour  fin- 
gernails liit  die  cellophane  wrap. 

Based  on  one  of  flie  few  strategy 
giiine  de.signs  that  deserves  tire 
acxoladc  “classic,"  Warlords  1 1 1 
brings  vastly  improved  deptli,  rcplajubili- 
ty,  and  nuance  to  an  already  successful 
and  cniojable  ganie. 

WaRLORDS  111  follows  iIk  basic 
turn-based  s)slem  of  its  ptedece.ssors 
for  solitaire  pla);  but  offers  simultane- 
ous turns  for  those  with  a hankering  for 
multiplayer  mayhem  with  luiniaii 
opponents,  it  ran  smoothly  and  rapidly 
on  my  Pentium  120  and  was  fully  func- 
tional in  Wndows  95. 


WAR  IS  HELL  Waripros  III  is  a tum-based  fantasy  wargame  in  which  combat  is  resolved ' 
a strategic  scale,  as  in  Cw,  not  in  tactical  mode,  lite  MOM. 


REIGN  OF  HEROES 

'[’me  to  tlie  original,  gameplay  in 
Wari^IRDS  hi  revolves  around  tiic  con- 
trol of  fortified  cities.  Individual  units 
have  a di/.zymg  variety  of  atlribules  and 
abilities,  and  up  to  eight  units  may  be 
grouped  to  form  an  anny  Heroes  may 
ocplorc  ruins  for  treasure  or  magical 
items,  perform  quests  for  similar 
rewards,  and  beslowa  number  of  impor- 
tant combat  bonuses  to  amiies  that 
march  under  tlieir  banner. 

Tlie  command  stmclure,  which  was 
pretty  clean  in  WyuxiRDS  I and  II. 
remains  quite  impressh'e.  Moving 
around  llic  pmc  will  be  simple  even  for 
someone  unfamiliar  with  the  interface. 


Little,  if  anytliing,  seemed  to  have 
been  left  out  of  previous  versions,  but 
quite  a bit  lias  been  added  lieie.  ["or 
instance,  some  of  your  Iteroes.  depend- 
ing on  their  class,  may  now  use  manic  to 
augment  liieirabililies,  which  furti^r 
depend  on  tlie  race  yxiu  are  playing. 

Unlike  past  versions  of  Wuu.ords, 
individual  cities  no  longer  produce  dLs- 
linct  units.  Each  race  now  has  a pool  of 
set  unit  types  to  draw  on,  consistent  with 
fliat  races  basic  cliaraetcristics  and  atti- 
tudes. Any  given  race  may  have  eight 
regular  troop  types,  three  mercenaries, 
four  hero  classes,  four  magical  allies,  and 
one  bo,ituiiiL 

TIk  first  lime  i played  lliis  system,  I 
fell  a Uny  twinge  of  disappointment.  Tlie 
more  limited  amiies  tcrid  to  be  a bit  dull 
after  a while,  and  battles  over  castles 
aren  t as  inasshe  in  proportion.  But  after 
only  a few  ^mes,  1 could  cleaHy  see  the 
wisdom  of  (his  design  decision.  By  limit- 
ing gamers  to  a consistent  and  fixed  set 
of  troops,  tlie  designers  have  greatly 
extended  Warlords  Ills  replay  value.  A 
game  on  the  same  map  but  with  a differ- 
ent race  is,  functionally,  an  entirely  dif- 
ferent game  Moreover,  within  each 


game,  each  of  llie  different  races  you 
figlit  [irescnt  a somewhat  different 
threat,  bused  on  tlie  strengths  aiKl  wd 
nesses  of  llicir  core  units. 


WARLORDS  CUBED 
For  those  who  love  to  mix  and 
malcli,  the  scenario  setup  screen  lets 
y ou  create  yonr  own  race  using  any  o 
the  preexisting  units.  You  are  limited 
only  by  tlie  total  number  of  different 
unit  types  per  race. 

'fhc  .setup  screen  offers  a huge  num 
ber  of  otiicr  options  that  build  replay 
value  as  well— including  a prohibition 
on  razing  cities  (an  important  issue 
when  playing  against  human  oppo- 
nents), an  option  that  allows  neutral 
cities  In  grow  in  power  if  attacked,  and 
random  placement  of  starting  cities. 

In  addition  to  the  twelve  preset  sce- 
narios. the  game  comes  with  a randwn 
scenario  generator  and— surprise— ar 
intricate  campaign  game. 

As  just  one  ©ample  of  the  playing 
value  in  Warixirds  !II.  the  classic  liiiirii 
map  from  the  origjnal  ^me  is  included 
otK  of  tlie  preset  scenarios.  This  map 
constituted  tlie  entire  pme  in  WaRLOW 


OCTOBER  1997 


Computer  Gaming  World  doesn't 


New  to  the  WARionos  system,  the  campaigii  game 
strings  together  a series  of  scenarios  around  a plot  diat 
has  you  lead  the  Selentines  against  the  evil  forces  of 


1 1 has  you  lead  the  Selenh'ni 
the  undead  Lord  Bane.  Bane 
has  at  least  one  primary  ally, 
aid  even  the  povrers  that  are 
supposedly  in  ^ur  union  of 
good  are  as  likely  to  send 
armies  against  you  as 
against  the  principal  foe. 

The  campaign  allows  you 
to  cany  your  top  heroes  and 
aftnited  number  of  magical 
items  from  one  scenario  to 
toe  next,  which  becomes 
useful  as  your  heroes  grovr 
In  power  Be  careful,  though, 
as  the  computer  becomes 


► FOR  THE  SELENTINES  A welcome  addirion  is 
I the  campaign  in  WARum  111.  in  which  you  bal- 
t)e  the  undead  forces  of  Lord  Bane. 


quite  adept  at  picking  off  unguarded  high-level  heroes  left 
floating  too  near  the  front  lines. 

Aftereach.scenario  you  get  the  option  of  upgrading  some 
of  your  core  military  units.  I found  this 
almost  as  attractive  as  carrying  heroes 
g fotwanJ.  Being  able  to  give  your  heavy 
--sassy  [a  movement  and  a better 

ISfiS  ' attack  factor  constitutes  a major  bonus 
IIM  multiple  scenarios. 

\\»  ' scenarios  in  the  cam 

^ paign— which  can't  be  pl^d  separate- 
' i ^ iy— to  be  ^ong  the  more  challenging 

^ preset  games.  In  many,  your  enemies 
get  natural  advantages  from  terrain,  the 
placement  of  neutral  cities,  or  the  start- 
ing disposition  of  forces.  This  makes  a 
nice  change  of  pace  from  scenarios  in 
which  each  side  stalls  out  equal. 


ust  run  our  ads,  they  write  them. 


WARLORDS  III  • REVIEW 


IGHTY  TIM  Heroes  play  an  important  role  in  Wariords 
, since  they  can  hunt  (or  treasure,  embark  on  quests. 
!St  spells,  and  bestow  bonuses  on  your  troops. 


Ihoul  nuiiiy  of  IIk  options  aixl  s’ari.i- 
ia\-.!ilal)lc  iierc-Yct,  in  W\rj£)RD.s  ill 
mlitutcs  ii  tiny  fmction  of  tlic  com- 
; gJiiK.  1 Iroin?  spent  ii  dozen  or  so 
tson  tlx  llliiria  map  alroach;  i can  say 
I snnx  certainty  that  gaiiKis  will  not 
y run  out  of  things  to  do  willi 
miRDSlll. 

.LTO  ARMS 

Ifial  TOO  do  in  W'arixiRDS  111.  of 
rw.  is  figlit.Alol.  Tlx  core 
HiriKns  combiil  s)stein  hasn’t 
nged  in  stnichire.  but  a wide  range  of 
dihiiig  factoHi  has  been  added,  giv- 
gamers  more  optioas  wlxn  building 
ramiits  or  Liking  out  tlx  enemy.  For 
anee,  indix'idual  leaders  or  units  may 
iliibute  positive  {to  your  side)  or  ixga- 
■ (to  pur  opponent's  side)  modifiers, 


while  many  units  also 
have  sisccia!  attribirte.s 
or  abilities  such  as 
assassination  attacks, 
archery  attacks,  poi- 
soning, and  disease. 

Amajor  asset  of 
past  V\'\RLORDS  ganxs 
was  the  strength  of  the 
AI-W/\RLORDSll[isno 
slouch  in  this  depart- 
nxnt,  altliou^  1 
found  tbe^sjeho” 
level  .somewhat  easier 
tlian  1 would  liave 
expected  for  the  most 
difficult  Icv'cl.  Wliile  tlx  computer  still 
fails  to  manage  its  heroes  propeiiy  (not 
picking  up  treasure  lying  on  the  ground 
when  an  enemy  hero  is  killed,  and  igiwr- 
ingsome  mins),  it  has  become  much 
more  adept  at  knocking  off  your  heroes, 
parliciilaih'  if  pu  leave  them  exposed. 

I w-as  especially  impressed  wlxn  the 
during  the  fiftli  or  sixth  scenario  of ' 
tlx  campaign,  made  a systematic  effort 
to  kill  off  the  Ixroes  I had  been  careful- 
ly nurturing  into  posrerful  higher  level 
paladins  and  mages.  The  computer  will 
also  raid  your  tiome  territory  frequently 
and  is  not  averse  to  scorched-earth 
tactics  if  it  starts  to  lose. 

According  to  the  manual  (generally 
well  done  and  useful  for  learning  the 
game  and  for  reference),  the  diplomatic 
system  has  been  tweaked  considerably 


from  earlier  vcrsioiLs.  I must  admit  that 
1 didn’t  find  much  functional  difference 
in  the  rxw  rouline.s:  'ITx  computer  play- 
ers tended  to  figlil  amongst  llxmselvc.s 
unlii  I liad  become  tlx  biggest  single 
power  on  the  map,  at  w hicii  point  llxy 
^nged  up  on  nx. 

FRIENDS  AND  FOES 

/Mong  with  tlx  campaign  ganx,  tlx 
greatest  addition  to  Wuu.(.>lU)S  111  isllx 
multiplayer  option,  [’laying  via  tlx 
Internet  or  a IjNN,  u|)  to  six  players  can 
compete  in  a reiil-lime/simullaixous 
tunes  mix.  Chasing  down  enemy  lxroe.s 
and  deciding  tlx  order  in  whieli  lo 
move— and  saving  rcservc-s  lo  road  at 
the  last  second —are  now  key  decisions 
when  playing  agaimt  live  opponents. 

This  game  has  little  lo  dislike.  If  lix 
premise  doesn't  interest  you,  you  may  do 
belter  sliopping  elsewhere,  but  for  fan  of 
fantasy  and  strategy,  or  just  strategy  for 
tliat  matter,  Waridrds  III  is  a winixr 
from  tlx  tiniest  elven  scout  to  its 
Sekntiix  elepliant  shock  cawilry.  ^ 

^APPEAL:  Anyone  who  likes  strate- 
gy games. 
ypROS:  Fun;  ultra- 
dean;  tons  of 
replay  value;  great  | 
campaign;  multi- 
player support. 
kCOHS:  We're 
still  looking. 
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LETTERS 

ASTRO  NAUGHTS 

As  I just  finislied  walcliing  tlie  trailer  for  tire  ric\s’  WiNC:  COMM\NDE[t  game, 

1 couldn’t  lielp  but  feel  tlie  same  disa[)j)oiutmeut  I felt  wiiilc  wateliiiig  the  Star 
Vl'ii/smov'ias  or  an}’  episode  of  .S’far  Trek  Wliat  do  tlrey  think  \\r)iild  conduct 
tlx;  sound  \ihrations  in  outer  space? /\lso,  these  games  don’t  c()rrectl}'siniulatc 
space  travel.  If  we  travelled  at  the  sjjced  of  light,  it  would  take  us  four  years  to  get 
to  the  nearest  star.  Even  if  we  had  at  our  dis|30s;il  some  .sort  of  spacecraft  that 
could  gewrate  an  eiionnous  amount  of  acceleration,  it  would  take  us  several 
weeks  just  to  leaeh  Mars.  Plus,  tlx;  s])eed  at  w hich  we  wiould  have  to  travel 
wxxild  be  extremcl}’  unpleasant,  if  not  lethal.  ’Dx;  oirly  games  that  have  ev  er  tried 
to  realistically  simulate  space  travel  were  ELrili;  and  its  succc-ssors.  I just  wonder 
why  ])eople  keep  calling  tlxxse  arcade  games  “space  simulators.’’ 

jolianncs  Gommcrcii 
Newjeney 

/n  Star  Wars, /o/ir?  Willianiscnmluctcdtlie  dbralioiis.nsw  vllastheorclies- 
trj,  right?  Seriously,  the  games  and  the  modes  would  all  haw  Ixcnpreth'bor- 
iiignilhoutsoLind.  \Vc  always  thmightELm-:  was  without  sound  because  it  was 
done  on  the  Apple  II.  Chirps  wrsus  cool  Midi  esplosionsiust  don’t  cut  it. 

THE  WIZARD  OF  OS 


► 

STAR  BORED 


Hey,  I just  wanted  to  inform  you  of  a little  error  in  the 
“Prophecy  Motive"  article  in  October’s  issue.  Terry  Coleman 
wrote  “...some  over  3 kilometers  long— has  to  be  seen  to  be 
believed.  It  takes  a long  time  just  to  fly  past  one  of  these  mon- 
sters. in  comparison,  the  Star  Wars  Death  Star  would  look  like  a 
PT  boat  in  the  wake  of  a battleship."  I know  this  might  make  me 
sound  like  an  obsessed  Star  Wars  fan,  but  even  the  Super  Star 
Destroyer,  the  one  that  crashed  into  the  Death  Star  in  Return  of 
the  Jedi,  is  8 kilometers  long,  almost  three  times  as  long  as  the 
. ships  he  was  describing.  The  object  of  his  comparison  is  much, 
much  more  massive.  The  first  Death  Star  was  140  kilometers  in 
diameter  and  the  second  was  160  kilometers  in  diameter.  Maybe 
he  just  got  the  comparison  backwards  and  the  Death  Star  is  the 
battleship  and  Wing  Commander  capital  ship  is  the  PT  boat  or, 
more  accurately,  a person  in  a lifejacket  floating  in  the  ocean. 
Anyway,  keep  up  the  good  work.  I think  CGW  is  the  best  com- 
puter game  magazine  out  there  and  I have  the  collection  (with- 
out a missed  issue  since  1993)  to  prove  it. 


I have  a question  about  games  and  operating  systems.  1 pcrsonallv'  do  not 
like  Window's  95,  as  I prefer  to  use  Windows  NT  4.0,  vvliicli  is  more  stable. 
Sonic  of  the  literature  on  it  has  stated  that  for  an  application  to  carry  the 
Windows  logo,  it  must  run  on  both  Wndovvs  95  and  Windows  NT  without 
difficulty.  However,  when  I Iricd  to  run  ItoA.intT  (which  has  the  logo)  on 
WinNT  f got  an  error  message  infonning  me  tiral  it  wa.v  a Wn  95-only  pro- 
gram. Are  games  subject  to  different  standards  than  applications,  or  is  there  a 
vvii}’ to  get  NT  to  run  games  that  have  the  logo  but  arc“onlv'\Mn  95’? 

Robert  Marks 
\ia  the  Internet 

lhisine.ss  applications  must  run  under  both  opcrating.syslems  in  order  to 
receive  the  logo.  However,  since  DirectX  has  not  yet  been  integrated  into 
the  Windows  NT  operating. s\slem,  it  is  not  possible  to  require  compliance 
Ixtwccn  games  that,  like  RlUiAuiRT,  use  DirectX  and  the  WindowsNT 
operating  system.  Currently,  NT  uses  Direct  Draw  atKl  Direct  Sound,  but 
docs  not  have  D3D,  Direct  Input,  and  Direct  Play.  Ike  hope  that  Microsoft 
will  eventually  integrate  DirectX  into  NT  and  migrate  even'one  oiJto  that 
phitfonn.  I lowever,  that  docsn  'I  seem  to  be  a high  prioritv. 

LEGENDS  OR  MYTHS? 

1 saw  the  ad  for  Accolades  I .KCtKNDS  FOO'IB.VI.L  game  in  your  magazine 
and  expect  a review  is  forthcoming.  As  yon  prepare,  I thought  1 would  point 
out  .something  interesting  that  my  friends  and  I noticed.  We  love  football,  and 
were  hoping  Lecend.S  might  .sei've  as  a good  vehicle  for  a groii[)  league. 

In  the  ad.  the  top  left  box  s.i}'s,  “You  Want  Stats?  We  Got  Stats!”  But 
take  a look  at  all  those  QBs  listed  on  the  screen.shot.  Ev'ery  one  of  tiiem 
shows  a completion  percentage  which  is  higher  (in  some  cases  over  lO 
percent  higher)  than  the  actual  quarterback  (except  for 'liny  Aikman,  and 
his  is  only ) percent  lower). 

Good  coaclxs  look  for  tendencies,  Tiis  signals  to  me  that  this  is  anotlvcr 
in  the  seemingly  endless ‘'pa.s.s-happy”  games  that  appeal  to  tlx- Nintendo 
mentality  who  feel  that  unless  tlx-ie  is  a touchdown  ever)' other  jX).sscs.sion, 


Uwrence  Zalasky 
via  Ihe  Internet 

Hmm,  while  Darth  \^der‘s  ship,  The  Executor,  was  indeed 
8 kilometers  long,  our  CGW  lab  rat  and  official  Star  Wars  fan. 
Scooter,  indicates  that  most  destroyers  were  1.6  kilometers  long. 
Scooter  cites  Wesf  End  Games'  Imperial  Sourcebook  for  the  Star 
Wars  Roie-playing  Game,  and  A Guide  to  the  Star  Wars  Universe 
as  his  sources.  The  number  of  Super-class  Star  Desde^rs 
depends  on  whether  you  believe  the  movies  (only  Oder's  was 
shown)  or  the  numerous  books  (which  agree  on  five  such  vessels), 
but  nevertheless  the  normal  Star  Destroyers  we  see  in  all  the 
movies  and  games  are  only  1.6  kilometers  long.  In  fact,  if  you  boot 
up  TIE  FiGHWt  and  go  to  the  ship  secdon,  it  will  list  the  length  of  an 
Imperial  Star  Destreyer  as  1. 600  meters.  Since  these  figures  sup- 
port Teny  Coleman 's  figure  of  speech,  we  're  going  to  stand  by  it. 


BIG  SHIP  Wing 
Commander  Prophecy's 
capital  ships  are  three 
kilometeis  tong,  while 
the  big  Star  Wars  ves- 
sels are  1.6-8  kilome- 
ters long,  but  it's  not 
the  size  of  the  ship 
that  matters  as  much 
as  how  you  use  it. 


ccw 
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This  is  your  chance.  Your  chance  to  he  a fighter  pilot  rluting  one  of  the  most  exciting  eras  in 
aerial  combat  - The  Korean  War.  Jump  into  battle  in  your  F-8B  Sabre  jet  or  choose  from  4 
other  authentic  planes  - the  F-51  Mustang,  the  F-80  Shooting  Star,  the  MiG-f  5 or  the  YAK-9, 
Experience  45  missions  taken  directly  from  the  "Korean  Conflict".  Get  white-knuckled  sweats 
as  a pack  of  bogeys  blast  away  at  your  tail  in  a brutal  multiplayer  dog-fight  So  how  do  you 
ili|nt  to  go  down  in  history;  as  a Sabre  Ace  Pilot  or  a flaming  mass  of  metal?  You  decide. 


©1 997  VIRGIN  INTERACTIVE  ENTERTAINMENT,  Inc.  All  rights  reserved.  Sabre  Ace:  Conflict  Over  Korea  Is  o trademark  of  Virgin  Interactive  Enlertoinment,  Inc.  Virgin 
is  a registered  trademark  of  Virgin  Enterprises,  Ltd.  Microsoft,  Windows  and  the  Windows  Logo  ore  registered  trademarks  of  Microsoft  Corporation. 

Virgin  Interactive  Entertainment,  Inc.  18061  Fitch  Avenue,  Irvine,  CA  92614  U.S.A.  visit  US  OTl  tfl©  Wsbl  WWW.VIO.COm 
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tile  game  must  be  boring.  It  is  a sbaine,  because 
tlie  grapliics  do  Iook\-er5'  nice  and  tlicre  appears  to 
be  a multitude  of  options.  But  sports  fans  hai^c  to 
send  the  gmie  companies  a message.  A sports  sini- 
ulatipn,  wistlier  football,  baseball,  or  any  oilier 
sport,  is  useless  unless  one  can  count  on  realistic 
results.  I look  forward  to  your  review. 

Rik  Fontana 
Orlando,  FL 

We,  too,  were  disappointed  in  the  Pinal  version 
of  the  game.  You'll  find  our  review  on  page  S62. 

STARFLEET;  A TRAVESTY 

After  having  purchased  and  plajed  the  just- 
released  SxWLEET  Ao\DFAn',  I have  a few  gripes  I 
would  like  to  share.  Loyal  gamers,  sucli  as  myiclf, 
who  buy  tlie  first  available  copy  of  a game,  are  usu- 
ally the  ones  who  get  the  most  grief  with  bugs.  This 
first  group  consists  of  dehetoheta  testers  who 
must  endu^the  game  without  any  [latclies.  Yet, 
tlie)'  receiie  little  help  from  the  sofhvarc  publishers 
tech  SLi[)port  departments  because  there  arc,  as  yet, 
no  identified  problems  with  tlie  game.  Do  pu  have 


members  of  ill  J 
oppressed  group? 

Tlie  inspiration  for  tliis 
letter  was  from  the  following  ex]x;rience:  I 
haw  been  playing  Si/XRFlf-El' ACADEMi'  from 
Inteqilay.  My  .second  CD  will  not  load.  At  tlic 
“Insert  CD  t>T  prompt,  pu  jusyiear  a loud  '‘chink" 
(CD  ski[)  noise)  wliich  repeats  fi\c  seconds  later. 

Interplay  support  initially  claimed  that  it  was  a 
problem  with  my  new  Diamond  Monster  3D  dri- 
vers. Mowever,  I called  Diamond  and  they  say  my 
drivers  arc  fine.  Tliinking  it  could  be  a defective 
CD, ! exchanged  the  game  at  Electronics 
Boutique,  but  got  the  same  result. 

Interplay  insists  tliat  1 send  all  five  of  my  CDs 
back,  and  combined  with  the  long-distance  lech 
supprrrt  calls  to  Interplay  and  Diamond,  I have 
spent  over  $25  jrrst  trying  to  find  tlx;  problem, 
ased  on  the  rcs|)onsc  Interplay  has  given  me  so 


far,  I am  sure  they  will  not  jump  out  of  their  shoes 
to  send  me  back  some  working  CDs.  1 hope  yon 
will  K able  to  warn  people  who  have  notyetgKen 
llieifl55  to  Interplay  so  that  tlx;y  will  not  go 
throilglr  tile  same  headaches  I am  experiencing. 

Ian  Uniland 

' ft;)  the  Internet 

Unfortunately,  we  have  no  good  advice  for  )ou 
)/ioi)’rc'  willing  to  buy  the  game  as  soon  asil 
comes  out.  Ewn  wexe  been  fooled  by  pre-rcicasc 
veislons  of  games  that  ran  soundly  and  had  fca- 
liirosthat  were  subscqiicnilyrcmoxed  before  ship- 
ping. 7 he  sad  fact  is  that  those  on  the  leading  edge 
arc  usually  on  the  bleeding  edge,  because  there 
arc  doxens  of  factors  that  work  against  stable,  test- 
ed code  for  ^ry  possible  s}'slcmconligiiration. 

DOUBLE  TALK 

I was  intrigued  to  find  diamclricnlly  opposed 
reviews  for  MeaI'  Pui’l’in'  in  yortr  trragazitx;  and 
orr  your  Web  site,  (i^bert  Coffey  gave  tlie  game  4 
out  of  Sin  Computer  Gaining  lEor/c/.  and  Greg 
Kasavin  gave  it  a 4.3  out  of  10  on  GanicSpot). 
Amusingly  enough,  one  rciicwcr  calls  tlie  game 
original,  while  tlx;  otlicr  calls 
it  dcri\'ative.'niek(^ 
seems  to  he  thatoiKit 
reviewer  was  able  to  over- 
look the  control  jiroblems,  while 
lix;y  proved  too  much  for  lire  oflicr  to 
stomach,  i guess  it  really  docs  jiay  to  get  a sec- 
ond opinion  before  deciding  who  gets  those  pre- 
cious gaming  dollars.  I side  with  Kirsavin.  A plat- 
fonn  shooter  with  control  prohlcm.s  is  bound  to 
max  out  my  fnistrate-o-melcr. 

Ciulio  Fenu 
\ia  the  Internet 

GanicSpot  has  a separate  editorial  staff  from 
CGW,  with  an  entirely  differeni  slahle  of  writers. 
'Ihclwxigroiipshaveaslighllydifferentrexiew- 
ing phihsophy,  in  t/isf  GameS[3ol  shocks  its 
rexiewers  xxith  an  clectnc  cattle  prod  each  time 
they  die  in  a game,  xxhile  CGW  rexx'ards  rexiexv- 
ers  xxith  blood moneydircclly  from  the  adxertis- 
cr  for  cx'cr)' favorable  rexicxx’.  And  if  you  bclicxx: 
that,  you're  .sure  to  hnda  ncxxsgroiip  xx'ilh plait}' 
of. supporters  sometime  soon. 

Seriously,  xve don’t askGameS]m\'srcxicxx'crs 
toconfnmi  to  our  opinion  and  they  don't  require 
ours  to  confomi  to  theirs.  We  do  sxx'up  girlhicnds 
occasionally,  but  the  pa}vff  is  there  since  you  get 
a second  opinion  and  xveget  the  .spice  of  life. 
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Gold  (Top  Award) 

Games  Domain  Online 

9.1  out  of  10 

Ultra  Game  Players 

9 out  of  10 

Computer  & Net  Player 
Zentropyl  Online 

4 out  of  5 

Computer  Gaming  World 
Next  Generation 
Computer  Games  Strategy  Plus 
Adrenaline  Vault  Online 
C/Nets  Gamecenter  Online 


CBS  Nbws/48  Hours 


“a  complete  blast  to  play” 

- Computer  S Net  Player 


“Tires  screeching,  motorists  cursing,  pedestrians  dying  » they’re  all 
part  of  the  macabre  uehicuiar-homicide-is-fun  world  of  Carmageddon” 

- Entertainment  Weekly 


Available  now  at: 

CompUSA 
Electronics 
Boutique 
Best  Buy 
Egghead 
Babbage’s  Etc. 
Fry’s 

Circuit  City 
Hastings 
Media  Play 
Micro  Center 
...and  other 
participating 
retail  outlets. 


R7  GPA.mtUl.  FOfl 
www.interplay.com 


‘Vent  Your  Road  Rage’ 


“It’s  been  a long  time  since  a driving  game  has  been  as  much  fun 
as  Carmageddon” 

- Computer  Gaming  World 

“Very  playable  and  addictive.” 

- PC  Gamer 

"the  most  impressive  racing  game  around,  and  the  most  original  game 
I’ve  played  in  ages” 

- Games  Domain  Online 


CC 


w 


STAINLeS," 


Go  out  and  buy  it! 

- Ultra  Game  Players 


CARMAGEDDON 


9f 


The  racing  game  for  the  chemically  imbalanced. 

Test  drive  the  demo  at  www.interplay.com 

©1997  and  trademari<  SCI  (Sales  Curve  Interactive)  Ltd.  SCI  is  a trademailr  of  SCI  (Sales  Curve  Interactive)  Ltd.  All  rights  reserved. 
Interplay  is  the  trademark  o(  Interplay  Productions.  All  rights  reserved.  Exclusively  published  and  distributed  by  Interplay  Productions. 
CIRCLE  READER  SERVICE  #067 


GCflfi] 


Demo  a ftee  practice  lap  at 
microsoft.com/games/precisionracing/cart 


Microsoft 


an<!  rtTiefedoj«uwfln(Wpo<ociaj'?are»egl8tflfedlraclemarks 
© »997  Offida!  UeensM  Pioauci  of  Championship  Auio  Racing  Toanis.  Inc.  All  logos  and  marks  of  CART.  Ita  Taams.  Drivers, 
wllhoul  the  prior  written  eonseni  of  CART  Licensed  Prodo«B,  L.P.©  1997  Terminal  Reallly,  (nc.  All  rights  reserved. 


Where  do  you  want  to  go  today? 


With  Microsoft*  CART  Precision  Racing"  you  will  see,  hear,  and  feel  the  same  1 ^ nsctoi 

things  real  CART  drivers  do.  You  will  race  on  all  17  official  CART  tracks,  based 
mw  on  razor  accurate  GPS  data.  Your  view  will  shift  in  anticipation  of  the  curves 


ahead.  Your  pulse  will  rev  at  digitally  sampled  engine  sounds  and  Bob  Vaisha’s  track-side 
commentary.  And  with  force  feedback  support,  if  you  take  the  corkscrew  at  turn  #8  too  fast, 


you’re  not  going  to  need  a monitor  to  tell  you.  To  improve  your  lap  lime,  stop  into  the  garage  to  tweak  your  set-up,  analyze 
the  Pi  Research  telemetry  data  or  go  back  to  Racing  School  where  Bobby  Rahal  is  instructor-in-residence. 


COfMC  MOmph  at  lABUNA  SOA  YOU 
WOW.  WHAT  A BREAr  BAHliE” 


BUSY  GOINB  MUmph  At  LACUNA  5EEA. 


ZIFF-DAVIS  PUSLISHIHG  COMPANY 


Last  month  we  inadvertency  used  an  Incor- 
rect screenshot  for  entry  19  In  our  Real-time 
Shootout,  CYBERSTonn  2.  Here  is  what  the 
game  actuaiiy  looks  like.  We  apoiog'ize  to  tor 
any  contosion  arising  from  our  mistaka 


BEAM  ME  UP,  SCOTTIE 

l\'e  been  an  avid  reader  of)t)ur 
magazine  for  tlic  past  tiiree  yeari  and 
1 lo\’c  it- 1 aKva)'s  try'  and  buy  llx;  CD 
pins  iiKigazine  package;  its  imicb 
inonj  convenient.  /Viijavay.  willi  gival 
;inticij>ation  I lookout  mv'old  online 
CD  aiKi  signed  up  for  Kali.  Wbll 
tlicre  .sure  Ls  a whole  new  world  out 
lliere  on  tlx;  Net,  but  I’m  ixrt  sure  if  it 
contains  any  intelligent  life  fonns.  So 
far  in  n'^week  of  w'andering  ai  id  tr)'- 
ing  to  find  a home,  I’ve  been  insult- 
ed. cursed  at,  cut  out  of  games , . , 
and  I've  Income  disillusioned. 

'lire  maturity  level  displayed  by 
manvof  the  Qu.-vkf;,  WNrCrmt  II,  and 
Duke  3D  plavers  makes  one  wonder  who 
is  on  the  Net.  ITiere  appears  to  be  a lot  of 
sick-minded  people  who  take  this  stuff 
too  serionslv'. 

At  tlx;  SSI  server,  you  would  hojyc  to  find 
some  W/MtWIND  players  (wrong!).  When  I vis- 
ited tlx*  SSI  site,  1 thought 
suiely  tlxirc  would  be  intelli- 
gent w-arganicrs  hanging  out 
tlxTe.  After  visiting  many'  sites 
during  various  times  from 
eady  morning  to  midnight.  I 
found  very'  little  v'ariance  in 
I lie  ty|)c  and  sty'le  of  player  on 
Kali.  Wliat  1 did  find  was  a 
[)unch  of  fonl-moutix;d  kids 
and  adulLs  that  live  ai  alterna- 
tive life  inside  live  Web.  1 w on- 
der if  tlxiy  can  even  make  a dislinciion 
Ixitvveen  online  and  reality:  It  reminded  me 
of  my  old/lDt?.’Ddays  wlx;n  some  of  onr 
players  really  lost  touch  with  reality.  Needless 
to  .say',  1 don't  role-play  anyanore. 

I would  have  loved  to  find  a grouj)  of 
die-hard  vvargamers.  Nai’OLKQN  IN  Rlf.ssLX 
WT)uld  have  been  a bla.st  online  with  some- 
one, but,  alas,  not  on  Kali.  1 have  a 
CompuSenc  account  and  find  much 
more  friendship  and  excitement  in  ilxiir 
scn'icc.  1 only  wish  it  didn’t  cost  so  much 
to  play  online  using  CompuServe, 

Well,  thanks  for  the  experience! 

Chuck  Rdwmi 
via  the  Inlcriici 


If)  oil  'rc  looking  formiignmc  uclion,  w c 
highly  recommend  cbcckingnul  the 
Leudailers'PBEM  IKa/gamc  Club,  'fhe 
UliIJswmvJeadeatas.com.  'Ihcrcarc 
comixtition  ladders  forSim.P.-WIUEHS, 
PAN/rn.  Gi'iNi'm.,  andAD\?\ja-:D 
Cmii/AIION,  iunongolhas. 


EAT  LEAD  You'll  find  plenty  of  wargame 
opponents  on  the  Leadeaters's  PBEM 
Wargame  Club. 


We  prefer  that  you  email  us  at 
one  of  these  addresses; 

CompnSeive;  76703,622 
Internet:  76703.622®  com- 
puserv'e.com 

Or  write  to  the  following  address: 
CGW,  Letleis  to  live  lUditor 
133  Main  Street,  Hlh  Floor 
San  Francisco,  CA  94105 
We  resene  tbe  right  to  edit  all 
letters  for  space  or  clarify. 
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from  those 

wonderful  people 
who  brought  you 

of  boiling 


0F  MAGIC 


T T ‘•‘''^  sorcerer 

^ ■,;i£;t'^^  V.  ' '^i'-  Balltorli  thieacens  tlie  peaceful 

v *'  ^ '■'  people  of  Urak  with  deurh  and 

destruction,  brave  heroes  with 
1,  - r magical  powers  must  rise  up  to 

, stop  the  reign  of  terror  and 

■I  ( C(  \ I fdCt.  S defeat  the  forces  of  tyranny.  In 

Lords  of  Magic,  the  successor  to  the  popular  Lords  of  the 
Realm  fl,  you  enter  a fantasy  world  where  good  and  evil 
fight  for  primacy  against  a mystical  backdrop  of  wizards, 
warriors,  spells  and  storms,  giants. 
gnomes,  and  Barbarians. 

Building  on  the  dramatic  features  that  ^ 
made  Lords  of  the  Realm  II  a break- 
through  in  strategy  gaming,  Lords  of  <3^ 

Magic  combines  turn-based  exploration  c 

and  resource  management  with  real- 
rime  combat.  Join  forces  with  others 
(up  to  six  players  can  compere  on  a ■^-|) 

LAN  or  over  the  Internet)  or  marshal 
your  forces  to  take  on  Balkoth  and  his  Barbarian  allies  alone. 
You’ll  command  up  to  Kighty  creatures,  including  elves, 
vampires,  skeletons,  and  gargoyles,  as  you  defeat  evil  and  save 
_ ..  the  realm.  Wielding  the  forces  of  magic 
1 through  spells  and  artifacts  of  power, 
I you  can  take  multiple  paths  to  victory; 
i more  choices,  more  outcomes,  and 
unlimited  replayabiiity. 


AS  YOU  «>t(jlore  the  hind  of  i»ral{,.’  L. . 
You’ll  battle  In  dark  atul  oiYSterious 
cavtes,  ctistles  and  dun«^reons 


Lords  of  Magic  features  a true  3-D 
game  map,  with  16  bit  SVGA 
Ciraphics  and  a powerful  map 
\ editor  that  puts  you  in  control 
A of  terrain  height,  topography, 
|k  and  texture. 


SIERRA 

Impressions 


in  \i()ur  lii)r(\ri^  wi'/cirds 
will  rcscarcli  .spells  to 
owerpower  your  etumiies 
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The  Latest  News  From  the  Computer  Gaming  World 


Edited  by  Charlotte  Panther  (CPanther@zd.com) 


Anachaonox’s  Sly 
ANO  Stiletto  Ai 


CGW 

Does 
Dallas 

3D  Games  To  Drive  You  Wild 


While  on  a trip  to  visit  Rituai  for  our  Sin 
preview,  CGW  made  several  visits  to 
other  prominent  3D-action  developers 
In  the  Dallas  area,  including  id  Software,  ION 
Storm,  and  3D  Realms. 


BitualEiHertainmBnt 

The  team  that  brought  you  Scourge  of  Armagon  is  busy  working  on  Sin,  its 
tirst-person  Quake  Killer,  which  should  reach  completion  by  March,  1998.  At 
this  point,  the  company  is  deep  into  level  design,  and  is  still  in  the  process  of 
integrating  the  non-human  monsters  into  the  game.  For  more  on  Sin,  and 

Ritual’s  progress  on  the  title,  turn  to  our  Sneak 
Previews  well  for  a full  preview. 


muLsiuiii 

Our  visit  to  ION  Storm  was  surpris- 
ing in  that  we  were  actually  able  to 
see  quite  a bit  of  Daikatana,  as  well  as 
Anachronox.  Daikatana  now  looks  very 
impressive,  with  an  incredible  amount 


ot  detail  in  the  monster  skins  and  textures,  even  more  so  than  in 
Quake  II.  The  levels  are  deep  in  development;  we  were  able  to  see 
the  Alcatraz  level  from  the  last  episode,  Future  San  Francisco,  and 
it  looks  incredibly  accurate.  The  Greek  levels  are  also  impressive, 
with  their  colossal  architecture. 

We  also  had  a chance  to  sample  the  music  of  DAiKATAriA, 
which  is  being  crafted  by  Will  Loconto,  a former  member  of 
Information  Society.  Every  level  will  have  a unique  theme,  as 
will  each  endboss.  The  music  of  each  episode  will  also  be 
different.  The  music  ranges  from  heavy-metal  guitar  to 
Mo[\tal  KoMBAT-like  techno  to  Dark  Ages  period  music.  After 
listening  to  the  game  music,  we  think  it  might  be  one  of  the 
best  features  of  Daikatana,  which  looks  on  track  to  make  its 
March  1998  ship  date, 

Anachhonox  has  an  even  later  scheduled  ship  date 
(late  1998),  but  we  were  able  to  see  the  main  char- 
acter, Sly  Boots,  running  through  two  very  alien 
rooms  from  the  game’s  third-person  perspective. 


Short  takes  on  games  and  hardware  released  just  prior  to  press  time. 


7TH  LECIOH 

Generations  ago.  the  elite  of  an  over- 
populated and  ecologically  devastated 
Earth  fled  for  the  stars.  These  "Chosen- 
have  returned,  but  the  7th  Legion,  the 
surviving  descendants  of  those  left 
behind,  won't  let  them  back  without  a 
fight.  Whether  commanding  Chosen  or 
7\h  Legion  forces,  the  pace  of  the  real- 
time strategy  missions  is  dizzying,  but 
engrossing.  Troops  gain  credits  and 


experience  ranks  with  each  kill,  and 
headquarters  replenishes  your  credits 
based  on  your  rank  and  body  count.  The 
resulting  carnage  is  staggering.  A ione 
unit  has  a battlefield  life-span  measured 
in  heartbeats.  And  there  are  legions 
aplenty  to  replace  the  fallen,  -Gav/h 
^sserman 

MicroProse,  (800)  729-4050 
Win  95  CD-ROM 
Reader  Service  it:  301 

TAKE  NO  PRISONERS 

Take  No  Prisoners  is  a bloody  action 
game  from  a different  perspective.  As  with 
most  action  games,  there  are  plenty  of 
power-ups,  lots  of  destruction  to  wreak 
with  your  multitude  of  weapons,  and  vari- 
ous  monster-filled  levels.  The  top-down 


perspective  takes  some  getting  used  to;  it 
gives  you  a good  view  of  what's  surround- 
ing you,  but  fails  to  convey  what  dangers 
might  lie  ahead.  With  some  well-done  lev- 
els. plenty  of  action,  and  good  multipl^r 
options.  Take  No  PrasoNERS  could  be  a 
worthy  distraction  for  the  trigger-happy 
gamer-f/W  Chin 
Red  Orb  Enlerlainment,  (8(XI)  474-0485 
Win  95  CD-ROM 
Reader  Service  H:  302 


^Kesmai  Corporation 

recenthf  announced  that  it 
filed  suit  against  America 
Online  (AOL)  for  flagrant 
violation  of  federal  anti-trust 
laws,  federal  and  stale  trade- 
mark laws,  and  unfair  compe- 
tition laws.  The  suit  charges 
AOL  with  using  its  monopo- 
listic control  of  online  ser- 
vices and  Internet  access  to 
prevent  small  content 
providers  from  being  able  to 
compete  fairly,  AOL  recently 
acquired  Kesmai  competitor 
ImagiNation  Network, 
and  relaunched  it  under  the 
name  WorldPtay,  which 
gives  AOL  control  over  basic 
management,  programming, 
and  promotion  functions  on 
the  AOL  games  channel.  The 
move,  according  to  Kesmai 
CEO  Chris  Holden,  forced 
game  companies  to  either 
become  subsumed  under 
their  competitor's  brand 
(WorldPlay)  or  leave  AOL  alto- 
gether Holden  claims  that 
AOL  made  Kesmai  virtuaily 
invisible  to  subscribers,  and 
as  a result,  Kfesmai's  busi- 
;ness  has  been  reduced  by 
92  percent.  Kesmai  also 
claims  that  AOL’s  decision  to 
institute  a $1,99  per  hour 
surcharge  has  driven  usage 
down  and  scared  game  com- 
panies away. 

AOL,  which  already  has 
more  than  twice  the  sub- 
scribers of  all  of  its  competi- 
tors combined,  stands  to 
gain  another  2.7  million  sub- 
scribers from  the  acquisition 
of  CompuServe,  which 
would  allow  it  to  control  79 
percent  of  the  market. 
Kesmai's  lawsuit,  Holden 
says,  is  an  effort  to  fight,  on 
behalf  of  all  small  AOL  con- 
tent providers,  lor  a return  to 
fair  competition.  At  press 
lime,  AOL  was  unavailable 
for  comment.  Slev  tuned  to 
Read.Me  for  news  on  me 
case  as  it  progresses. 
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rale  lhan  your  compeitlion.  You  con- 
trol the  design,  producllon,  and  mar- 
keting of  your  product,  and  then  send 
your  business  "footmen"  out  to  get 
market  share.  An  involving  game  with 
iots  of  micromanagement,  and  also  a 
tot  of  fun.-f/M  Chin 
Stardock  Systems,  (888j  SWftDOC 
Win  95,  OS/2  CD-ROM 
Reader  Sen/ice  K:  304 


CONQUEST 
EARTH 

Human  exploration  of 
Jupiter  accidentally  kills 
miltions  of  Jovians,  resulting  in  a war 
of  the  worlds.  Players  can  control 
Earthers  or  Jovians  in  a series  of  mis- 
sions or  direct  the  global  war  effort. 
The  plot  may  be  tired,  but  the  game 


HACHINE  HUNTER 

MGM's  third-person 
shooter.  Machine 
Hunter,  has  you  fighting 
a series  of  increasingly 
difficult  robots  while  navi- 
gating through  futuristic  levels.  Before 
each  robot  dies,  you  have  the  ability 
to  possess  its  body  and  lake  over  its 
skills  and  weapons.  The  game's  top- 


■H  smtwarB 

Id  gave  us  the  opportunity  to  sit  down  in 
front  ot  Quake  II  and  lake  it  for  a lest  drive 
through  the  few  first  levels.  We  were  very 
impressed.  The  graphics  are  as  good  as 
you’d  expect  from  the  technical  wizards  at  id, 
and  the  integration  of  puzzles  and  intercon- 
nected levels  is  coming  together  well,  l^in 
Cloud,  project  leader  on  Quake  II,  revealed 
that  the  final  game  will  have  the  quad  dam- 
age and  invulnerability  power-ups,  as  well  as 
infrared  goggles,  invisibility,  enviro-suil,  and 
some  other  power-ups. 

Most  of  Ihe  humanoid  monsters  are 
plugged  into  the  game,  though  finishing 


touches  are  being  put  on  the  non- 
humanoids, including  the  demon, 
which  will  have  fiend-like  speed  and 
ferocity.  The  two  player  characters,  the 
male  and  female  marine,  were  being  fin- 
ished by  Paul  Steed  at  the  time  of  our 
visit.  Currently,  the  male  character  is 
bald,  while  the  female  characler,  in 
addition  to  being  fully  armored,  has  a 
pony  tail  atop  her  head. 

We  were  also  able  to  see  John  Cash’s 
Al  at  work.  The  monsters  actively  duck 
under  rocket  fire  and  duck  in  and  out  of 
cover.  The  first  action  is  hard-coded  into 
monster  Al,  while  the  second  action  is 
actually  scripted  on  an  individual  basis. 
The  end  result,  though,  is  that  you’ll  see 
monsters  acting  more  intelligently. 
Moreover,  certain  monsters,  such  as  the 
berserker,  will  chase  you  down,  while 
some  grunts  will  run  into  other  rooms  to 
call  for  reinforcements. 

While  running  through 
the  various  early  levels, 
we  also  saw  many  inter- 
active  elements  in 
place,  such  as  break- 
able glass,  floors,  and 
ceilings.  We  also  saw 
the  new  sky  in  the  back- 
ground, which  id  will 
use  as  a marker  to 
ii/  record  your  progress. 

^ For  example,  you’ll  see 
the  planetary  gun  on 


the  horizon  on  one  level,  and  on  Ihe  next 
level,  which  is  closer  geographically  to  the 
gun,  you  will  see  the  weapon  looming 
larger  in  the  sky.  On  Ihe  very  next  level, 
you  might  actually  be  in  the  gun  complex. 

Id  is  still  very  confident  of  making  its 
Christmas  ship  date,  though  certain  fea- 
tures, such  as  3D  sound  support,  will 
have  to  be  pulled.  Also,  you  will  no  longer 
be  able  to  see  each  type  of  weapon  in 
DeathMatch.  However,  there  will  be  three 
generic  gun  sizes  available  when  you 
change  weapons  in  DeathMatch,  so  you 
will  at  least  be  able  to  tell  whether  your 
opponent  has  a big,  medium,  or  small 
weapon.  There  will  also  be  a different  look 
and  animation  for  the  grenade. 

Cloud  also  assures  us  that  John 
Carmack  plans  to  increase  the  number  of 
respawn  sites  in  DeathMatch,  especially 
since  DealhMatches  will  now  have  up  to 
200  player  limits. 


down  perspective  proves  to  be  a bit 
confusing-it  was  sometimes  difficult 
to  tell  where  catwalks  ended  and  the 
floor  below  began.  The  robots  can 
also  see  you  before  you  can  see 
them,  allowing  them  to  take  multiple 
shots  at  you  before  they  are  visible. 
Despite  these  quirks,  Machine  Hunter 
has  an  arcade-like  feel  that  delivers  a 
quick  dose  of  shooting  enjoyment. 

-Matthew  Schaefer 
MGM  Interacts.  (W8)  799-2350 
Win  95  CD-ROM 
Reader  Service  #:  303 


ENTREPRENEUR 

Sometimes  the  most 
addictive  games  come 
from  the  smallest  under 
dogs.  Entrepreneur  is  a 


R 


title  thal  could  be  a sleeper.  Designed 
by  Stardock  Systems-previously  an 
OS/2  pubiisher-this  real-time  com- 
bat game  exchanges  the  world  of  mili- 
tary battles  for  corporate  warfare. 
Though  !he  graphics  aren't  pretty,  the 
gameplay  is.  As  CEO  for  a computer 
manufacturer,  you  must  battle  against 
your  competitors  and  bring  your 
product  to  every  corner  of  the  world 
at  a faster,  cheaper,  and  more  reliable 
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THIS  JUST  IN 
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We  were  really  Impressed  by  the  progress  on  Prey,  3D 
Realms’  contender  for  the  next  generation  leader  in  first- 
person  shooters.  Prey  relies  on  what  is  called  porta!  tech- 
nology. In  a somewhat  oversimplified  nutshell,  it  means  that 
whenever  there  is  a doorway  or  "portal”  along  a wall,  the 
program  automatically  "clips"  the  graphics  related  to  the 
other  room  and  only  calculates  and  draws  the  visible  seg- 
ments. Most  games  calculate  all  segments  in  the  other 
room  and  then  mask  the  non-visible  parts,  using  up  a few 
processing  cycles  to  do  so.  By  handling  the  portal  issue  dif- 
ferently the  Prey  team  is  able  to  create  rooms  with  mirror- 
style  puzzles  and  enhance  the  idea  of  inter-dimensional 
travel.  Some  ot  the  test-level  designs  are  extremely  impres- 
sive, as  is  the  robust  and  easy-to-use  editor. 

Paul  Schuytema,  lead  designer  on  Prey,  also 
promises  that  Talon  Brave,  the  Native  American  protag- 
onist of  Prey,  will  be  as  true  to  Native  American  cus- 
tom and  spirit  as  Schuytema  can  possibly  make  him. 
Many  of  the  situations  and  puzzles  within  the  game 
itself  will  come  from  the  character’s  heritage,  and 
Schuytema  is  using  a Native  American  consultant  to 
ensure  that  no  repetition  of  Shadow  Warrior’s  inept 
handling  of  cultural  traditions  will  occur. 

3D  Realms’  other  big  1998  release  is  Duke  Nukem 
Forever,  slated  for  a summer  launch.  Though  the  buzz 
on  the  title  centered  around  3D  Realms’  decision  to 
use  the  Quake  II  engine  for  the  game,  George 
Broussard,  project  leader,  says  that  Duke  Forever  will 
be  every  bit  as  interactive  as  Duke  Nukem  was.  3D 
Realms  will  also  strive  to  inject  the  same  personality 
into  Duke  Forever  that  made  Duke  Nukem  such  a suc- 
cess. We’ll  definitely  give  you  a sneak  preview  when 
we  find  out  more  about  the  next  Duke  adventure. 

-Elliott  Chin  and  Johnny  Wilson 


looks  beautiful.  From  convincing  explo- 
sions right  down  to  silicon  chips  ot 
alien  armor  flying  off  under  a haii  of 
gunfire,  the  richness  and  minute  details 
visible  in  16-bit  high  color  scream  qual- 
ity. Too  much  attention  to  detail  in  the 
mechanics  of  gameplay,  however, 
makes  it  slow  going  at  first.  The  manu- 
al is  a doozy,  but  the  varied  unit  com- 


mands eventually  develop  satisfying 
slrategies.-G3wj7  Wasserman 
Eidos  Interactive, (415)  547-1200 
PC  CO-BOM 
Reader  Service  4: 305 

PUZZ-3D  NOTRE  DAME 
CATHEDRAL 

Hasbro  has  taken  the  popular  3D 
historic  landmarks  puzzle 
games  and  recreated  them  elec- 
tronically, adding  lots  of  multi- 
media  clips  about  the  buildings, 
and  the  ability  to  explore  them 
virtually,  once  the  puzzle  is  com- 
pleted. A good  idea  in  theory,  but 
poor  in  execution.  Most  of  the 
pieces  are  hard  to  see.  except  in 
Ihe  closer  zoom  views,  which 
necessitate  endless  scrolling 


around  the  table.  The  tray  feature  has 
an  annoying  tendency  to  dump  pieces 
from  one  tray  into  another  if  clicked  on 
accidentally,  and  you  can't  pick  up 
more  than  one  piece  at  a time.  For 
extreme  jigsaw  fans  only. 

-Kate  Hedstrom 
Hasbro  Interactive  (800)  638-6927 
Win  95  CD-ROM 
Reader  Service  4: 306 


Activision  has 

announced  a stand-alone 
ex^nsion  pack  for 
Interstate  '76.  Interstate 
'76  Nitro  Pack:  The 
Vigilante  Files  will  allow 
players  to  experience  life 
as  an  auto-vigilante  by 
assuming  the  role  of  their 
favorite  f-'76  characters, 
including  Taurus.  Jade, 
and  Skeeter,  in  approxi- 
mately 20  new  action- 
packed  single-player  mis- 
sions. The  Vigilante  Files 
also  includes  a series  of 
bonus  missions  that  can 
be  played  once  all  of  the 
main  character  missions 
have  been  completed.  The 
game  will  also  offer  25 
new  multiplayer  missions 
for  up  to  eight  players, 
including  Capture  the  Flag 
and  Racing  options.  The 
game  is  slated  for  an  early 
1998  release. 

GT  Interactive 

announced  the  acquisition 
of  MicroProse  tor  about 
$250  million  in  slock  value. 
This.followB  the  news  that 
MicroProse  has  dropped 
the  official  company  name 
of  Spectrum  HoloByte, 
Inc.  Until  now,  the  compa- 
ny had  been  known  as 
Spectrum  HoloByte,  but 
had  always  developed  and 
published  its  games  under 
the  MicroProse  brand. 

►►►  In  our  September  issue, 
CGIV  listed  the  title  Space 
Bunnies  Must  Die  on  our 
vaporware  list.  However, 
Space  Bunnies  is,  in  fact,  very 
much  alive.  The  first-person 
3D  action/adventure  game 
being  developed  by  Pulse 
Entertainment  is  due  to 
ship  in  June  1998.  Look  out 
for  a full  update  on  the  title, 
complete  with  screenshots, 
in  next  month's  Read.Ma 
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Fast,  chai-i-enbing,  and  tdtai-i-y  absorbing 
-Next  eenepatiqn 


An  innovative  blend  df  action  and 


POTENTIAL  TO  BE  THE  GAME  OF  THE  YEAR 


ADRENALINE  VAULT 


UPRISING  FORGE 


NEV/  GROUND 


CNET  E A MED ENTER 


CP-ROI\fl 


[COMMAND  ENTIRE  ARMIES] 


[HEART-POUNDING  ACTION] 
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SoumPeak  and  the  SoulhPeak  togs  are  trademarks  ot  SoulhPeak  ir 
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Three  neur  fQlB  mUUont  - from  the 
Arctic  to  the  Amo?on. 


Select  the  ITltB  a^ent  you  u/unt  to  be. 


Tast-paced  action  shooter  urith 
challenging  pu??le$. 


YOU  KNOW  HOW  THE  MOVIE  ENDS, 
THE  GAME  IS  UP  TO  YOU. 


Battle  aliens  in  200  unique  settings. 


ikveln/ifA  t>y 


for  a frpe  demo  uiiit 
LUiu  or.  soutlipeak.com 


Southpeak- 
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Myst  Opportunities 


Riven:  The  Sequel  to  Myst  Will 
Continue  to  Mystify  Gamers 

Myst  is  the  "Frampton  Comes  Alive"  of  computer  gam- 
ing. Like  lhat  gangly  guitarist  from  (he  '70s,  Myst  was  in 
the  right  place  at  the  right  time-in  Myst's  case,  it  was 
in  the  perfect  position  to  take  advantage  of  those  new-fangled  CD- 
ROM  drives,  selling  a bazillion  (or,  more  accurately,  3 million) 
copies,  and  becoming  (he  one 
computer  game  that  everybody 
and  their  grandmother  had  ever 
heard  of.  Nearly  four  years  after  its 
initial  release,  Myst  -amazingly— 
still  routinely  lops  the  PC  Data  list 
of  best-selling  games. 

Now,  after  years  of  anticipation 
and  months  of  media  buzz.  Red 
Orb’s  long-awaited  Riven:  The  Sequel  to  Myst  will  be  hitting  the 
shelves  as  you  read  this.  And  whether  you  loved  or  hated  the  orig- 
inal, there’s  no  denying  that  this  is  one  of  the  year’s  biggest  releas- 
es, guaranteed  to  sell  well  to  the  faithful  and  the  curious,  regard- 
less of  what  the  critics  say. 

At  the  time  we  wrote  this  month’s  Holid^  Hot  100,  we  had  seen 
nothing  more  than  a few  screen  shots  of  Riven,  but,  just  in  time  for 
this  um  section,  we  received  a shrink-wrapped  final  copy.  Here  is  a 
quick  first  look-a  full  review  will  appear  in  next  month’s  CGW 
In  a nutshell.  Riven's  plot  is  this:  After  helping  Atrus  sort  out 
the  problems  with  his  sons,  you  are  now  enlisted  to  help  him 
find  his  wife,  Catherine,  who  has  been  trapped  on  another  of 
Atrus'  fantasy  worlds.  Riven. 


Those  expecting  something  radically  dif- 
ferent than  Myst  will  be  sorely  disappointed, 
for  designers  Rand  and  Robyn  Miller  have 
made  a game  that  is  unabashedly  similar  to 
the  original.  Once  again,  you  must  navigate 
your  way  through  a strange,  mostly  uninhab- 
ited world,  pulling  levers,  fixing  water  pumps, 
repairing  strange  machines-all  the  puzzle  types  lhat  Myst 
made  so  popular. 

Riven’s  graphics  are  extraordinary,  with  a beautiful  photore- 
alistic look  that  is  far  more  detailed  than  in  Myst.  The  design- 
ers made  some  good  attempts  to  liven  up  the  environment, 
with  shimmering  water,  insects  and  animals,  and  even  the 
occasional  humanoid  wandering  through  the  landscape. 

Some  of  the  game’s  cut-scenes,  such  as  the  underground/ 
underwater  roller-coaster,  are  truly  stunning  to  behold. 

Riven  shows  that,  once  again,  the  Miller  brothers  do  what  they 
do  better  than  anyone.  As  such.  Riven  looks  like  the  ultimate  Myst 
done-which  should  thrill  the  legions  of  Myst  fans,  and  confound 
eveiyone  else -Jeff  Green 


RESIDENT  EVIL 

With  all  the  subtlety 
and  quality  of  a made-for-  , 

TV  movie.  Resident  Evil  W ( 
tries  to  deliver  a highly  ^ 
atmospheric  action/adventure  hybrid 
game  The  question  is  what  kind  of 
atmosphere  it  shoots  for:  riveting  terror  or 
straight-up  cheesiness?  The  only  way  to 


answer  that  question  m^  be  to  search 
through  the  game’s  mansion  yourself, 
blowing  away  the  fiesh-eating  zombies 
and  finding  out  whether  your  skin  crawls 
or  you  laugh  in  disbelief.  These  action 
elements  are  interspersed  with  cut-scenes 
whose  tone  leans  less  toward  impending 
doom  and  more  toward  seif-parody.  The 
end  result  is  an  ok^  game  that’s  hard  to 
lake  senousiY-MailhewSchaeler 
Virgin  Interactive  Entertainment, 
(800)874-4607 
Win  95  CD-ROM 
Reader  Service  4: 307 

TEMUJIN:  THE 
CAPRICORN 
COLLECTION 

Apparently  unconcerned  with 
Uie  dismal  failure  of  previous 
video-based  adventure  games. 


SouthPeak  Interactive  is  jumping  into  this 
most  unpromising  of  genres  wiUi  Temujim, 
a mystery  adventure  in  which  some 
naughty  person  is  plotting  the  resurrec- 
tion of  Genghis  Khan.  SouthPeak  has 
been  hyping  Temujin’s  engine  forever,  and 
yes,  it's  better  than  previous  attempts.  The 
game  was  shot  completely  on  35mm  film 
with  no  pre-rendered  bacl^rounds  and 
sure  looks  pur^  But,  who  cares?  The 
story  is  ridiculous,  the  puzzles  are  unin- 
spired, and  the  acting  and  dialog  is  atro- 
cious. Even  the  engine  is  a 
bust-mnning  slow  as  dirt 
even  on  a P200.  Gong! 

-JefI  Green 
SouthPeak  Interactive, 
(919)  677-4499 
Win  95  CD-ROM 
Reader  Service  4: 308 


^^^Eli^fronic  Arts 

recertify  announced  the 
appointment  of  John  S, 
Riccitiello  as  the  compa- 
ny's new  president  and 
COO.  He  will  be  responsi- 
ble for  EA's  worldwide  dis- 
tribution, marketing,  and 
operations.  Riccitiello 
comes  from  Sarah  Lee 
Corporation,  where  he 
served  as  president  and 
CEO  of  its  bakery  division. 
Our  first  thought  was  lhat 
EA  was  trying  to  duplicate 
the  success  Apple  saw 
after  hiring  a CEO  from 
Pepsi!  But  there  does 
appear  to  be  method 
behind  this  madness: 
Sources  tell  us  that  Mr. 
Riccitieilo  is  actually  a 
hard-core  gamer,  so  he 
can't  be  all  bad. 

Avalon  Hill  recently 
teamed  up  with  ZDNet  to 
bring  an  exclusive  preview 
of  Avalon  Hill's  3D  combat 
simulation  game,  Defiance, 
to  the  Web.  The  demo 
resulted  in  over  16,000 
downloads  within  the  first 
20  hours  of  being  online, 
and  that  figure  was  up  to 
54,426  at  press-time. 
Defiance  marks  Avalon 
Hill’s  first  foray  into  the  first- 
person  3D  action  genre. 

The  game  has  you  driving 
around  in  an  LAV-6,  a hov- 
ering battle  vehicle,  and 
defending  your  home  base 
against  an  army  of  space 
mutants.  The  demo  is  still 
available  for  download  at 
www.zdlaunchpad.com 
and  is  also  featured  in  this 
month’s  CG-ROM. 


You  have  two  options:  Become  him.  Or  hecome  extinct. 


As  Agent  5,  Gage  Blackwood,  you're  on  a race  to  save  mankind. 
Only  by  assuming  the  identities  of  those  around  you  can  you  hope  to 
unravel  the  ancient  mystery  which  lies  before  you.  Legacy  of  Time 
transports  you  to  the  lost  civilizations  of  Shangri-La,  El  Dorado,  and 
Atlantis,  where  you  interact  with  a cast  of  characters  who  hold  the 
information  vital  to  Earth's  future. 


www.JourneymanProject3.com 


THE  JOURNEYMAN  PROJECT*  3 

LCQACY  9r  Tine 

Coming  this  winter  on  CD-ROM 

©1997  Broclerbund  Sollware,  Inc.  All  rights  reserved.  The  Journeyman  Project  Is  a trademark  ol  Presto  Studios.  Presto  Studios  is  a registered  trademark  of 
Presto  Studios.  Inc.  Legacy  ol  Time  and  Red  Orb  Entertainment  are  trademarks  of  Broderbund  Software,  Inc. 
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Weaponry 
through  the  Ages 


Predistmi 


Panther 

Upgrade  your  Joystick  to  360°  of  two-fisted 
independent  move-and-aim  controt.  Digital 
precision.  Advanced  deathmatch  domination. 


Panther  XL 

The  first  complete  3D  combat  controller! 

Everything  the  Panther  offers...  plus  a premium  flight 
stick,  built-in  throttle  and  1 7 programmable  buttons. 
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Team  Mad  Catz  presents  the  Panther  and  Panther  XL  Made  from  the 
finest  ingredients  the  science  of  H/ar  has  to  offer  Don 't  ask  how  we  did  it. 
ask  what  it  can  do  for  you.  Because  in  3D  combat,  as  in  controlier  design, 
there's  oniy  one  philosophy:  By  any  means  necessary. 

CIRCLE  READER  SERVICE  #093 


3Dfx:  Keeping  the 
Customer  Satisfied 


This  edition  of 
the  Works  fea- 
tures a chip 
under  construction 
from  integrated 
Device  Tech- 
nologies (lOT),  a 
lesser-known  compa- 
ny in  PC  gaming  hardware,  and  finds  a 
very  well-known  3D  company  doing 
some  damage  control. 

In  a move  to  quell  some  irate  Voodoo 
Rush  customers,  3Dfx  is  offering  a swap 
for  Hercules  Stingray  128/3D  owners. 
Customers  can  send  3Dfx  their  Voodoo 
Rush  daughterboard  (keeping  their  Allianl 
AT3D-based  2D  board),  and  3Dfx  will  send 
them  a stand-alone  PCI  Voodoo-based 
board  as  a replacement.  The  offer  does  not 
extend  to  single-board  Voodoo  Rush  own- 
ers, only  those  wilh  the  main-board/daugh- 
terboard configuration.  The  move  stems 
from  consumers  upset  by  Voodoo  Rush's 
initially  slov/er  performance  running  GL 
Quakg.  However,  subsequent  driver  revisions 
have  narrowed  the  performance  gap 
between  the  two  parts.  Improvements  are 
also  being  made  to  Voodoo  Rush’s 
Direct3D  drivers  to  bring  their  performance 
closer  to  parity  with  \feodoo. 


IDT  is  busy  at  work  on  a part  that 
could  have  quite  an  impact  on  the  3D 
graphics  landscape,  although  it  isn't  a 
3D  acceierator.  Already  a player  in  the 
X86  CPU  market  with  its  Centaur  chip, 
IDT  has  a new  spin  of  that  CPU  in  the 
works  which  beefs  up  floating-point  and 
MMX  performance.  Both  AMD  and 
Cyrix  have  brought  their  Socket  7 com- 
petitors to  market,  and  while  both  deliver 
impressive  integer  performance,  neither 
can  match  Intel  in  floating-point  perfor- 
mance, which  is  the  key  to  keeping  3D 
data  flowing  smoothly  to  a 3D  accelera- 
tor. IDT’s  new  Centaur  is  aimed  squarely 
at  being  a gamer's  CPU,  and  as  soon  we 
get  a chip  in-house,  we’ll  give  you  the 
lowdown  on  how  it  lares. 

Next  month,  we’ll  have  another  3D  graph- 
ics roundup  to  test  the  newest  boards  com- 
ing out  for  Ihe  holid^.  We'll  look  a!  Rlva 
128-based  parts  from  ASUS  and  Canopus, 
Voodoo  Rush  parts  from  Jazz  and 
Intergraph,  Rendition  V2200  parts  from 
Hercules  and  Sierra,  Permedia  2-based 
parts  from  Creative  Labs  and  ELSA,  ATI's 
Expeil®Play  using  their  new  Rage  Pro 
chip,  and  Matrox’s  PowerVR-based  m3D. 
plus  a few  surprises  that  I can't  quite  tell  you 
about  yet.-Dave  Salvator 


PLAyiNG  LATELY 


CGW  Survey' 


Last  Months  on 
Month  Chart 


1.  Diablo  (BlizzardICUC)  1 


2.  Civilization  II  (MicroProse) 


3.  Quake  (id  Software) 


4.  Dungeon  Keeper  (6ullProg/EA) 


5.  Red  Alert  (WestwoodA/irgin) 


6.  X-COM:  Apocalypse  (MicroProse) 


7.  Heroes  II:  POL  (New  World  Compuling)  7 


8.  Links  LS  1998  (Access) 


9.  Tomb  Raider  (Eidos) 


10.  AH-64  Longbow  (Jane’s/EA) 


’ Check  your  mailbox:  We  mail  a survey  to  1,500  randomly-chosen  sub- 
scribers each  month.  The  results  ol  Playing  Lately  indicate  whal  games 
readers  are  blowing  Ihe  most  time  on.  as  opposed  to  the  reader's  overall 
"quality  ranking"  in  the  Top  100. 


1 PC  Data  Bestsellers' 

1.  Myst  (Broderbund) 

1 

2.  Diablo  (Blizzard/CUC) 

2 

3.  Red  Alert  (Westwood/Vitflirt) 

8 

4.  Microsoft  Flight  Simulator  (Microsoft) 

5 

j 5.  Monopoly  Multimedia  (Hasbro  lnteractive)7 

6.  NASCAR  II  (Papyrus/CUC) 

7.  Dungeon  Keeper  (BullFrog/EA) 

3 

8.  Tomb  Raider  (Eidos) 

9.  Links  LS  1998  (Access) 

4 

10.  WarCraft  Battle  Chest  (Blizzard/CUC) 

10 

1 * ’ This  list  Indicates  what  the  top-selling  PC  games  me,  as  calculated  by 

1 PC  Data,  during  August.  1997 

SHADOWS  OF 
THE  EMPIRE 

LucasArts'  PC  port  of  W c 
the  N64  game  Shadov/s  ^ 

OF  ntE  Empire  shows  off  lust  how 
good  Direct3D  can  be  if  done  cor- 
rectly, wilh  its  v'/elt-execuled  visual 
effects,  such  as  translucency  and 
smoke.  The  actual  gameplay, 
though,  is  a mixed  bag,  ranging 
from  rait-shooter  to  third-person 
action  game.  Some  levels  are  a 
step  up  from  earlier  rail  shooters,  giv- 
ing you  more  range  o(  motion,  but 
still  limiting  the  area  you  zoom 
around  in.  Ail  in  ail,  this  isn’t  as  much 
of  a dog  as  Yooa  SroRiES  or  Reoel 
Assault,  but  doesn't  nearly  approach 
the  greatness  of  TIE  Fighter  and  Jedi 
Knight.  -Thierry  Nguyen 


release  of  Magic,  this  add-on 
pack  has  plenty  to  iike-and 
plenty  that  will  annoy  you. 
The  computer  opponent  is 
better,  although  the  Al  still 
has  a tendency  to  do  really 
dumb  things  al  odd  limes. 
The  new  cards  vastly 
increase  the  variety 
of  cards  in  play 
and  improvements 
In  the  interface 
make  it  easier  for  you  to 
maneuver.  Despite  the  slick- 
er look  and  enhanced 
options,  however.  Spells  of 
the  Ancients  is  mostly 
smoke  and  magic  mirrors. 

Until  the  proposed  Manalink 
launches-supposedly  free 


on  the  Internet-you  still  can't  play 
live  against  another  human  maga  In 
the  meantime,  though,  there  are 
enough  Spells  here  (o  feed  your 
addiction  for  a whil&-rer/y  Coleman 
MicroProse.  (510)  522-1164 
Win  95  CD-ROM 
Reader  Service  4: 310 


UjcasArts.(600)9m227 
PC  CD-ROM 
Reader  Service:  §:  309 

MAGIC  THE 
GATHERING:  SPELLS 
OF  THE  ANCIENTS 

A lot  like  (he  original  computer 


Ancient  wisdom  says  it  rocks. 


Get  behind  the  stick  of  the  coolest  civilian  aircraft. 

EIOOS  Interactive  Is  a trademark  of  Eldos  PtC.  All  Rights  Reserved.  ©1997  Eldos  PLC. 
CIRCLE  READER  SERVICE  #115 


INTERACTIV 

You’ve  been  warned 


RULES  MUST  BE  BROKEN.  categories'  must  be  erased,  emperors  i ^ 

MUST  BE  overthrown.  THE  status  OUO  ^ysj  BgispANKED-  *ND  CONTENTMENT 
MUST  BE  ROUTINELY  TAKEN  OUTSIDE  AND  SMACKED  UPSIDETHE  HEAD.  IT’S  A 
DIRTY  JOB,  SOMEBODY  HAS  TO  oo  rr.  and  we  re  all  READY  TO  APPLY  foR  tHE  POSITION. 

~ ■ 't 

WE’RE  ION  STORM,  A BUNCH  OF  MIsfit,  zeaLOT  FREAKS  WHO  TRIED  TO, rest  on  j 

OUR  PAST  SUCCESSES  BUT  JUST  DIDN’T  FIND  IT  COMFORTABLE.  THERE  WAS  A GAP  OUT  THERE. 

A BIG  FAT  VOID-  *ND  WE  WERE  HELL-BENT  ON  FILUNG  n.  WE  HAD  ALL 

UVED  ON  THE  EDGE,  BUT  WE  WERE  READY  TO  JUMP  OFF.  SO  HERE  WE  ARE.  NEW  NAME. 

NEW  IDENTITY.  NEW  GAMES  RATTLing  THEIR  cages,  WAITING  TO  BE  LET  0 UT. 


JOHN  ROMERO:  long-haired  SM  ART-ASS  KNOWN  FOR  HIS  Fast  perrarj  AND  his  UNlDANNy' 

ability  TO  SING  THE  THEME  SONG  TO  the  spiderman  cartqon  REALLY, IREALLY  WELi;] 
OH  yeah,  there  WAS  also  that  dooM  AND  QUAKe  thing. 


TOM  HALL:  A FUNNY  GUY  WHO  WANTS  TO  GET  ALL  TOUCHY-FEELY  WITH  HIS  GAMES.  HAS  SOME  SILLY  ' — .. 

IDEA  THAT  COMPUTER  GAMES  HAVE  TO  BE  STUFFED  ™LL  OF  PERSOnalitTTnteresting  characters 

AND  INTERACTIVITY,  in  a past  ufe, 

HE  CO-CREAted  wolFENSTEIN  3D,  DOOM  AND 

RISE  OF  THE  TRIAD,  AND  WAS  ONE 
OF  THE  ORIGINAL  founders  of  SOME 
SMALL  COMPANY  CALLED  IB, 


^ JERRY  OTLAHERTY:  HIGHLY  TAUnted  paint  MOnkey  who  GETS  INTO 
EVERYTHING:  ART,  FILMMAKING*  3-0  MODELING~and  ANIMATION.  


S T ^ \ 


BOB  “POPULAR”  WRIGHT:  A TOKEN  GRAY-HAIR 
GIVEN  THE  TITLE  Chief  OPERATING 
OFFICER  TO  MAKE  HIM  FEEL  IMPORTANT. 

KNOWN  around  THE  OFFICE  AS 

' “THE  hNISHER”  and  as  “THE 

GUY  Who  gets  things  done.”  b,,;  ,b  the 

MARKET.  HUGE  IN  EUROPE. 


'imi, 

m ^ 

^ . ... 

Sony  Goes  Deep 

EverQuest  To  Challenge  Ultima  Online  In  ’98 


When  Sony  launches  EvenQuESi,  prior  to 
mid-’98,  gamers  will  be  able  to  choose 
from  12  ditterent  races  (Barbarians,  Dark 
Elves,  Dwarves,  Erudites,  Gnomes,  Half-Elves, 
Halflings,  High  Elves,  Humans,  Ogres,  Trolls,  and 
Wood  Elves)  and  14  different  character  classes 
{Bards,  Clerics,  Druids,  Enchanters,  Magicians, 
Monks,  Necromancers,  Paladins,  Rangers,  Rogues, 
ShadowKnights,  Shamans,  Warriors,  and  Wizards), 
Better  yet,  the  choices  won't  be  trivial:  In  choosing  a 
race,  you  also  choose  your  starting  location  because 
you’ll  start  in  a racial  center.  Also,  certain  racial  types 
will  have  advantages,  such  as  infrared  vision. 

Alignment  is  also  important  in  the  game. 
Although  the  game  doesn’t  test  your  avatarhood, 
it  does  set  flags  based  on  persons  and  monsters 
killed  and  quests  are  set  for  their  effects  on  align- 
ment. Necromancers  who  complete  a good  quest 
might  experience  a reduction  in  their  evil  power, 
just  as  paladins  who  commit  an 
evil  action  may  lose  their  power 
until  the  alignment  is  readjusted. 

Skills  aren’t  slighted  in  the 
system  either.  Everything  in  the 
game  is  highly  skill-based  and 
there  are  over  100  types  of  skills. 

Further,  it  is  also  possible  to 
increase  in  social  advancement, 


Some  titles  will  be  awarded  based  upon  suc- 
cessful quests. 

In  order  to  keep  the  game  to  the  level  of  the  sys- 
tem, live  game-masters  will  create  new  quests  and 
operate  non-player  characters  in  interesting  ways. 
Gamers  will  be  able  to  customize  greetings,  salutes, 
and  social  ceremonies  so  that  they  can  graphically 
wave,  slap  backs,  make  gestures,  or  embrace  other 
characters  when  they  meet. 


Best  of  all,  the  entire  environment  is  3D  with  a sig- 
nificant amount  of  physics  thrown  in.  Particle-based 
rain  and  snow  not  only  changes  the  looks  of  the  envi- 
rons. but  adds  to  the  stipperiness  of  roads,  steps,  and 
slopes.  Rainwater  puddles.  Snow  accumulates. 

EverQuest  has  all  the  heritage  of  nobility  on  the 
roie-playing  family  tree.  If  online  gaming  is  to 
become  stronger,  it  will  take  efforts  like 
EverQuest. -Jo/jony  Wilson 


□ The  starting  environs  for  the  races 
are  different,  as  are  such  obvious 
characteristics  as  height  and 
pigmentation. 

B Even  missing  your  target  with  the 
iong-ranged  speiis  in  EverQuest  brings 
out  fascinating  visuais. 

B A ranger  character  and  a barbarian 
warrior  prepare  to  square  off  in  com- 
bat as  a shaman  watches. 


PGA  TOUR  PRO 
CLASSIC  COURSES 
VOLUME  ONE 

With  die  recent  entries  of  FROfrr 
P«3E  Sports  Golf  from  Sierra  and  a 
resurgent  Jack  Nickiwjs  at  Accolade, 
EA’s  PGA  Tour  Pro  is  in  the  unaccus- 
tomed position  of  fighting  to  maintain 


unlikely  that  this  course  disk  will 
change  the  status  quo.  Avenel, 
Sawgrass,  Spygrass  Hill,  and  Spanish 
Bay  are  pretty  enough,  but  most  of 
these  are  the  same  courses  that  Vifere 
bundled  with  the  basic  PGA  Tour 
game,  and  none  of  them  can  touch 
Pebble  Beach.  So,  to  whom  is  EA  mar- 
keting this  game?  Another  puzzling 
step  from  the  folks  who  seem  to  own 
the  computer  sports  world-excepf 
when  it  comes  to  goif.-fer/y  Coleman 
EA  Sports,  (800)  245-4525 
Win  95  CD-ROM 
Reader  Service  311 

VIRTUAL 

SPRINGFIELD 

!f  you  plan  your  Sunday  nights 
around  watching  Fox  at  8 o’clock.. .If 


your  usual  exclamation  when 
something  goes  wrong  is 
“d'oh!",.,!fyouf  mate  gives 
you  dirty  looks  when  you  look 
at  dinner  and  say’'Mmmm... 
brown  meat-like  sub- 
stance”...Then  Virtual 
Springfield  is  for  you.  This 
interactive  tour  of  The 
Simpsons'  home  town  has 
some  gameplay  with 
mini  arcade  games,  such 
as  Apoom  and  a card-col- 
lecting challenga  But  it’s 
of  most  interest  to  Simpsons  fanatics 
who  want  to  peek  into  Bart’s  bed- 
room, browse  the  Kwik-E-Mart,  or  go 
backstage  at  the  Krusfy  show.  The 
show's  cast  has  lent  their  voices  to 
the  title,  and  there  are  tons  of  in-]oke 


donut.— Denny  Afkm 
Fox  Interactive.  (310)369-7000 

Win  95  and  Power  Mac  CD-ROM 

Reader  Service  11:312 


Stga  Gets  Spopiy 


NBA  Action  ’98  and  Daytona  USA 
Deluxe  Lead  Off  Sega’s  Sports  Push 


As  you  read  this,  the 
1997  NBA  season 
will  just  be  swinging 
into  action,  and  the 
big  question  on  every- 
one’s mind  will  be 
whether  any  team  will  finally  be 
able  to  take  down  Michael  Jordan 
and  the  Chicago  Bulls.  In  the  PC 
sports  world,  EA  Sports’  NBA  Live 
series  has  maintained  a similar 
dominance.  This  year,  however,  a 
serious  contender  is  on  hand  in  the 
form  of  Sega  Entertainment's  NBA 
Action  '98. 

Although  we  looked  at  It  too  late 
for  consideration  in  this  month's  Holiday  Hot  100, 
NBA  Action  '98  is  indeed  one  of  the  most  promis- 
ing new  sports  games  of  the  season.  The  game 
features  full  NBA  licensing,  with  all  the  players, 
including  Shaq,  and-for  the  first  time  in  years- 
Charles  Barkley  {though  Jordan  is  missing,  as 
usual).  The  game  (which  we  checked  out  In  alpha) 


looks  as  if  it  will  offer  a great  degree  of 
realism  and  control,  with  team-specific  playbooks, 
a full  fatigue  model  (including  injuries),  signature 
moves  from  key  players,  and  robust  gamepad  sup- 
port. Also,  along  with  the  now-obligatory  support 
for  3D  acceleration,  NBA  Action  will  also  reverse 
the  recent  trend  of  prohibitively  high  system 
requirements  by  letting  you  play  in  a less-demand- 
ing 8-bit  color  mode  (which  doesn’t 

look  pretty,  but  works  nev- 
ertheless). There  have 
been  a tew  basketball 
games  to  challenge  NBA 
Live  over  the  last  couple 
years,  but  none  have  had 
the  same  potential  to  suc- 
ceed that  NBA  Action  '98 
has.  Keep  your  eyes  open. 

In  other  sports  news, 
Sega  is  updating  the  PC 
version  of  their  classic 
arcade  racing  game, 
Daytona,  and  this  time  it 
looks  as  if  they  may  get  it 
right.  Daytona  USA  Deluxe  is 
fixing  the  most  egregious 
mistake  of  the  previous  ver- 
sion by  adding  8-player 


SECOND  TIME  LUCKY  Sega's  Daytona  USA  Deluxe  promises 
to  fix  the  mistakes  of  its  earlier  version,  the  most  notable 
correction  being  the  addition  of  8-player  network  support. 


WOULD-BE  CONTENDER  NBA  Action  ’98 
May  Well  Give  EA  Sports'  NBA  Live  a run 
for  its  money. 

network  support,  as  well  as  a 2-person  split-screen 
mode.  The  game  features  six  tracks,  including  one 
built  especially  for  the  PC  version,  and  will  also 
Include  support  for  force  feedback  joysticks.  If 
Sega  gets  the  multiplayer  game  up  to  par  with  the 
arcade  version,  expect  Daytona  USA  Deluxe  to  shut 
down  office  productivity  everywhere.-i/e//  Green 


HO  SIHS 
FOR  SANTA 

Sierra's  Dynamix  division  iias  deiayed  Aces: 

X-Fighters,  its  Wotid  War  ii  lligtit  sim,  untii 
Fail  of  1998.  Apparentiy,  some  members  ol  the 
deveiopment  team  have  been  puiled  over  to 
Dynamix's  other  sim  products,  Red  Baron  II 
and  Pro  Pilot,  to  insure  lhat  they  will  ship  in 
lime  for  the  holiday  season. 

Sources  within  Sierra  say  the  X-Fighters  team 
is  actually  jazzed  mer  the  del^,  as  it  will  give 
them  mote  time  to  enhance  the  simulation. 

Similarly,  MicroProse's  European  Air  War 
has  also  been  delayed  past  Christmas;  expect 
the  sim  in  lale  winter  or  early  spring. 

-Om/ Atkin 


iS  190  Ue!ti>S(*t«y!V*l^tf  t-c  DisKwM  by  M6M  Hc«  £K«(Sr.ir!  int,  SM 


Welcome  to  WarGames,  the  first  true  real  time  3D  combat  game.  You've  hacked  into  NORAD  and  control 


the  most  firepower  the  world  has  ever  known.  It's  as  close  to  Armageddon  as  you  ever  wanna  get. 


WarGames.  Real  War.  Real  Time. 


fNTER/  CTIVE 

S T U O I O S 


www.wargamesmgm.com 
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Micmsoft 
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doyaa  want  to  go  Windows  onrt  tlig  Windows  logo  nre  logisleritf  tWdAi 


^^997  Microsoft  Corpor 


l^ihvo 
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y«ur  meiJ  sur-nOne/eJ 
/i  v'tfry:fc«tc/ -fttiriortiie,  '. 


Doeiinej 


"Oiok  oVhofi  ynorcevWyfifittq 
you'// do 


sme//  ^te/wi‘re  t/^findmlli, 


morM>*  0^  Awo'/fenoK'ers... 

^orhtr  or  -ffiwt^rov^Brs^ 


yOM  fe»/f  •//>?  frr/djff  fesi^rdli 


:ci/  up  tn  an  entffiy  biAspcmter. 


lothin^  cfeons  cM'h 


Operation  Market  Garden  was  Field  Marshal  Montgomery’s  brilliant  iiber-plan  to  send  tHe 


’ ' ''Nazis  scartipering  back  to  Berlin  once  and  for  all.  And  even  though  It  began  with  the 
faigest  airdrop.In  military  history,  it  ended'up  a complete  and  bloody  failure.  Maybe  you 
■:  rpan  do  better.-with  the  right  amount  of  strategic,  brilliance  you  cari  take  the  fifth  and^flnal 

Becreate  Sjry  gnTyou'WlI  fail. 

Rewrite  it  and  well,  anything’s  possible!  wvyw.mlcrosbft.com/ga^es/closecombat 


1937  by  Atomic  Gamos. 


rlgnts-rbserv'oil. 
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GloseGombat 


How’d  we  come  up  with  an  online 
game  based  on  acronyms? 

One  day,  it  just  came  to  us. 


Here’s  the  drill;  we  pitch  acronyms  online.  You  try  to 
out-clever  other  players  before  time  expires.  While 
there,  play  our  other  hit,  YOU  DON’T  KNOW  JACK" 
the  netshow.  It’s  another  great  way  to  win  terrific 
prizes.  Which,  if  turns  out,  you  gotta  declare. 
Sheesh.  Acrophobia.  Get  Over  It. 


play  it@www.bezerk.com 


CIRCLE  READER  SERVICE  #118 


If  you  Ihink  having  a job  at  CGM/  might  be 
cooi,  imagine  what  it  wouid  be  like  to  rea//y 
piay  games  for  a living,  if  the  Total 
Entertainment  Network  (TEN)  has  its  way,  that's 
exactly  what  you  could  be  doing.  The  Professional 
Gamers  League,  or  PGL,  kicks  off  this  November 
with  its  Fall  season  (which  runs  from  11/97 
through  1/98),  featuring  com- 
pelition  in  Quake  and  Red 
Alert.  The  following  Winter, 

Spring,  and  Summer  seasons 
(through  10/98)  will  add  com- 
petitive events  in  real-time  strat- 
egy: 3D  action:  simulations; 
and,  possibly,  even  team  play. 

After  a made-for-Internel  launch  on  November 
3,  qualifying  events  will  run  through  the  end  of 


the  month.  The  top  128  point-getters  then  make 
the  cut  for  the  tour,  much  like  winners  in  satellite 
tennis  making  the  main  draw  at  Wimbledon,  or 
golf  pros  earning  their  PGA  tour  cards.  They  then 
compete  in  seeded  single-elimination  tourna- 
ments, with  the  top  finishers  carving  up  $30,000 
cash  and  $32,500  in  prizes  per  season.  Major 
sponsors  include  AMD,  Logitech, 
Rendition,  GTE  iNternetworking.  and 
3COM  US  Robotics. 

While  TEN  is  trying  to  position  the 
PGL  as  a separate  entity,  there’s  no 
question  that  it  provides  the  company 
with  a much-needed  shot  of  funds— 
and  of  energy.  Especially  when  you 
consider  that  to  play,  you  have  to  pay.. .and  it’s 
only  available  on  lEH-Terty  Coleman 
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TEN  Digs  Deeper 

New  Lineup  Showcases  True  Multiplayer  Online  Fare 


team-oriented 
sci-fi  hovertank 
blast-fest  that 
can  be  easily 
played  by  the 
"click-and-go" 
crowd.  But  to 
their  credit,  TEN 
and  the  develop- 
er, Bolt-Action 
Software,  are  attempting  to  enclose  their  half- 
dozen  3D-generated  worlds  within  a strategic 
shell  of  base  management,  scouting  missions, 
and  even  orbital  bombardment.  Whether  TEN’S 
new  lineup  will  revolutionize  multiplayer  online 
gaming  remains  to  be  seen,  but  at  least  the 
company  seems  to  know  why  and  what  it’s 
doing,  rather  than  just  slavishly  mimicking  the 
latest  hits.— Tfe/ry  Coleman 


Pro  Gamers? 


TEN  Launches  Professional  Gaming 
League  With  $250,000  in  Prizes  for  First  Year 


To  say  that  the  Total 
Entertainment 
Network  (TEN)  is 
abandoning  online  versions 
of  retail  software  is  a bit  of 
a stretch.  But  TEN  has  sig- 
nificantly changed  its  focus, 
as  I discovered  on  a recent 
visit  to  its  San  Francisco 
sanctum.  Almost  everything 
I saw  had  been  designed  for  multiplayer  from  the 
ground  up.  Some  of  the  games  were  nostalgic, 
like  Zero;  Storm  Worlds,  which  is  nothing  if  not 
Asteroids  for  the  ’90s.  Wiz  War,  the  old 
boardgame  favorite,  now  sports  a Win  95  inter- 
face and  is  playable  by  2-6  would-be  mages. 

Even  AD&D  Dark  Sun  Online  is  being  revamped  to 
make  it 
more 
dynamic: 
With  an 
ongoing 
storyline 
maintained 
on  a daily 
basis  by 

gamemasters,  the  online  component  may  finally 
come  close  to  matching  the  paper  D&D  experi- 
ence. 

In  trying  to  overtake  its  competitors,  TEN  is 
attempting  to  combine  this  nostalgic  feel  with  the 
latest  gaming  trends.  Twilight  Lands  looks  to  leave 
Meridian  59  in  the  cyberdust  with  a MUD  back-end, 
but  it’s  more  likely  that  the  rich  character  develop- 
ment system  (from  ICE’s  Majic  Realm  online  game) 
will  keep  RPG-starved  gamers  coming  back  for 
more.  Likewise,  WapRAw:  Metal  of  the  Ancients  is  a 
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Fully-configurable, 

EASY-TO-USE  INTERFACE 


An  awesome  array  of  spells  and 

INVENTORY  ITEMS  FEATURED  IN  I5 
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u'cro  III 


Psygnosis  Soars  With 
Wings  of  Destiny 


lUGS  OF  Destiny  seems  destined  to  con- 
quer the  combat  flight-sim  market, 
although  the  game  probably  won’t  use 
that  title  in  the  U.S.  (Broderbund  once  published  a 
WWII  arcade  game  under  the  same  name).  Veterans 
from  DID’s  THX  team  have  formed  their  own  com- 
pany, General  Simulations,  Inc.,  and  have  crafted 
some  of  the  most  beautiful  VWII 


You’ll  be  supported  in  each  mission  by  wingmen 
of  various  skill  levels.  Interestingly  enough,  these 
wingmen  (as  well  as  the  artificial  opponents)  will  be 
working  with  cut-down  flight  models  with  the  same 
limilations  as  yours,  ideally  balancing  play  suffi- 
ciently to  convince  you  that  they  are  doing  real 
maneuvers  instead  of  cheating. 


Aces;  X'Fighters  Sierra  Q3/98 

AH-84D  Longbow  2.0  Jane’s  Combat  Sim  Winter  97 
Asheron’s  Call  Turbine/Microsoft  Early  98 

Balilur’s  Gale  Bioware/Interplay  Winter  97 

Baltlezone  Activision  Eariy  98 

Black  Dahlia  Take2  Xmas  97 

Civ  II;  Fantaslic  Worlds  MicroProse  12/97 

Curse  of  Monkey  Island  UicasArts  Winter  97 

Dalkalana  ion  Storm/Eidos  Xmas  97 

Deep  Six  Virgin  Spring  98 

Descent  to  Undermountain  Interpiay  Xmas  97 

Duke  Nukem  Forever  Apogee/SD  Realms  Sum  98 
Earthslege  3 Sierra  Early  98 

Epic  Warhammer  40k:  Final  Redemp  SSI  Xmas  97 
European  Air  War  MicroProse  3/98 

F-22  Raptor  NovaLogic  Xmas  97 

Falcon  4.0  MicroProse  2/98 

Fighter  Duel  2 inlogames  Spring  98 

Final  Fantasy  Vli  Squaresoll  Early  98 

Freedom  in  the  Galaxy  Avalon  Hill  Fall  96 

Golgotha  Crack.com  Early  98 

Guardians:  Agents  of  Justice  MicroProse  3/96 
Hidden  Wars  Ronin  t/98 

lA-l  0 Warthog  Interactive  Magic  Fall  98 

Intel740  3D  Chip  Intel  Xmas  97 

Intersfale  77  Activision  Winler  97 

iPanzer  44  Interactive  Magic  2/98 

Jagged  Alliance  II  Sir-Tech  4/96 

Jane's  F-1 5 EA/Jane’s  Early  98 

Jenga  Hasbro  4/98 

JoinI  Strike  Fighter  Eidos  1/98 

King's  Quest;  Mask  of  Eternity  Sierra  Eariy  98 
M-1  Tank  Platoon  II  MicroProse  Mid  98 

MAX  II  Interplay  Early  96 

Magic;  Planewalkers  MicroProse  12/97 

MechWarrior  III  MicroProse/FASA  Mid  98 

MiG  Alley  Empire  Spring  98 

Might  & Magic  VI  New  World/3DO  Winler  97 

Myth:  The  Fallen  Lords  Bungle  Winter  97 

Panzer  Commander  SSI  6/98 

Phantom  Ace  Virgin  2/98 

Populous:  The  Third  Coming  EA/Bulllrog  Early  98 
Prey  Apogee/3D  Realms  Late  98 

Quake  II  id  Software  Xmas  97 

Quest  For  Glory  V Sierra  Eariy  98 

Reach  (or  the  Stars  Microsoft/  SSG  Spring  98 

Redguard  Bethesda  Early  98 

Return  to  Krondor  7th  Level  Early  98 

Semper  FI  interactive  Magic  2/96 

Skies  SegaSott  Mid  98 

SimCIty  3000  Maxis  Spring  98 

Sin  Activision  Early  98 

Soldiers  at  War  SSI  3/98 

StarCratt  Blizzard  12/97 

Steel  Panthers  ill  SSI  Xmas  97 

Su-27  Flanker  2.0  SSI  4/98 

TFX3DID  Winter  97 

Trespasser;  Jurassic  Park  DreamWorks  Early  98 
Ubik  Cryo  2/98 

Ultimate  Race  Pro  MicroProse  2/98 

Uprising  Cyclone  Studios  Late  97 

WarBreeds  Broderbund  2/98 

WarCraft  Adventures  Blizzard  4/98 

Wizardry  VIII  Sir-Tech  Mid  98 

Worms  2 MicroProse  12/97 


planes  ever  to  grace  a computer 
screen.  Since  I haven’t  flown  any  of 
the  missions,  I don’t  know  how 
solid  the  flight  model  will  be,  but  I 
sure  like  the  plans  so  far. 

In  Wings  of  Destiny,  you’ll  fly 
one  of  two  Luftwaffe  models,  the 
ME  109  or  ME  262,  or  one  of  two 
Allied  planes,  the  Spitfire  or  P-51 
Mustang.  The  physics  model  is 
alleged  to  be  such  that  the  torque 


The  multiplayer  portion  of 
Ihe  game  will  feature  head-to- 
head  doglighting,  but  will  also 
feature  team  pl^,  via  local  net- 
work or  Internet,  Asked  about 
pilots  being  disadvantaged 
when  using  a slower  machine 
against  a taster  one,  the  design 
team  indicated  that  their  tech- 
nology ties  action  to  the  speed 
of  Ihe  slower  machine. 

-Johnny  Wilson 


from  the  propeller  causes  the 
planes  to  veer  left  unless  you 
provide  a rudder  correction. 

Such  eariy  indicators  bode  well 
for  this  type  of  simulation. 

The  game  consists  of  a cam- 
paign built  out  of  consecutive  mis- 
sions with  the  results  and  subse- 
quent narrative  provided  through  a 
period-style  comic  book.  The  comic 
book  narration  has  the  advantage  of 
offering  information  faster  than 
FMV  or  cuf-scenes,  and  goes  a 
long  way  toward  building  ambiance. 


As  a pilot  In  the  Luftwaffe,  you’ll  laugh  with  sinister 
glee  whenever  you  find  an  unescorted  bomber  like  this 
sitting  duck. 
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In  the  Company  of  Lions 


At  a time  when  originality  in  game  design  is 
being  strangled  by  profitability,  one  man 
stands  at  the  top  of  the  list  of  exceptions  to 
the  rule  of  conformity.  Peter  Molyneux,  game 
designer  and  co-founder  of  Bullfrog  Software, 
wouldn't  be  caught  dead  designing  a clone  of  any- 
thing. From  Populous  to  Syndicate,  Magic  Carpet 
to  Dungeon  Keeper,  every  one  of  his  games  has 
crackled  with  the  sparls  of  original  genius. 

Hinting  at  frustrations  with  an  increasingly  cor- 
porate environment  at  Bullfrog,  which  Molyneux 
and  his  Bullfrog  partners  sold  to  Electronic  Arts 
in  1995  for  over  $40  million,  Molyneux  left  the 
company  this  summer  to  found  LionHead 
Studios  in  Surrey,  England.  CGIV  caught 
Molyneux  in  the  midst  of  start-up  frenzy  to  ask  a 
few  questions  about  his  new  venture. 


by  Chris  Lombardi 


Can  you  lei!  us  anything  about  your 
works  in  progress? 

I can’t  tell  you  anything  about  the  game  design  that  I 
am  working  on  at  the  moment,  but  what ! can  tell 
you  is  that  it  is  the  most  important  game  of  my 
career.  We  are  being  very  ambitious  about  both  the 
game  concept  and  the  technology  it  will  use.  It  will 
definitely  be  on  the  PC-true  color,  ultra  hi-res-and 
it  will  have  single-player  and  be  massively  multiplayer. 
The  amount  of  Al  and  gameplay  that  the  design 
demands  is  currently  scaring  the  shit  out  of  me. 

Will  3D  environments  continue  to  be  a 
primary  focus  of  your  designs? 

3D  environments  are  great  to  design.  It  is  easy  to 
visualize  on-screen  what  you  imagined  the  game 
being  like  in  your  head.  However,  I am  sure  that 
there  is  more  that  can  be  done  with  3D,  and  so 
we  are  looking  al  some  unique  enhancements  to 
3D  environments. 

Will  multiplayer  play  be  a major  facet  of 
LionHead’s  projects? 

All  LionHead’s  games  will  be  multiplayer  in  some 
way  or  another-in  fact,  every  game  I have  ever 
worked  [on]  from  Populous  onward  has  always 
had  a multiplayer  component.  I have  been  saying 
that  multiplayer  games  are  the  future  since  1989! 


Designer  Peter 
Molyneux  Talks  About 
His  New  Pride  and  Joy 


What  role  will  you  play  In  the  new  com- 
pany? Will  you  be  leading  the  design 
teams  for  all  projects? 

In  a small  company  you  always  end  up  doing 
everything,  so  my  responsibilities  at  LionHead 
include  designing  games,  programming,  and 
making  coffee  for  everyone. 

Any  special  significance  to  the  name 
“LionHead”? 

LionHead  was  the  name  of  Mark  Webley’s  (a 
LionHead  co-founder)  hamster,  and  we 
liked  the  name  and  the  hamster  so 
much  that  it  was  a our  first  idea,  but 
then,  sadly,  LionHead  died.  We  felt  that 
perhaps  this  wasn’t  a very  good  omen 
and  investigated  a number  of  different 
ideas.  One  was  "Starfish,”  but  after 
watching  the  film  Trainspotting,  where  a 
chocolate  starfish  is  referred  to  on 
many  occasions,  we  felt  that  perhaps 
this  wasn't  a good  name  either.  Our 
next  choice  was  "Red  Eye,"  but  we 
found  that  there  were  already  other 
companies  with  that  name-mainly  in 


the  soft  porn  business— so,  desperate  for  a name, 
we  reverted  to  LionHead. 

What  lessons  learned  at  Bullfrog  will 
most  influence  the  way  you  will  run  the 
new  company? 

Bullfrog  taught  me  thousands  of  lessons,  but  the 
major  one  is:  keep  it  small,  keep  it  simple.  Lion- 
Head will  never  grow  beyond  20  people  and  all  of 
those  people  will  be  friends.  You  have  to  enjoy 
work,  as  it  takes  up  such  a large  proportion  of 
your  life,  and  I believe  the  people  you  work  with 
can  play  a very  large  part  in  enjoyment  of  work. 
Bullfrog  became  too  large  for  me  when  it  grew 
beyond  30  people. 

What  are  gaming’s  biggest  problems  at 
the  moment? 

I think  there  are  three  main  problems.  First,  the 
industry  must  get  away  from  producing  clone 
after  clone.  I understand  the  temptation  to  try  to 
reproduce  a "winning  formula,"  but  if  the  indus- 
try is  to  move  forward  it  must  avoid  publishing 
the  same  games  over  and  over  again.  Second, 
the  industry  has  to  come  up  with  more  mass 
market  concepts  that  appeal  to  a broad  sector  of 
the  population.  Third,  and  rather  worryingly,  the 
number  of  reputable  publishers  seems  to  be 
shrinking  to  an  all-time  low.  There  are  now  only  a 
handful  left  of  any  worth. 

For  the  latest  on  LionHead,  visit  Us  Web  site  at 

www.lionhead.co.uk. 


Development  Team  at  LionHead  Studios. 


Rewisned 


Matt  Gfoening  Chats  About  All  Things  Simpson  at 
the  Launch  of  Fox  Interactive’s  Virtual  Springfield 


Followers  of  The  Simpsons  will  no 

doubt  recall  that,  on  (he  show’s  sea- 
son premiere  back  in  September,  a 
lucky  fan  became  the  proud  owner  of 
a life-sized  replica  of  the  Simpson 
family's  rainbow-colored  palace.  In 
the  midst  of  a boringly-normal  cul-de- 
sac  on  the  outskirts  of  downtown  Las  Vegas,  this 
blazing,  orange-and-yellow  edifice  now  screams 
out  at  its  neighbors. 

Well,  you  may  not  have  won  the  house,  but 
Simpsons  tans  who  long  to  bring  a slice  of  sunny 
Springfield  into  their  own  home  can  do  just  that 
with  Fox  Interactive’s  new  product,  Virtual 
Springfield  (check  out  (his  month’s  This  Just  In 
and  page  216  of  our  Holiday  Buyer’s  Guide  for 
more  information  about  the  product).  At  the 
launch  of  Virtual  Springfield,  CGIV  tracked  down 
Simpsons’  creator  Matt  Greening  to  find  out  some 
more  about  everyone’s  favorite  yellow  family. 

Our  first  question?  Where  did  these  crazy  char- 
acters come  from?  Not  simply  a product  of 
Groening’s  imagination,  the  residents  of  Spring- 
field  are  actually  based  upon  people  he  knows. 
‘They’re  a combination  of  my  family  and  all  my 
friends,"  Groening  explains,  "But  the  [main]  char- 
acters are  named  after  my  own  family.  My  father’s 
name  is  Homer,  my  mother’s  name  is 
Marge,  and  I have  sisters,  Lisa 
and  Maggie," 

Where,  then,  did  Bart 
come  from?  "Well,  I guess 
Bart  would  be  me,’’ 

Groening  admits  sheepishly, 

Bart  may  well  have  born 
some  resemblance  to  a 
younger  Groening,  but  as 
he  gels  older,  Groening 
admits  that  he’s  begin- 
ning to  identify  more 
and  more  with 
Homer~so  much 
so,  in  fact,  that 
the  Simpson 
family 


patriarch  has  replaced  Bart  as  Groening’s  favorite 
Simpsons  character. 

So,  how  did  his  contribution  to  the  CO-ROM  dif- 
fer from  his  usual  work?  For  his  part,  Groening 
says  that  the  making  of  Virtual  Springfield  was 
actually  a very  similar  experience  to  working  on 
the  television  series.  What  the  team  did,  he 
explains,  was  to  write  "an  incredibly  long,  detailed 
script,  just  like  for  the  show."  The  nature  of  the 


rather  than  hard-core  gamers.  “This  is  basically 
for  people  who  can’t  get  enough  of  the  show," 
Groening  says.  "There  are  all  these  games  and 
puzzles  and  just  little  funny  sight  gags." 


A quiet,  suburban  cul-de- 
sac  in  Las  Vegas  is  now 
home  to  this  life-sized  repli- 
ca of  the  Simpsons’  house. 


CD-ROM,  with  its  necessity  for  multiple  paths, 
allowed  them  to  cram  more  and  more  informa- 
tion into  the  script.  “Once  you’ve  been,  say,  to 
the  living  room  in  the  Simpsons’  house," 
Groening  points  out,  “you  can  go  back  to  it 
and  something  completely  different  will  hap- 
pen." You'll  also  be  greeted  by  a different 
member  of  the  household  each  time  you 
knock  on  the  Simpsons’  door,  and  you’l 
run  into  different  characters  each  time 
you  enter  a room. 

While  the  CD-ROM  is  full 
of  games  and  puzzles,  it 
is  olearly  aimed  at  die- 
hard Simpson  fans, 


PICTURE  PERFECT  Simpsons'  creator  Matt 
Groening  (center)  and  members  of  the 
Virtual  Sprihgfielo  development  team. 

And  does  Groening  consider  himself  a gamer?  "I 
play  a few  shareware  games,"  he  s^.  “My  kids  love  a 
game  called  Kdji  the  Frog,  so  i plEy  that.  But  [I  pl^j  a 
lot  of  regular  video  games,  [for  the)  PlayStation  and 
Nintendo  64.  And  Tetris,  of  coursel” 

-Charlotte  Panther 


Where  do  you  want  to  go  today?’ 


Microsoft^  Sidewinder^  Force  Feedback  Pro  adds  the  sense  of  touch  to  your  supported 
games.  This  means  the  joystick  moves  in  your  hand,  so  you  feel:  a swift  left  Jab,  the  sweet 
spot  on  your  golf  ball,  a bazooka  recoil,  the  shudder  of  a 737  in  stall,  a big-mouth  bass  on 
your  hook,  the  g-forces  of  acceleration. 

Feel  these  forces  and  hundreds  more,  including  multiple  forces  at  once  and 
forces  from  any  direction,  on  dozens  of  games.  Try  the  Sidewinder  Force  Feedback  Pro 
at  your  PC  game  retailer.  For  more  info:  www.mlcrosoft.com/sidewinder 


Pro 


Sidewinder  Force  Feedback  Pro  has  what  it  takes:  l?yim  S ®©3  0njifSS  Bn  ffi©  fitSffi 


• IG-bit  25MHz  force  co-processor  on  the  stick  generates  the  forces  • /iiferstafe  '76" 

■ Adjust  overall  force  levels:  stronger  or  weaker,  on  or  off  • MDK:  Mission  Laguna  Beach" 

• Patented  digital-optical  sensing  places  forces  w/th  proclslan  • Star  Wars'  Shadows  of  the  Empire:  Battle  of  Hoth’“ 


J 


© 1997  Microsotl  Corporation.  All  rights  reserved.  Uicrosolt,  Sidewinder  and  Where  rSo  yoi/  ivflni  to  go  todayl  are  registered  traderrarks  ol  Microsoil  Corporation.  Interstate  76  is  a trademark  of 
Activision,  Inc.  Star  Wars  is  a registered  trademark  and  Shadows  of  the  Empire  and  Bntlla  of  Holh  are  trademarks  of  Lucasfilm  Ltd.  MDK:  Mission  Laguna  Beach  Is  a trademark  of  Shiny  Entertainment,  Inc. 


In  the  Works  > 


Youngblood: 


From  Comic-book  to 
Computer  Game 


What’s  a comic-book  based  game  with- 
out some  comic-book  style  scenes? 


Youngblood  fans,  be  sure  to  check  ouf 
our  Q&/4  session  with  artist  Rob  Liefeldat 

WWW.  computergaming.  com. 


If  you  don’t  like  the  game’s  sug- 
gestions, go  right  in  and  assem- 
ble your  own  Youngblood  team  for 
the  mission. 


Out  on  the  field,  It's  best  to  use  everyone  and 
attack  an  enemy  simultaneously. 


Prevent  World  War  III 


Electronic  Arts'  helicopter  action  shooter, 
Soviet  Strike,  was  a moderate  success 
on  the  PlayStation.  Now,  EA  is  planning 
to  bring  the  sequel.  Nuclear  Strike,  to  the  PC. 
It's  a top-down  action  game,  reminiscent  ol  old 
arcade  shooters,  with  impressive  graphics. 

What's  noteworthy  about  this  game  is  that  it 
is  a fast-paced,  combustible  console-slyie 
game  for  the  PC,  It's 
different  from  the 
usual  first-person 
fare,  but  it  looks  fun 
and  beautiful. 

You  ride  a variety 
of  vehicles,  including 
a modified  Apache,  a Cobra  gunship, 
an  A-10  Warthog,  and  a hovercraft.  Ail 
of  them  carry  some  sort  of  heavy  ord- 
nance, including  homing  missiles,  rock- 
ets, chain  guns,  and  bombs. 

The  game's  levels  include  many  3D 
objects  that  can  be  destroyed,  and  you  can 
also  interacted  with  all  of  these  objects.  You 
can  blow  apart  buildings,  set  trees  on  fire, 

V 


and  create  massive  craters  in  the  ground.  Nuclear 
Strike  will  support  3D  acceleration  via  30fx  cards. 

The  action-oriented  gamepiay  is  centered 
around  a story  of  political  turmoil  in  East  Asia, 
as  you  seek  to  stop  a mad  warlord  from  insti- 
gating World  War  III  in  Indochina  and  Korea. 
I've  only  had  a chance  to  look  at  the  preview 
version  of  the  game,  but  it  shows  promise. 

Look  for  Nuclear  Strike  to  hit  the  PCs  some- 
time in  November. -f///of/  Chin 


Nuclear  Strike’s  beautifully-rendered,  top- 
down,  console-style  action  is  a refreshing 
change  from  the  normal  first-person  PC  fare. 

i / 


In  the  Works  > 


Based  on  the  popular  comic-book  series 
by  Rob  Liefeld,  GT  Interactive’s 
Youngblood:  Search  and  Destroy,  fea- 
tures all  the  characters  in  the 
Youngblood  \em  (from  original  mem- 
bers, such  as  Shaft  and  Chapel,  to  some  newer 
faces  like  Troll  and  Psifire).  A hybrid  aclion/RPG, 
the  object  of  Youngblood  is  to  follow  specific  mis- 
sions in  order  to 
complete  different 
objectives:  objec- 
tives that  usually  boil  down  to  "defeat  this  villain.” 
Gamepi^  involves  controlling  multiple  team  mem- 
bers in  the  isometric  perspective  (a 
la  Total  Mayhem  and  the  Syndicate 
series).  While  you  can  control  up 
to  six  members,  the  game  will 
usually  assign  you  less.  You’ll  use 
mouse-clicks  to  decide  where  to 
go,  whom  to  kill,  and  what 
weapon  to  use.  In  addition  to  the 
usual  melee  and  distance 
attacks,  each  team  member  comes  with  a special 
move  that  only  he  or  she  can  perform.  Examples 
include  Diehard’s  ability  to  heal  other  characters, 
Badrock’s  earthquake  ability,  and  Troll's  rolling  ability. 
Characters  will  improve  in  terms  of  skills  gained  and 
battle  efficiency,  giving  Youngblood  its  RPG-esque  feel. 

While  this  isn’t  the  first  game  to  use  a comic 
book  license,  it  could  be  the  first  not  to  disappear 
into  total  mediocrity.  With  GT  Interactive’s  market- 
ing muscle  and  the  Liefeld  name,  this  could  be 
the  start  of  a niche  genre  of  comic-book  based 
games.-ffl/er/y  Nguyen 


Jain  the  MAGIX  network! 


http:// www.magix.net 
call  free  'I  -BBB  TO  MAC3IX 


The  beginning 


Tlifl  IVIAOtX 
munic  makcir 
3.0 

is  a 16  track 
sound  designer 
with  more  man 
1200  samples 
and  numerous 
effects;  Without 
having  ony  musi- 
cal know-ledge, 
you  can  create 
your  own  sounds 
with  a mouse- 
click, 
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The  MAGIX 
music  maker 
Soundpools 

With  the  MAGIX  Sound- 
pools  you'll  olways  hove 
fresh  sounds  for  your 
music  maker. 
Professional  DJ's,  musici- 
ons  and  producers  have 
worked  together  to  pro- 
vide you  with  the  latest 
sounds  in  music. 


The  MAGIX 
music  studio 
3.0 

A professional  MIDt- 
Audio  sequencer 
with  a comfortable 
notation  editor,  as 
well  as  Q sophisti- 
cated 8 trock  Audio- 
Wave  editor  with 
harddisk  recording, 
numerous  editing 
and  range  functions. 
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The  British/French/ 
Germans  Aren’t  Coming 

Some  Eye-Opening  European  Games  That  May  Never  Reach  U.S. 


you’ll  meet  non-player  characters,  such  as 
this  knight. 


One  of  the  joys  of  attending  the  European 
Computer  Trade  Show  (ECTS)  is  getting  an 
opportunity  to  iook  at  European  software 
that  may  never  be  officially  marketed  in  the  U.S. 
Since  direct  ordering  via  the  World  Wide  Web 
makes  it  easier  than  ever  to  order  foreign  soft- 
ware, it  seems  useful  to  share  some  of  the  jewels 
that  don’t  currently  seem  slated  for  U.S,  distribu- 
tion. Here  are  three  games  that  we  think  will  inter- 
est CGW  readers. 

Infogrames’  Pilgrim  boasts  a proud  lineage. 
Though,  at  first  glance  it  looks  like  a hybrid  of 


ENVIRONMENTAL  IMPACT  With  its  lush  graphic 
detail,  Pilgrim  seems  to  be  a distant  relative  of 
Journeyman  Project  3. 

Myst  and  Journeyman  Project  3.  it  has  two  very 
important  contributors.  The  story  was  written  by 
Paulo  Coelho,  the  mystical  author  of  the  best-sell- 
ing The  Alchemist,  and  the  game  was  illustrated 
by  Moebius,  France's  most  famous  illustrator. 

Action  takes  place  in 
A.D.  1208  when  a mem- 
ber of  the  Knights 
Templar  finds  a Coptic 
manuscript  purported 
to  be  the  lost  Gospel 
According  to  St.  John. 

The  manuscript  falls 
into  the  hands  of  the 
player’s  character, 

Simon,  and  it  is  his  job 
to  avoid  the  dreaded 
inquisitor  Diego 

D’Osma  and  get  the  artifact  safely  to  Toulouse. 

Another  interesting  game  that  may  not  make  it 
across  the  pond  is  Eidos’  Behind  Enemy  Lines. 


This  game  of  squad-level,  infantry  combat  fakes 
place  in  four  distinct  environs:  Norwegian  Fjords, 
North  African  desert,  Norman  beaches,  and  the 
Rhine  Valley.  Behind  Enemy  Lines  is  a rela- 
tively simple  action/strategy  game  with  a 
wide  variety  of  weapon  and  vehicle  combi- 
nations. Plus,  it  features  an  interesting  mix 
of  attribute-driven  and  personality-driven  Ai 
that  should  really  make  each  mission  play 
differently  than  the  last.  Eidos  hasn’t  decid- 
ed whether  or  not  to  market  this  product  in 
the  U.S. 

Ocean  has  quietly  unveiled  what  they 
believe  to  be  the  cultural  descendant  of 
Elite.  I-War  is  not  about  information  war- 
fare (I-War  is  a technical  term  used  by  informa- 
tion warfare  specialists.),  but  features  an  epic 
battle  lor  control  of  a Commonwealth  of  gov- 
ernments who  have  banded  together  to  stave 
off  rebellion.  In  a series  ot  story  arcs,  the  player 


U LOOK  MARVELOUS  The  cut-scene  graphics  in  I-War  are 
extremely  spectacular  and  the  in-game  graphics  don't  degen- 
erate very  much. 

must  fly/command  everything  from  a single- 
person lighter  to  a mega-transport  in  order  to 
defeat  the  rebels.  -Johnny  Wilson 
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MAY  VERY  WELL 

REDEFINE 

THE  STANDARD  FOR 

ACTION 


Steve  Klett 
Edi tor- in- Chief 
PC  Games  Magazine 


SIERRA 


She’S  smart, 

HAS  A GREAT  P E R’S  0 N A L I T Y , 

AND  KNOWS  THAT  THE  WATLjO  A 

MAN’S  HEART 


IS  THROUGH  HIS 

STERNUM 


She's  a trained 

GOVERNMENT  ASSASSIN 
HHOSE  ONLY  GOAL  IS  TO 
SILENCE  YOU-  PERMANENTLY . 

And  you're  running  out  of  places  to  hide. 

Think  the  only  opponents  worth  fighting  are 

THOSE  YOU  MEET  IN  A DEATHMATCH?  THINK  AGAIN, 

With  Half-Life's  advanced  character  AI,  you'll 

BATTLE  ENEMIES  SO  SMART,  YOU'LL  SWEAR  THEY'RE 

ALIVE,  They'll  take  cover,  recruit  others  and 
WORK  together  TO  BRING  YOU  DOWN, 

And  the  REALISM  DOESN'T  STOP  THERE,  THINGS  ACT. 
LOOK  AND  SOUND  LIKE  THEY  DO  IN  THE  REAL  WORLD, 

We  COULD  FILL  YOUR  HEAD  WITH  TERMS  LIKE  16-BIT 
COLOR,  FULL-SPECTRUM  LIGHTING.  DSP  SOUND,  AND 
SKELETAL  ANIMATION.  WHAT  IT  ALL  MEANS  TO  YOU  IS  A 
GAME  SO  REAL,  SO  UNPREDICTABLE,  SO  ALIVE,  YOU'LL 
SWEAR  IT  HAS  A PULSE,  ADD  A 3D  CARD  AND  YOUR  OWN 
PULSE  WILL  RACE.  CREATE  CUSTOM  LEVELS  WITH  WORLDCRAFT 
2.0  (INCLUDED).  Of  COURSE  THERE  ARE  MULTIPLAYER 
OPTIONS-  FOR  UP  TO  32  PLAYERS.  BUT  HOW  MANY  OF  YOUR 
FRIENDS  ARE  AS  BEAUTIFUL  AS  SHE  IS 
OR  AS  DEADLY? 

Play  the  demo  @ www.sicrra.com/half-life 
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So  Evil,  It’s  Good 

Will  Sin,  Ritual’s  Next  QuAKE-based  Title,  Succumb  to  the  Sophomore  Jinx? 


by  Elliott  Chin 


nger,  Envy,  Gluttony, 
Greed,  Lust,  Pride, 
Sloth.  These  are  the 
seven  deadly  sins 
that  will  destroy  man, 
but  in  the  hands  of 
Ritual  Entertainment 
(the  creators  of 
Scourge  of 
Armagon),  they’re  the 
basis  for  an  amazing  next-generation  3D  action 
game.  Sin  is  the  name  of  the  game,  and  if 
Ritual’s  past  successes  are  any  indication,  this 
could  be  a hit  capable  of  toppling  all  the  other 
Quake  Killers  on  the  horizon. 


THE  START  OF  SOMETHING  EVIL 

Set  100  years  in  the  future.  Sin  takes  place  in 
a world  where  law  enforcement  has  become 
prohibitively  expensive  for  local  government. 
Without  adequate  protection,  one 


city  has  fallen 
prey  to  the  machi- 
nations of  a pow- 
erful crime  boss, 

Elexis  Sinclair. 

Since  the  police 
can’t  stop  her,  the 
city  has  turned  to 
a private  law 
enforcement 
agency  and  its 
hero.  Colonel 
John  R.  Blade. 

As  Blade,  you 
have  no  inkling  at 
the  beginning  of 
the  game  as  to 
Sinclair's  devilish  plans.  Your  first  task,  in  fact, 
is  to  respond  to  a bank  robbery.  But  in  appre- 
hending the  robbers,  you  discover  that  Sinclair 
is  been  behind  this  and  other  recent  crimes. 

MISSION  IMPOSSIBLE 

Six  missions  make  up  the  game, 
each  with  several  levels.  The  lev- 
els within  a given  mission  will 
be  linked,  and  you  may 
need  to  travel  back  and 
forth  between  levels  to 
complete  puzzles.  The  lev- 
els and  missions  will  also 


influence  each  other.  Says  project  leader  Joe 
Selinske,  “The  different  missions  play  out  like 
the  chapters  of  a book,  and  your  actions  during 
a particular  mission  will  affect  other  portions  of 
that  mission.” 

The  first  mission,  called  Discovery,  covers 
the  bank  robbery  and  your  subsequent  chase  of 
the  robbers  through  a construction  site  and 
warehouse.  Your  discoveries  in  Mission  One  will 
then  lead  you  to  Mission  Two— SinTek 
Industries— which  includes  various  levels  in 
Elexis  Sinclair’s  high-tech  factories.  During 
Mission  Two,  you’ll  discover  that  Sinclair  has 
plans  to  expose  the  entire  population  to  a 

genetic  virus.  She  plans  to  intro- 
duce the  virus  to  the  city  by  poi- 
soning the  water  supply  and  by 
detonating  virus-carrying  bombs 
over  the  city. 

At  this  point,  the  Ritual  team 
will  offer  a choice  in  the  game: 
You  can  go  either  to  Mission 
Three,  the  Military  Base,  to  thwart 
Sinclair’s  attempts  to  steal 


THE  CAST 

Elexis  Sinclair:  The  game's  villain.  Sinclair 
is  the  head  of  an  industrial  conglomerate, 
SinTek  Industries.  Her  dabbling  in  chemi- 
cals has  led  to  the  creation  of  Vanity,  a beauty- 
enhancing drug  she  has  used  oh  herself  to  gain 
comic-booklike  looks  and  proportions,  Now  she  is 
turning  to  political  domination:  She  plans  to 
unleash  a powerful  mutagen  upon  the  citizens  of 
Freeport,  through  the  water  ahd  air  in  order  to  create 
a mutant  army  with  which  to  take  over  the  world. 
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Publishen  Activision 


One  ot  his  levels,  the  Darwin  Chambers,  will  be 
so  challenging  just  as  an  obstacle  course  that 
he's  limiting  the  number  of  monsters  you'll  have 
to  fight.  His  Mansion  level,  which  Is  Sinclair’s 
home,  is  well-designed  with  traps  and  all  the 
accoutrements  you’d  expect  in  a tycoon’s  multi- 
story house. 


^ OFFSHORE  DRILLING  This  is  a Shot  of  the  Oil  Rig  level.  It  appears  fully  functional,  with  derrick  and 
I drill:  you  can  interact  with  both  of  them. 


warheads  and  equipment,  or  to  Mission  Four,  the  Aqueduct  System,  to 
protect  the  water  supply  from  contamination. 

Whichever  you  choose,  by  the  end  of  the  mission  you’ll  have  the  evil 
mastermind  Sinclair  within  your  grasp.  Mission  Five,  the  Ocean  Pursuit, 
entails  chasing  Sinclair  to  an  offshore  oil  rig— her  waypoint  for  shipping 
weapons-and  her  underwater  base,  which  includes  a transport  to  her 
island  stronghold,  the  sixth,  and  last,  mission  of  the  game. 

The  missions  progress  logically,  and  Ritual  plans  to  have  in-game  cut- 
scenes  between  missions  to  reveal  more  of  the  game’s  story,  I played 
through  several  levels  of  the  game  for  this  preview,  and  they  look  fantastic. 
The  Initial  Construction  Site  level  in  Discovery  and  the  Oil  Rig  and 
Underwater  Base  during  Ocean  Pursuit  are  every  bit  as  well-designed  as 
the  best  Armagon  levels,  with  plenty  of  interactive  elements.  These  levels 
exemplify  the  more  realistic  approach  that  Ritual  is  taking  to  level  design 
in  Sin.  The  Oil  Rig,  for  example,  has  a drill  and  derrick,  while  the 
Aqueduct  System  has  intertwining  pipes  and  pumps.  The  levels  in  Island 
Stronghold,  designed  by  Levelord,  who  designed  many  Duke  30  levels 
and  the  Edge  of  Oblivion  deafhmatch  level  in  Armagon,  look  really  good. 


UNDER  THE  SEA  The  Underwater  Base  is  orre  of  the  cooler  levels,  with 
glass  wails  that  enable  you  to  view  the  underwater  environment  and  nearby 
schools  ot  fish. 


TAKING  IT  TO  THE  NEXT  LEVEL 

It’s  Clear  that  Ritual  wants  to  make  Sin  an 
immersive  experience,  rather  than  a simple 
action  shooter.  Not  only  will  the  levels  be  more 
realistic,  but  the  overall  feel  will  be  as  well.  In 
some  areas,  such  as  labs  and  control  rooms, 
you'll  run  into  lab  workers  and 
technicians.  You  wouldn’t 
expect  these  people  to  be  hostile,  and  in  fact,  they 
won’t  bother  you.  But  they  will  sound  the  intrud- 
er alert  unless  you  holster  your  weapon  or 
quickly  kill  them. 

Instead  of  finding 
weapons  spinning  in  air, 
you'll  pick  Ihem  up  from 
gun  racks  and  from  dead 
bodies.  When  you  see  video 
consoles  or  monitors,  you'll 
actually  be  able  to  access 
them  to  eavesdrop  on 
SinTek  communications, 
read  email,  and  learn  more 
about  the  game’s  story. 

LEAVING  YOUR  MARK 

The  game’s  interactivity  will  allow  you  to 
do  some  incredible  damage  to  the  scenery, 
but  it  will  also  play  into  the  many  logical  puz- 
zles in  the  various  levels.  For  instance,  when 
you  chase  the  robbers  through  the 
Construction  Site,  your  path  through  a corri- 
dor will  be  blocked  by  debris.  To  gel  around 
the  obstacle,  you’ll  need  to  destroy  the  debris 

THE  CAST 

JC:  Blade's  sidekick  is  a computer  hacker  who  got 
caught  trying  to  invade  Blade's  agency. 

Blade  gave  the  youngster  a choice: 

Go  to  jail  or  work  for  Blade,  JC 
chose  Blade,  and  now  serves  as 
his  companion  on  missions.  JC 
is  a valuable  asset,  informing 
you  of  secrets  and  objec- 
tives for  each  level. 
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Over  40  action  packed  missions 
ranging  from  daring  sea  rescues, 
police  actions,  wildlife  herding,  UFO 
hunts,  fire-fighting  and  more. 

Fly  1 2 realistic  search,  and  rescue 
helicopters  modeled  after  fhejEraal^ 
world  counterparts. 

Detailed  weather  engine  that  brings 
the  excitement  and  challenges  real 


SEARCH  AMD  RESCUE  HELICOPTER  FLIGHT  SIHIa 


£€%. 


Intense  Entertainment 


Intense  Entertainment,  506  York  Road,  Towson,  MD  21204. 
Phone:  (800)  240-6172  Fax:  (410)  321-0948 
Web  Address:  http://www.intense.com 
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The  Second- 
Generation  Engine 

Ritual  plans  several  enhancements  to  the 
Quake  II  engine  to  create  a visually  stun- 
ning and  editing-friendly  game.  Sin  will 
have  all  the  Quake  II  engine  improvements,  such 
as  rotating  brushes  for  swinging  doors  and  spin- 
ning wheels,  as  well  as  faster  speed,  due  to  the 
move  to  DLL  tiles.  Sin,  like  Quake  II,  will  also  have 
a “ 360-degree  environment-mapped  sky."  That 
means  that  the  sky  will  be  much  more  realistic 
than  in  previous  Quake  games.  But  unlike  Quake 
II,  Sin  will  feature  16-bit  coloi;  which  creates  a 
richer  palette  and  more  detailed  textures  for  the 
game's  environments.  Sin  will  also  have  colored 
lighting  and  blended  color  lighting,  both  of  which 
will  contribute  to  better  special  effects— like 
translucency  and  explosions— and  a more  Immer- 
sive atmosphere. 

Ritual  also  plans  to  include  masked  textures  for 
chain  link  fences  and  grates.  The  masked  textures 
look  and  behave  realistically.  This  means  you  can 
fire  through  the  holes  in  the  grating,  provided  that 
your  bullets  are  small  enough. 

Jim  Dose,  one  of  the  programmers  for  Sin, 
introduced  me  to  the  game's  scripting  language, 
which  will  be  text-based.  The  scripting  is  separate 
from  the  map  code,  so  you  can  fiddle  with  specif- 
ic portions  of  levels  or  objects  to  create  unique 
events  vrithout  compiling  the  whole  level.  Ritual 
uses  the  scripting  language  to  build  greater  inter- 
activi^  into  the  level.  This  will  allow  consumers  to 
alter  the  game  or  the  levels  by  building  in  their 
own  interactive  elements. 

Animation  and  Al  will  also  be  improved  for  Sin. 

In  the  case  of  animation,  [^tual  is  moving  to  a 
skeletal-based  model;  All  creatures  are  composed 
of  bones,  over  which  is  draped  a continuous 
mesh.  In  Quake,  by  contrast,  characters  are  basi- 
cally composed  of  ''blocks."  By  using  the  skeletal 
model,  designer  can  make  characters  move  in  a 
more  fluid  and  realistic  way.  It  also  means  that  in 
deathmatch  you  can  see  what  weapon  another  : 
person  is  welding.  With  the  skeletal  model,  ^ 
you  can  attach  scripted  events  to  a bone  under 
the  character's  skin,  so  that  if  you  shoot  an 
enemy  in  the  neck,  you  can  have  blood  squirt 
from  that  location. 

Finally.  Sin's  Al  will  be  more  competent  than 
Quake's.  Certain  enemies  will  be  able  to  duck  and 
find  cover;  use  flashlights  to  look  for  you  in  the 
dark,  and  pick  up  weapons  and  health.  The  way 
yie  Al  communicates  is  also  great;  Enemies  will 
actually  sound  alarms  and  radio  each  other  for 
backup.  As  I ran  through  a level  with  guards,  I 
could  hear  them  chatter  with  each  other,  calling 
for  reinforcements.  However,  if  you  are  quick 
enough,  you  can  shoot  guards  before  they  radio 
for  help,  thus  ensuring  that  you  escape  detection. 


(we  won’t  tell  you  how)  and  then  jump 
the  gap  in  the  corridor. 

Interactivity  is  just  one  part  of  Ritual's 
formula  to  create  a realistic  environment. 

With  the  use  of  "action-based-out- 
comes,"  Ritual  is  ensuring  that  what  a 
gamer  does  in  one  level  will  have  conse- 
quences in  another.  Selinske  oflers  this 
example:  “if  you  are  playing  one  mission 
and  decide  to  blow  up  the  power  genera- 
tors at  the  power  plant,  when  you  go  to 
the  aqueduct  system  the  power  may  be 
off  and  the  security  systems  disabled. 

This  is  a good  thing.  But  if  you  run 
through  another  mission  blowing  up 
everything,  you  may  not  be  able  to  deac- 
tivate the  chemical  plant's  security  sys- 
tems, and  you  will  have  to  fight  the  forti- 
fied security  forces  now  on  alert." 

Ritual  also  wants  to  mix  up  the  game- 
play  for  different  levels.  In  one  level,  the 
game  might  be  fast-paced,  as  you  try  to 
chase  enemies  through  a level  while 
your  sidekick,  JC.  keeps  yelling,  "Hurry! 

Hurry!"  In  another  level,  you  might  need 
to  exercise  caution  and  stealth  as  you  try 
to  infiltrate  a base  teeming  with  guards. 

In  these  cases,  JC  will  set  the  tone  by 
briefing  you  on  your  objectives. 

From  what  I’ve  seen,  Ritual  has  a 
great-looking  game  on  its  hands.  With  the 
increased  interactivity,  linked  missions,  and  action- 
based  outcomes,  the  designers  are  striving  to  cre- 
ate an  environment  you  can  influence  and  a gam- 
ing experience  thal  feels  fluid  and  dynamic.  So  far. 
this  hasn't  been  done  that  successfully  on  the  PC, 
but  with  a March  release  date,  the  Ritual  team  has 
plenty  of  lime  to  get  it  right.  I,  for  one,  think  they’ 
deliver  on  the  promise.  % 


BLUE  LIGHT  SPECIAL  This  top-down  look  at 
some  scrambling  guards  illustrates  the  game’s 
colored  lighting, 


BE  VEWY  QUIET  This  is  the  control  room  in  ttre 
Mansion  level. 


THE  CAST 

Colonel  John  R.  Blade:  Glade  is  the  hero  of 
the  game,  a hired  gun  who  has  been 
tasked  with  keeping  the  peace  in 
this  crime-ridden  city.  Ritual 
wanted  to  create  an  atypi- 
cal hero  tor  Sin.  As  a side 
effect  of  creating  realistic 
environments,  Ritual  had  to 
make  Blade  taller  than  the 
Quake  marine.  He’s  also  probably 
the  gaming  world's  first  half-black  hero 
with  dreadlocks  and  a normal  name. 


A refrssfjina 


Next  Generation 


CNET  Gamecenter 


E-mailed  Gamer 
Feedback 


E-mailed  Gamer 
Feedback 


Mutants,  Psychos,  Cultists  and  Punks 
are  converging  on  you  from  every- 
where; above,  below,  behind,  in  front. 
You  definitely  haven’t  been  here  before. 
Top-down  views  don't  just  change  the 
way  the  game  looks,  they  change  the 
way  3D  action  games  play.  You'll  no 
longer  be  blindly  running  into  doom, 
but  mercilessly  causing  it  from  every 
conceivable  angle. 


Blow  away  enemies  on  the  catwalk 
above  or  on  the  ground  below.  Grab 
some  homicidal  friends  and  cooperative 
multiplayer  games  can  actually  be  just 
that — cooperative.  With  some  skill,  you 
might  survive  this  post-apocalyptic 
hell  on  earth.  But  watch  your  back 
because  death  is  all  around  you. 


Now  available  for  Windows*95. 
Download  demo  at 
www.takenoprisoners.com 
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Sierra’s  Next  Action  Title  Could  Be  the  Sleeper  Quake  Killer  of  the  Year 


by  Thierry  Nguyen 

As  I write  this,  most  of  the  Quake 
community  is  currently  busy 
playing  the  just-released  Hexen 
II,  Hexen  II  was  the  first  of  the 
"Quake  Killers”  featured  In  our 
June  cover  story,  and  now 
everyone  is  looking  forward  to 
the  other  Quake  Killers  slated  to  arrive  this 
Chrismas,  including  Quake  II.  One  that  caught  our 
attention  after  we  finished  the  June  roundup  was 
Valve's  Half-Life.  The  surprising  thing  about  this 
new  Quake  Killer  isn’t  the  fact  that  Sierra  is  pub- 
lishing it,  nor  is  it  the  game’s  diverse  development 
team  (which  includes  passionate  hobbyists  and 
industry  veterans  alike}.  Rather,  what  makes  Half- 
Life  so  surprising  is  its  inclusion  of  excellent  new 
features;  features  that  could  make  Half-Life  the 
best  Quake  Killer  this  Christmas, 


PACK  ATTACK  The  Half-Life  A!  is  impres- 
sive, This  pack  of  houndeyes  (alien  dogs) 
demonstrates  the  pack-mentality  Al;  They 
attack  only  in  numbers. 


ALIEN  BODY  SNATCHERS 

Half-Life  starts  out  in  a subterranean,  decom- 
missioned missile  base  that  is  now  being  used  as  a research  station.  The 


scene  shows 
guard  being  dragged 
into  a vent  by  who- 
I knows-what. 


main  project  at  the  base,  the  Portal  Device,  is  activated,  conjuring  a score 
of  aliens  looking  to  foment  a hostile  takeover.  What  ensues  is  absolute 
havoc:  Aliens  run  amok,  scientists  flee  in  panic,  security  guards  shoot 
first  and  ask  questions  later,  and  CIA-like  “Cleaner"  squads  attempt  to 
neutralize  the  situation.  Amid  the  chaos,  you  (a  weapons  research  scien- 
tist) must  try  to  stop  the  alien  menace. 

One  of  the  first  things  you’ll  notice  in  Half-Life  is  (he  multitude  of 
enhancements  Valve  has  made  to  the  Quake  engine.  You’ll  see  such  eye- 
candy  effects  as  16-bit  color,  colored  lighting,  and  transparency  in  both 
glass  and  water.  And  that’s  without  a 3D  accelerator.  Load  up  Half-Life 
GL,  and  these  effects  look  wonderful.  There  are  also  some  fine  sound 
enhancements:  We  now  get  proper  echoes,  muffled  underwater  effects, 
and  3D  sounds,  all  without  special  hardware. 

Also,  taking  a cue  from  such  Quake  "films”  as  Operation:  Bayshield  and 
the  forthcoming  Ranger  Gone  Bad  3,  Half-Life  will  tel)  its  story  via  cut-scenes 


spliced  in  at  appropriate  times.  Like  the 
amateur  Quake  videos  mentioned  above, 
these  cut-scenes  are  composed  with  the 
game's  3D  engine,  rather  than 
FMV.  For  example,  you  might  stumble 
upon  a guard  and  scientist  arguing,  only 
see  the  guard  (ling  the  scientist  toward  a 
nearby  monster. 


QUAKE  LAB  RAT 

Most  Of  the  action  takes  place  in  the 
base  as  you  try  to  make  your  way  to  the 
surface,  but  you’ll  eventually  have  to  go 
through  the  Portal  Device  and  confront  the 
aliens  on  their  own 
turf.  In  a feature 
similar  to  Hexen’s 
hubs,  you  move 
back  and  forth 
between  the  levels, 
which  are  all  inter- 
connected within 
the  base.  The  result 
is  a huge  real-world 
environment,  rather  than  a string  of  levels. 
When  you  run  from  the  alien  research 
wing  to  the  officer  warrens  to  the  reactor 
core,  you  actually  move  through  three  lev- 
els, even  though  you  don’t  see  any  level- 
loading screens.  There’s  much  running 
back  and  forth,  since  you’re  shutting  down 
power,  circumventing  security,  or  crawling 
around  vents  here  and  there. 

Since  most  of  the  game  takes  place  in  a 
base,  the  architecture  is  logically  rendered. 
There  are  specific  labs,  offices,  stations, 
and  break-rooms  laid  out  as  you’d  expect 
in  a real  research  installation.  Although 
Halt-Life  isn’t  as  architecturally  exciting  as 
some  of  the  other  Quake  Killers,  the  look 
and  feel  is  much  more  realistic. 

Also,  the  environment  is  dynamic,  so 
you  can  leave  bullet  holes  and  blood 
splotches  on  walls,  or  shatter  glass  as 
you  go.  Finally,  as  in  Ritual’s  Scourge  of 
Armagon  Quake  pack,  FIalf-Life's  levels 
sometimes  change  shape  as  you  roam 
around  in  them.  One  particularly  eerie 
segment,  which  seems  straight  out  of 
Aliens  or  Jurassic  Park,  occurred  when  I 
walked  down  an  abandoned  hallway. 
Suddenly,  the  ceiling  caved  in,  and  a 


Play  Half-Life  on  this 
month’s  CG-ROM! 


^ LOCK  AND  LOAD  Using  skeletal  animation.  Valve  is  able  to  create  incredibly  realistic  and  fluid  motion 
I and  animation  for  its  creatures. 


ccw 


6V6R  BURY  THE  OWE  YOU  LOVE  (M 
A MATCH  BOX?  THAT'S  AUU  THEY 
LEFT  OF  HIS  SISTER. 


FOR  SLATER,  EVEMIW©  THE 
SCORE  WASW'T  VEWSEAWCE,  IT 
WAS  SIMPLE  JUSTICE. 


AMI7  IT  WAS  TIME  FOR  THE 
EXECUTIOWER  TO  [70  HIS  WORK. 


^ee  you 

IKJ  HBlll 


» SUAT6R  L 
RETURM  TO 
FORMATIOW!! 


THERg,  OW  * 
THE  HORIZOfJ! 


HOLY 

MOTHER 

OF....!! 


BEFORE  THEM,  A CORPORATE  WARBIRP. 
A FUyiWO  CiTY  OF  PEATH,  OOUI7  AW[7 
BUAOK,  WITH  EWOUOH  FIREPOWER  TO 
TAKE  OUT  THE  EWTIRE  POME. 


FEAR.  LIKE  FIWSERS  OF  ICE  AWP  TITAWIUM 
WRAP  AROUWP  SUATER'S  HEART- 
OOUEEZIMO,  dGUEEZlHO,  SOUEEZIMO... 


.Ihamb-blitteriog 
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Game  of  the  Year” 

- Rolling  Stone 


**Makes 

look  like  Family  Fare”  non-PC 

“ 5 out  of  5 

• Computer  Life  - PC  Games 


whole  flock  of  Bull  Chickens  dropped  from 
above  and  attacked  me. 

THE  HAL9000  OF  GAME  ENEMIES 

While  the  unified  and  realistic  levels  look  good, 
the  true  stars  of  this  game  are  the  enemies.  Half- 
Life  has  some  of  the  best  adversaries  in  the  entire 
action  game  genre,  both  in  respect  to  movement 


and  intelligence,  because  it  employs  a skeletal 
model  of  animation  that  allows  for  extremely 
smooth  and  realistic  movement.  For  example,  see- 
ing a “Cleaner"  grunt  duck  behind  a crate  and 
reload  his  rifle  with  near-perfect  movement  makes 
the  blundering  Quake  grunt  look  really  simple. 

The  Al  in  this  preview  seemed  only  halfway 
done,  but  it  already  eclipses  the  enemy  Al  in  any 


other  action  game  I’ve  ever  seen.  The  Cleaner 
units  regularly  patrolled  their  defined  route,  and 
they  flanked  me  from  all  angles  when  attacking.  If 
I hit  them  a couple  of  times,  they'd  duck  behind 
cover,  emerging  only  to  take  an  occasional  snipe 
at  me.  The  biggest  surprise  came  when  I ducked 
behind  a crate.  I expected  them  only  to  shoot 
when  I popped  up  to  take  a potshot  at  them,  but 


First,  there's  the  rush,  Six  tlegreeiwgtjh  of JL  Cgtpinp  gping?  at  fhe  .center  of  this  suicide  mission, 

ond  whethet  you Tike  it  or  riot  (you  dbif,  ydU  know yoOfe'§iM  get  this'rdge  cruW  rhoy  end  up  rn  a splotter  o 

self-destruction  (not  to  mention  world-wide  devastation).  With  the  weapons,  raids,  assassinations  and  other  assorted  choos-cand 
of  Adrenix  thrashing  your  every  molecule,  you  don't  have  to  descend  to  get  down  and  dirty,  it'll  take  you  in  all  directions  at  once. 
But  that's  you.  All  over  the  place. 

UsudagiKdondMwdbyDigMP^  floviTioltshternweErMivnMIicIV'ligngniendltodeinakoiniirTOtsInlgrKMDMh^ 


n 

1 



HALF-LIFE 


instead,  they  tried  to  flush 
me  out  by  throwing 
grenades  at  my  location. 

Pack  animals  act  in 
perfect  sync.  One  time,  1 
encountered  a lone 
houndeye  (alien  dog), 
which  I spared  after 
sending  it  under  a desk 
with  a few  gunshots,  I 
later  found  a pack  of 
them,  and  ran  away, 
leading  them  to  the  lone 
houndeye  under  the 
desk.  Sure  enough,  after 
seeing  its  friends,  it 
gathered  the  courage  to 
join  the  fray,  at  which 
point  they  all  started  attacking  me. 

My  look  at  Half-Life  was  based  on  only  three  main  areas  (which  are  subdivided 
info  about  three  to  five  sections  each),  and  i was  able  to  see  only  a few  of  the  ene- 
mies. But,  it  looks  as  if  \^ilve  is  on  the  winning  path.  There  is  still  much  that  the 
designers  are  frying  to  squeeze  into  Half-Life,  including  puzzles,  but  if  the  final 
product  polishes  the  excellent  A!  even  further  and  comes  through  with  consistent 
level  design  and  other  enhancements,  Half-Life  could  fake  the  genre  by  storm.  % 


illustrate  the  differences  between  HAiFLire’s  soft- 
ware engine’s  graphics  and  the  GL  version’s  graph- 
ics. While  it’s  obvious  that  the  GL  version  on  the  left 
loote  better;  the  software  engine  still  has  transparen- 
cy and  color  depth  at  320x200  resolution. 


JOLT  TO  YOUR  SYSTEM. 
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Over  twenty  missions,  each  with  multiple 
objectives. 

Easy  to  use  interface  means  get  in  and  fly:". 
Fully  networkable  for  up  to  sixteen  ployers. 
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RAGE  IS  A DRUG.  GET  YOUR  FIX. 
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“Quake  II  will 
establish  id  as  the 
pre-eminent  blast- 
masters  more  than 
ever  before.” 

—PC  Gainer 
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Large,  complex  missions 


What  you  do  in  one  level  could  affect  another.  One  false  move 
and  you  could  alert  security,  flood  a passageway^>qr  worse. 


The  enemy  Is  far  from  stupid.  They  will  evade  attacks,  maneuver 
Into  strategic  attack  locations,  and  hunt  your  ass  down. 


Superior  artificial 
Intelligence 


Man  gun  turrets.  Blow  up  subways.  Smash  glass.  Toss  grenades, 
with  perfect  control.  Duck  to  evade  hits.  Give  them  Hell.*^  - ^ 


Intense  environments 
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Coming  Soon 
Windows®^  CD-ROM 
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G POLICE 
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Developen  Psygnosis 
PublisheK  Psygnosis 


Blade  Gunner 


Psygnosis’  New  Shooter  Offers  Urban  Environments  Under  Glass 


by  Mark  Clarkson 


The  future  looks  bleak-bul  then, 
doesn’t  it  always?  A hundred 
years  hence,  all  of  Earth’s 
resources  have  been  depleted 
and  mankind  has  pushed  out 
into  the  solar  system  in  search  of 
more.  Huge  corporations,  with 
their  own  selfish  agendas,  control  what's  left  ot 
humanity.  They  conduct  an  ongoing  war,  both 


► HAVOC  This  is  the  Havoc  jet  gunship, 
the  vehicle  you  pilot.  Because  it  isn't 
state  of  the  art,  you'll  also  get  help 
from  Akontroiled  wingmen. 


► GPHQ  A civilian  vehicle  flies  past  tfie 
G Police  headquarter.  The  game  tries 
to  create  an  immersive  environment 
with  skyscrapers,  car,  and  civilians. 


tern  with  a Diamond 
Monster  3D  card.  On  this 
system,  which  will  be  the 
minimum  requirement  tor 
the  shipping  version,  the 
game  sports  high  frame 
rates,  nitty  lighting  effects, 
and  dramatic,  shrapnel- 
spewing  explosions.  The  final  demo  on  this 
version  will  support  most  ® CG-ROM! 

major  3D  accelerators  and  AGP  systems. 

The  atmosphere  is  foggy  and  dark  (Callisto  is 
a long  way  from  the  Sun).  Scenery  fades  to 
black  with  distance  for  an  effect  that's  not  terri- 
bly realistic,  but  pretty  damned  cool.  The  cut- 
scenes  are  very  nicely  done.  They  play  at  the 
end  of  each  mission,  and  reveal  a litfie  more 
about  your  plot  to  solve  the  murder  of  your  sis- 
ter, a fellow  G Police  officer. 

Although  you  can  destroy  vehicles,  both 
civilian  and  hostile,  you  do  no  damage  to 
walls  or  buildings.  I would  have  liked  to  see 
the  occasional  poorly  aimed  missile  blow  the 
side  out  of  an  office  building,  a la  Blue 
Thunder,  but  it’s  probably  just  as  well,  since 
everyone  lives  under  big  geodesic  domes. 
What’s  that  old  saying,  “People  who  live  in 
glass  domes  shouldn’t  throw  rockets”? 
Something  like  that. 


Play  the  G Police 


hot  and  cold,  against  each  other  and  against 
your  employer,  the  governmental  police  force: 
the  G Police. 

The  G Police,  an  underfunded  force,  fly  out- 
dated equipment  Your  primary  ride,  the 
Havoc  jet  gunship,  dates  from  before  the 
Martian  wars.  But  like  the  French  Foreign 
Legion  of  old,  the  G Police  don’t  run  back- 
ground checks  on  recruits-and  that's  perfect 
for  someone  like  you,  who  has  reasons  to 
hide  his  true  identity. 


PLAYING  HAVOC 

This  is  the  setup  for  Psygnosis’  G Police,  a 
work  in  progress  that  takes  helicopter  action 
into  the  future.  This  first-person  shooter  looks 
initially  to  be  a helicopter  sim,  but  it  isn’t.  Your 
Havoc  doesn't  fly  like  a helicopter:  It's  substan- 
tially less  maneuverable.  You  can’t  even  fly  side- 
ways, I mean,  c'mon! 

The  action  takes  place  on  the  Jovian  moon 
Callisto,  in  glass-domed,  dense  urban  environ- 
ments, complete  with  skyscrapers  and  Blade 
toner-type  flying  cars.  Each  dome  has  its  pur- 
pose within  the  game  universe, 
and  each  sports  its  own  look,  be 
it  industrial  or  residential. 

At  present,  G Police  runs 
fast  and  pretty  on  a P-133  sys- 


SaUlp  your  way  Ihrough  ndily  detailPd  deserts,  rainy  swamps 
and  snowy  mountain  passes  in  pursuit  of  victory. 


Myths  3d  engine  bnngs  to  life  explosions  that  char  the  landscape 
and  send  limbs  flying  across  the  battlefield  trailing  gore. 
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MOBILIZE  FOR  EPIC  ADVENTURE. 

Embark  on  an  epic  journey  through  o fantastic  universe.  Explore  a richly-detailed 
futuristic  world  as  you  pilot  the  robotic  Gundam  Mobile  Suit  to  protect  the  Earth  against 
a treocherous  off-world  colony.  Choose  your  weapon  from  laser  beams  to  vulcan  cannons 
because  in  this  battle,  it's  mobilize... or  be  vaporized! 
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GREAT  BATTLES  OF  HANNIBAL 


Crossing  the  Alps 


Hannibal  Takes  Up  the  Fight 
Where  Alexander  Left  Off 


by  Jim  Cobb 

II  too  often,  the  second  game 
of  a successful  series  lacks 
the  Initial  thrill  or  the  originali- 
ty of  the  first,  leaving  naught 
but  a pale  shadow  in  its  wake. 
Following  quickly  on  the 
heels  of  Great  Bahles  of 
Alexander  comes  Great  Bahles  of  Hannibal, 
another  game  about  tactical  combat  in  ancient 
times-which  would  appear  to  be  an  obvious 
candidate  for  this  "son  of syndrome.  After 
all,  no  technological  advances  occurred  in  the 
century  between  Hannibal  and  Alexander;  fight- 
ing was  a matter  of  close  combat  with  edged 
weapons.  To  the  credit  of  both  Erudite  Software 
and  Interactive  Magic,  however,  they  made  a 
tough  design  choice.  Hannibal  plays  quite  differ- 
ently than  Alexander  via  a simple  change  of 
focus:  Hannibal  Is  a study  of  one  man's  genius 
versus  Roman  military  doctrine. 

IT'S  STILL  ABOUT  LEADERS 

Hannibal  does  maintain  the  central  theme  of 
the  series.  Leaders'  abilities  are  atl-important. 
Superior  ratings  allow  generals  to  move  more 


troops  sooner  and  more 
often  than  officers  still 
unclear  on  the  concepts. 

Good  generals  can  rally 
the  troops  and  keep  them 
in  order  by  removing  cohe- 
sion hits.  Troop  qualities 
are  based  on  size,  training, 
and  weapons.  Victories  are 
won  not  by  annihilation  or 
by  gaining  position,  but  by 
demoralizing  the  oppo- 
nent. Small,  elite  armies  therefore  can  manhan- 
dle hordes,  if  directed  well.  This  system  reflects 
Hellenistic  combat  well  in  Alex  and  continues 
to  do  so  in  Hannibal. 

Hannibal's  graphics  look  better  than 
Alexander's,  with  more  textured  terrain  and 
increased  detail.  Since  the  battles  represented 
took  place  in  North  Africa,  Spain,  Northern 
Europe,  Italy,  Greece,  and  Asia  Minor,  terrain 
features  are  also  more  varied  than  in  Alex.  The 
effect  this  has  on  gameplay  is  more  psychologi- 
cal than  mechanical;  players  will  think  more 


woods,  not  simply  standing  on  a leafy  tile. 

Hannibal’s  detail  in  depicting  units  would 
do  the  Osprey  series  on  miniatures  proud. 
Historically,  Hannibal’s  army  was  a polyglot 
formation,  with  contingents  from  Africa, 
Europe,  and  Greece.  Thus,  each  nationality 
and  tribe  in  the  game  is  portrayed  uniquely 
and  clearly.  The  Balearic  slingers  are  shown 
in  their  short  tunics,  twirling  their  weapons, 
while  the  Celts  make  a fashion  statement  with 
their  checked  pants  and  multicolored  shirts. 
The  Romans  are  also  clearly  detailed  with  the 
different  uniforms  of  the  Hastati,  Princeps, 
and  Tritarii  distinctly  delineated. 

The  most  significant  new  units  are  the  dif- 
ferent kinds  of  Roman  legionaries  (see  the 
Maniple-iation  sidebar).  African  and  Indian 
war  elephants  also  make  their  appearance, 
the  former  with  head  armor  and  "towers"  on 
their  backs. 

HANNIBAL'S  BAHLES  PLUS 

Although  Hannibal  fought  during  the  Second 
Punic  War,  the  11  battles  in  the  game  include 
one  from  the  First  Punic  War  (Bagradas  Plain), 
four  engagements  where  Scipio  ate  away  at 


tactically  if  units  actually  look  like  they  are  in 


► saPIO  SHUFFLE  Hannibal  realistically  depicts  the  flexibility  of  the  Roman  legions,  Here  is  a Roman 
I formation  at  the  battle  of  Zama.  Note  how,  after  the  Roman  player  uses  a maniputar  line  extension, 
the  holes  in  the  Roman  line  have  neatiy  closed. 
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GREAT  BATTLES  OF  HAHNIBAL 


Hannibal’s  bases  in  Spain  and  North  Africa, 
and  the  greatest  phalanx-versus-maniple  battle, 
Cynoscephalae.  Naturally,  all  of  Hannibal's 
major  battles  are  here,  including  his  master- 
piece at  Cannae  and  his  final  defeat  at  Zama. 
Reinforcements  are  available  that  begin  the  bat- 
tle off-screen,  which  is  a nice  addition.  Cavalry 
pursuits  also  enliven  combat,  although  they 
produce  command-control  problems.  The  cam- 
paign game,  in  which  the  Carthaginians  must 
subjugate  Italy  in  10  turns,  differs  only  in  that 
the  Romans  in  Hannibal  are  much  more  apt  to 
take  the  strategic  offensive  than  the  Persians 
were  in  Great  Battles  of  Alexander. 

Even  with  all  this  variety,  the  enhancement 
that  most  sets  Hannibal  apart  from  Alex  is  one 
small  command:  manipular  line  extension 


(MLE}.  You  see,  a typical  Roman  army 
formed  its  infantry  into  offset  columns  of 
maniples  {the  Roman  equivalent  of  the 
modern  company).  This  gave  their  units  the 
flexibility  to  fight  on  the  broken  ground  of 
Ifaly  and  disrupt  the  rigid  lines  of  the  Greek 
phalanx.  This  tormation  also  allowed  lanes 
between  the  rear  ranks  if  the  forward  troops 
had  to  retreat.  Disciplined  and  well-trained, 
the  Roman  troops  could  swing  quickly  into 
line  by  extending  the  maniples.  The  line 
could  then  charge  the  disordered  enemy 
with  a unified,  flank-encompassing  wave. 
This  system  of  flexibility  was  the  key  ingredient 
to  Rome’s  tactical 
successes,  even  in 
the  hands  of 
mediocre  generals. 

Hannibal’s  genius 
often  put  the  Roman 
system  to  the  ulti- 
mate test,  and  it  is 
this  tension  that 
makes  Hannibal  a 
potentially  great 
gaming  experience. 

On  the  down  side, 
the  Great  Battles  sys- 
tem still  lacks  a fog- 
ot-war  feature;  you 


can  examine  every  detail  of  every  unit  at  any 
time.  Obviously,  no  real-life  commander  ever  had 
this  capability.  Also,  with  the  exception  of  Scipio 
Africanus,  each  battle  features  the  same  roll  call 
of  dunderheaded  Roman  commanders.  These 
guys  are  so  inept  that  it  seems  Impossible  lor 
them  to  survive  20  years  of  battle.  Hopefully,  the 
final  version  will  have  a more  accurate  array  ot 
Roman  leaders.  Finally,  the  combat  animation 
really  slows  things  down,  especially  in  Internet 
play.  You  can  turn  off  the  animation,  but  why 
should  you  have  to?  Still,  if  this  early  version  is 
any  indication,  Hannibal  is  much  more  than  just 
Alex  in  Western  Mediterranean  clothing.  % 


► COLD  FEET  The  improved  graphics  let  you  play  Hannibal  from  a more 
zoomed-out  level.  The  snow  at  Trebbia  provides  a nice  contrast,  too. 


The  manipular  forma- 
tion of  the  Roman 
legions  was  based 
on  four  kinds  of  troops. 
These  are  new  to  the 
Great  Battles  series,  and 
in  Hannibal,  they  are 
depicted  as  shown  on 
the  right. 

As  the  Punic  V\fers  pro- 
gressed, the  Hastati, 
Pfinceps,  and  Tritarii  were 
melded  into  one  body,  the 
Cohort,  which  would 
become  the  standard 
Roman  fighting  force. 


HANiPLE-LATION 


► VELTTES 

Unlike  most  skirmishers, 
these  troops  were  trained 
to  engage  in  light  shock 
combat  after  throwing  their 
javelins.  They  could  clear 
away  their  opponents,  as 
well  as  disorganize  the 
main  enemy  formations. 


► HASTATI 

These  formed  the  first  battle 
line  of  regulars.  Armed  with 
javelins  and  short  stabbing 
swords,  they  could  continue 
to  disorganize  the  enemy 
while  going  in  to  finish  the 
job.  Their  articulated  armor 
and  curved,  body-hugging 
shields  were  lighter  than  the 
Greek  Hoplite's  equipment, 
but  equally  as  effective. 


► PRINCEPS 

Equipped  like  the  Hastati, 
these  experienced  men 
would  either  shore  up  the 
first  line,  or  deliver  the 
decisive  stroke. 


► TRnARII 

Savvy  veterans  who  had 
lost  a step,  the  Tritarii 
formed  the  rear  ranks. 
Their  main  purpose  was  to 
form  a wall  of  long,  thrust- 
ing speais  behind  which 
the  younger  troops  could 
rally  if  things  went  wrong. 
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CHRON  X 


^ PRIVATE  SPY  Using  a Yasuban  Operative  is  often  effective  because  it  takes  a 
I counter-terrorist  card  to  block  its  attacks. 


All  that  stands  In  the  way  of 
your  faction’s  plan  for  world 
domination  are:  a lew  hun- 
dred hackers,  some  terrorist 
gangs,  a smattering  of  alien 
technology,  the  resources  of 
a few  megacorporations,  a 
half-dozen  James  Bond-class  spies,  some 
criminals,  and  a UN  antiterrorist  force  or  two. 
Should  be  a piece  of  cake,  right?  You  just  find 
the  headquarters  of  your  rivals,  waltz  in  with 
your  top  operatives,  and  destroy  them  before 
they  can  destroy  you. 

Of  course,  it’s  a complicated  world  out 
there.  It’s  move  and  countermove  in  a life-or- 
death  situation.  For  every  operative  and  every 
ploy,  there  is  a counterploy.  Think  of  Chron  X 
as  Magic:  The  Gathering  for  science-fiction 
buffs  or  as  Illuminati:  New  World  Order  with- 


out the 
laughs.  It’s  a 
serious-look- 
ing game 
with  some 
hard-edged, 
graphic 
novel-quality 
art.  As  with 
most  col- 
lectible card  games,  the  artwork  was  commis- 
sioned to  a dozen  or  more  artists  in  order  to 
ensure  sufficient  variety.  Unlike  those  in  most 
collectible  card  games,  Chron  X's  cards  exist 
only  in  cyberspace.  Using  encryption  technol- 
ogy, Genetic  Anomalies  has  created  a world 
in  which  you  can  purchase  and  trade  virtual 
cards  more  easily  than  you  can  run  down  to 
your  local  game  store  to  grab  booster  packs 
of  game  cards. 

Best  of  ail,  Chron  X is  a 
game  that  you  can  try  out  for 
free.  Just  go  to  www. 
geneticanomalies.com  and 
download  the  current  build  of 
Chron  X,  You’ll  get  a starter 
deck  of  60  cards  absolutely 
free.  With  that  starter  deck,  you 
can  play  against  the  artificial 
opponent  {a  trainer  designed  to 
get  you  familiar  with  the  game 
mechanics)  or  engage  in  non- 
ranked  skill  tests.  If  you  decide 
to  register,  you  download  addi- 
tional cards  and  can  compete 


with  ranked  players  on  the  competition  ladder. 
You’ll  also  be  able  to  trade  cards  with  other 
players  after  you’ve  registered. 

THE  PLOT  BECKONS 

Once  you’ve  gotten  your  deck,  you’ll  want 
to  use  the  system’s  Manage  Decks  command 
to  create  a default  deck  for  playing  the  game. 
Default  decks  must  contain  at  least  40  cards, 
and  it’s  a good  idea  to  keep  close  to  half  of 
those  as  bases.  Bases  are  divided  into  corpo- 
rate, top-secret  monastery,  military.  United 
Nations,  and  terrorist  installations  that  yield 
covert,  cyber,  or  military  resources.  Some 
bases  are  indetinite,  meaning  that  they  contin- 
ue to  provide  a certain  number  of  resources 
either  until  the  end  of  the  game  or  until  they 
are  destroyed.  Others  merely  provide  a certain 
number  of  resources  for  15  turns.  All 
resource  points  are  cumulative  and  go  into  a 
resource  pool.  You'll  need  to  pay  attention  to 
the  yields  on  these  bases  because  whenever 
you  deploy,  move,  attack  with,  or  use  the  spe- 
cial abilities  of  your  operatives,  you'll  have  to 
spend  one  of  the  three  types  of  resources  or 


WoECK  HAND  You’ll  need  to  use  this  screen  in  order  to  create 
I the  most  effective  possible  deck  or  trade  with  other  gamers. 
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CHROM  X 


a combination  thereof.  So,  it’s  advisable  to 
balance  the  bases  to  ensure  that  you’re  likely 
to  have  some  of  each  resource  at  your  com- 
mand throughout  the  game. 

At  the  start  of  each  game,  you  determine 
what  the  battleground  will  be.  Beginners  will 
generally  take  the  United  States  since,  with 
fewer  cities,  it  doesn’t  take  as  long  to  find  your 
opponent’s  HQ  and  get  into  combat.  As  players 
get  more  and  more  sophisticated,  they  will  tend 
to  expand  their  horizons  to  Europe,  Asia,  and 
the  World  in  order  to  extend  game  length. 

As  a game  begins,  you'll  place  bases  and 
operatives  in  a pattern  designed  to  ferret  out 
the  HQ  of  your  opponent.  Qnce  you  locate  an 
opponent’s  HQ.  the  game  usually  becomes  a 
battle  royal  at  that  city.  Qne  defensive  strategy  is 
to  pile  all  your  operatives  in  the  HQ  city. 

However,  that  means  that  your  opponent  will 
have  no  trouble  moving  from  city  to  city, 
destroying  your  bases  and  cutting  down  on  the 
number  of  resource  points  available  to  you  in 
the  cumulative  resource  pool. 

Individual  cards  are  rated  by  the  number 
of  resources  needed  to  deploy,  attack,  move, 
or  utilize  special  abilities  (self-healing,  heat- 
ing others,  increasing  resources,  reviving 
units  from  the  Body  Bank,  and  more).  Cards 
are  also  rated  for  hit  points,  firepower,  armor 
protection,  stealth  ability,  perception,  and 
cyber  affinity  (ability  to  use  special  cards 


representing  computer  programs).  Other 
cards  allow  you  to  repair  damage  to  bases  or 
HQ,  steal  your  opponent’s  cards,  or  provide 
immobile  defenses, 

THE  PLOT  SICKENS 

Most  players  discover  that,  as  in  Magic:  The 
Gathering,  Chron  X works  best  if  you  build 
special  decks.  Some  players  build  decks  of 
terrorist  units,  while  others  build  military,  cor- 
porate, or  cyber  units.  Some  decks  are  defen- 
sively oriented  while  others  are  unabashedly 
offensive  in  nature.  Some  decks  have 
enhancement  cards  that  build  up  the  armor 
or  firepower  ratings  for  any  card,  and  some 
have  enhancement  cards  that  work  only  for 
cyber  operatives  or  UN  operatives. 

With  my  initial  deck,  I put  myself  in  an  A- 
bomb-sized  blast  hole  from  the  start.  First,  i 
built  too  large  a deck  for  competition  (meaning 
that  my  best  cards  appeared  too  rarely)  and 
tried  to  have  some  of  every  type  of  unit.  My 
strategy  backfired  when  I would  have  a special 
weapon  or  enhancement  lor  one  type  unit,  but 
couldn’t  draw  such  a unit  to  deploy  in  order  to 
save  my  lile  (or,  in  this  case,  my  HQ).  I quickly 
discovered  that  special  decks  were  necessary. 

In  general,  you’ll  find  yourself  building  bases 
and  deploying  units  of  various  types.  You’ll 
need  counterlerrorlst  units  to  block  terrorists 
and  you’ll  need  special  intervention  cards  to 


nullify  some  special  attacks.  Naturally,  this 
means  that  you’ll  need  to  trade  cards  with 
some  other  gamers  and/or  buy  enough  booster 
packs  to  get  the  special  cards  you  want.  Here’s 
where  collectible  card  games  tend  to  get  expen- 
sive. However,  Genetic  Anomalies  says  that  in 
the  beta  test  period,  the  highest-ranked  gamers 
spent  around  $50  in  order  to  get  enough  spe- 
cial cards  to  be  competitive  against  anyone. 
Without  those  special  cards,  it  can  get  frustrat- 
ing. I know  that  I deployed  my  best  strike  force 
with  extra  armor  and  firepower  (playing  a total 
of  four  different  cards  and  spending  plenty  of 
resources  to  do  so),  only  to  have  the  unit  stolen 
from  me  by  a special  "Worm"  card.  Such  spe- 
cial cards  provide  surprise  and  balance,  two 
vital  elements  in  keeping  the  pace  in  one  of 
these  games,  but  it  underscored  the  difference 
between  the  haves  and  have-nots  within  the 
game,  nonetheless. 

THE  PLOT  DEEPENS 

In  playing  the  beta  version  of  Chron  X,  I’ve 
found  that  there  is  a sufficient  mass  of  play- 
ers to  find  an  opponent  at  most  times  of  the 
day  Unfortunately  for  me,  some  of  those 
opponents  are  the  very  top-ranked  players, 
and  I’ve  lost  far  too  many  ranked  games  to 
them.  However,  Chron  X lends  to  be  a fast- 
playing game  (about  20  minutes  per  game 
for  Europe  and  30  minutes  per  game  for 
Asia)  with  plenty  of  differing  strategies  and 
surprises,  i find  myself  trying  to  play  at  least 
one  or  two  games  every  night  whenever  I’m 
home  and  have  access  to  my  “all  you  can 
eat’’  ISP  account.  Of  course,  since  it’s  free, 
you  don’t  have  to  take  my  word  for  it:  You  can 
find  out  for  yourself.  You  might  even  get  a 
chance  to  beat  up  on  me.  % 
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,0  POLICE 


G Police  reminds  me  of  the  old  Quarantine.  The  domes  bustie  with 
activity.  There  are  multiple  levels  of  traffic,  both  ground  and  air.  The 
drivers  appear  to  obey  the  traffic  laws  and  pay  attention  to  the  functional 
stoplights.  Although  Psygnosis  says  that  G Police’s  At  will  be  very  good, 
with  different  behaviors  for  different  wingmen  and  characters,  the  Al  in 
the  current  beta  is  still  far  from  perfect.  I was  unable  to  complete  one 
mission  because  my  ground  support  team  got  stuck  in  a traffic  jam  and 
couldn't  make  it  to  the  rendezvous  point.  On  second  thought,  maybe  one 
should  consider  that  another  level  of  realism. 

G Police  missions  aren’t  just  combat  oriented.  You'll  tail  suspects 
around  town  (don't  get  loo  close),  scan  incoming  freight  for  contra- 
band. protect  motorcades,  and  immo- 
bilize fleeing  suspects.  But  all  the 
missions— at  least  all  the  ones  I 
played— include  a good  allolmenl  of 
bad  guys  to  blow  out  of  the  sky  with 
an  assortment  of  weapons.  The  final 
game  will  have  35  missions,  which 
will  lake  you  through  several  of 
Cailisto's  domed  cities. 

Ail  the  missions  I saw  had  multiple 
objectives,  both  major  and  minor. 

These  objectives  often  require  you  to 
be  in  two  places  at  once:  defending  your  ground  teams  from  aeriai 
assauit  while  simultaneously  keeping  tabs  on  a suspected  smuggier 
who's  biocks,  or  domes,  away.  Luckily,  it's  possible  to  win  a level  without 
completing  all  the  minor  objectives. 

There's  an  ongoing  story  iine  but  i couldn't  tell,  from  the  levels  I played,  that 
one's  performance  during  a mission  had  any  impact  on  how  the  story  unfolds. 


troi  untenable,  wilh  a huge  and  nonadjustable  null  zone  and 
poor  feedback. 

Still,  I like  what  I've  seen  very  much.  It  doesn’t  have  the  realism  and  com- 
plexity of  Mi-24  HiND-you  can’t  choose  your  own  load-out,  for  example,  and 
there’s  no  communication  with  your  wingmen-but  in  Hino  you  don’t  get  to  fiy 
between  skyscrapers. . .at  night. . .while  dodging  flying  cars,  now  do  you?  % 


A PREVIEW  WITH  PROMISE 

The  preview  version  that  I looked 
al  had  no  analog  joystick  support  (a 
temporary  condition,  while 
Psygnosis  works  out  the  bugs  in  its 
force-feedback  routines),  and  I was 
forced  to  piay  the  game  wilh  the  key- 
board-not  fun.  G Police  also  allows 
you  to  drive  with  the  mouse.. .in  the- 
ory. In  practice,  i found  mouse  con- 
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IIs  The  Subtlelles  Of 
myth  That  Me  It  Great. 


That  l5.  If  Vou  Consider  Hacking  Up  fl  Dniarf,  PicTting  Up 
His  Head  find  Throuilng  It  Back  HI  His  Oinn  Units  SuUle. 

to  the  world  of  Myth:  The  railen  Lords,  a three-dimensional  landscape  of  blood-soaked  hills  and  carnage-filled  valleys. 
Where  the  undead  lurk  in  ambush  under  bridges,  behind  trees,  submerged  in  swamps.  Where  your  weary  troops  tan  see  their 

haggard  fates  reffected  in  the  water  they  wade  through.  Where  lightning  blasts  men  into  tinders,  and  explosions  shake 
and  storth  the  ground.  Where  you  view  the  horrors  of  war  from  any  angle,  cruising  over  the 
battlefield  in  real  time.  Where  “realism”  takes  on  a terrible  new  significance. 

Call  800  295-0060  or  download  the  demo  from  www.hunqie.(om  if  you  feel  like 
you’re  ready  for  the  biggest  uphill  battle  of  your  life. 
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Out  1997  Holiday  Hot  100  Is  Better  Than  Ever 


t's  never  been  easy  being  Santa  Claus,  Father 
Christmas,  Hanukkah  Flarry,  or  any  other  legendary 
gift  giver.  And  it’s  never  been  easy  trying  to  be  the 
Sanity  Clause  of  an  entertainment  industry  like  the 
computer  game  business,  either.  We  started  out  in 
1987  with  a Christmas  Buying  Guide.  The  photogra- 
pher used  a blue  filter  to  try  to  get  a "cool"  effect,  and  we 
ended  up  with  a near-blue  Christmas  tree  on  the  cover.  We 
tried  to  get  working  code  on  everything  we  covered,  but 
even  then,  the  publishing  schedules  for  magazines  and  soft- 
ware diverged  considerably.  Everyone  wanted  their  products 
included,  and,  at  that  time,  there  was  room  to  include  pretty 
^ much  everybody. 

t Then,  we  wised  up.  We  discovered  that  we  actually  had 
I readers  who  didn't  celebrate  Christmas,  so  in  order  to 
g include  more  products,  we  modified  the  title  to  the  Holiday 
s Buying  Guide.  Later,  we  tried  to  be  comprehensive  and  list 
g everything  coming  out  for  fhe  4fh  Quarter.  Eventually,  we 
§ realized  that  the  big  list  wasn’t  really  serving  our  readers, 

I because  it  only  described  the  games;  it  didn’t  make  enough 
j of  a critical  judgment.  We  started  trying  to  include,  as  the 


prologue  to  The  Princess  Bride  claims,  "only  the  good 
parts.”  Three  years  ago,  we  decided  that  the  “good  parts 
version"  would  be  better  as  a list  of  the  Top  100  games  that 
we  believed  would  be  available  during  the  4th  Quarter. 

There  was  one  major  problem,  however.  Lots  of  fhe  top 
games  didn't  ship  during  that  time  period.  Every  year 
since  then,  we’ve  tried  to  be  more  stringent,  and  every 
year,  more  games  in  the  Top  100  don't  ship.  So,  this  year, 
we’ve  asked  for  working  code  on  every  product  listed  in 
the  Top  100.  We  have  played  some  portion  of  every  game 
in  fhis  listing.  If  we  couldn’t  play  it,  it  ended  up  in  each 
genre’s  appendix  and  wasn’t  eligible  for  inclusion  in  fhe 
acfual  Top  100.  If’s  nol  a perfecf  sysfem,  we’ll  still  have 
some  games  that  won’t  ship  in  time  for  the  holidays.  After 
all,  we  had  code  for  Red  BAROtr  II  and  Star  Eleet  Academy 
prior  to  tasi  year’s  guide.  However,  we’re  trying  to  minimize 
the  chance  for  error  in  order  lor  the  list  to  be  more  useful 
lor  you.  After  all,  what  good  does  if  do  to  hand  a highlight- 
ed copy  of  the  guide  to  your  parenlal  unit,  spousal  affiliate, 
significant  other,  bosom  buddy,  or  guilt-ridden  colleague  if 
they  can’t  buy  you  the  games  that  are  listed? 
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7.  Quake  II 


Windows  95,  NT  CD-ROM.  $49.95 
id  Software/Activision,  (800)  477-3650 
www.idsoMware.com 

The  hottest  action  title  this  holiday  will  be  id  Software’s  Quake  II,  the 
followup  to  last  year's  revolutionary  3D  shooter,  Quake.  Quake  II  will 
be  better  than  Quake  in  every  sense,  and  will  be  the  single-player  game 
that  Quake  should  have  been. 

Though  Quake  II  is  a sequel,  everything  about  it  is  new.  There  are  all 
new  monsters,  levels,  and  weapons.  Even  the  storyline  is  different  (or. 
you  might  say,  existent).  You  are  now  part  of  an  advance  strike  team  sent 
to  take  out  an  alien  enemy's  defensive  systems  to  allow  an  Earth-based 
space  fleet  to  attack  the  alien  planet. 


Multiplayer  support  will  be  better  than  in  Quake,  with  faster  Internet 
games,  more  gameplay  optid’ns  (such  as  capture  the  flag),  and  browser 
support  for  joining  games  via  your  Web  browser'  Also,  Quake  II  will  be 
better  in  a technical  sense,^with  richer  graphics,  more  detail,  and  3D- 
card  support  out  of  the  box.'  ■ 

We'll  see  drastic  improvements  in  Al,  as  monsters  duck  under  mis- 
siles, chase  you,  track  you  down  by  sight  and  sound,  arid  even  use 
your  own  weapons  against  you.:  Levels  will  also  be  more  intelligently 
crafted,  with  real-world  environments  and  puzzles  (you  will  be 

Qi/MF  ir  will  be 
the  single-player 
game  that  Quake 
should  have  been. 


required  to  move  back  and  forth 
between  levels  to  solve  the  puzzles). 
There  will  also  be  an  inventory  sys- 
tem for  picking  up  multiple  items: 
you  can  then  save  those  items  for 
yourself  or  give  them  to  a friend  later. 
Also,  levels  will  be  more  interactive, 
with  plenty  of  breakable  objects. 

In  all  respects.  Quake  II  looks  to 
advance  the  3D-shooter  genre  even 
lurther,  and  would  make  an  excellent 
gift  for  any  action  fan. 
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The  true  star  of  Half- 
Life  is  the  AI,  which 


models  fear  and  team 
tactics  well. 


2.  Half-Life 

Windows  95  CD-ROM,  $TBA 
Sierra  On-Line  (800)  757-7707 
www.sleiTa.com 

Sierra  On-Line  is  known  for  its  adventure  games,  but  this  Christmas 
expect  Half-Life  to  put  Sierra  on  the  action-game  map.  With  great 


graphics,  an  amazing  AI,  and  better  overall  design  than  some  other 
wannabe  Quake  Killers,  Half-Life  should  be  a winner. 

Half-Lfe  casts  you  as  a scientist  in  a top-secret  research  facility.  You’ve 
just  made  a brilliant  discovery  that  has  the  unfortunate  side  effect  of  causing 
a massive,  hostile  alien  invasion.  The  whole  situation  has  created  a feeling 
of  mistrust  among  the  remaining  humans,  so  even  your  friends  start  to  turn 
on  you,  as  Half-Life  becomes  a game  of  every  man  for  himself. 

On  the  technical  side,  the  game's 
designer.  Valve,  has  included  a multitude 
of  effects,  such  as  transparency,  colored 
lighting,  and  well-done  animation.  If  you 
play  this  game  with  a 3Dfx  card,  it  looks 
absolutely  gorgeous.  The  true  star  of  the 
game  Is  the  AI,  which  models  fear  and 
team  tactics  well. 

In  the  interest  of  realism,  Half-Life  also 
seamlessly  integrates  its  levels,  so  you 
never  notice  that  you  are  moving  from  one 
level  to  the  next.  Instead,  players  will  always 
feel  as  if  they  are  moving  through  one 
gigantic,  continuous  environment. 


3.  Jedi  Knight 

Windows  95  CD-ROM,  $TBA 
LucasArts,  (800)  985-8227 
www.Iucasarts.com 

Star  Wars  fans  and  action  gamers  alike  will  want 
to  play  LucasArts'  Dark  Forces  II;  Jedi  Knight. 
You  play  Kyle  Katarn,  a one-time  mercenary  who  is 
now  training  to  be  a Jedi  Knight.  You  can  join  either 
the  Dark  or  Light  Side  as  you  fight  a Dark  Jedi  and 
his  Force-adept  henchmen.  Woven  into  the  game’s 
missions  is  a rich  story  of  the  battle  between  Light 
and  Dark.  As  you  play  the  game,  you’ll  find  a variety 
of  weapons,  including  Stormtrooper  rifles  and  light 
sabers,  and  you'll  also  have  to  master  a number  of 
Force  powers. 

Jedi  is  a great  sequel  to  Dark  Forces,  with  multiplay- 
er capabilities  and  well-designed  missions  and  levels. 
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4.  Hexen  11 

Windows  95,  NT  CD-ROIVl,  $49.95 
id  Software/Activision,  (800)  477-3650 
www.idsoftware.com 

Hexen  II  is  ye!  another  game  using  the 
Quake  engine,  but  it  features  a fantasy  set- 
ting and  role-playing  elements.  You  can  play  as 
one  of  four  character  classes  (including  a 
female  assassin),  as  you  attempt  to  stop  the 
evil  plans  of  a powerful  godlike  Serpent  Rider 
and  the  Four  Horsemen  of  the  Apocalypse. 

The  levels  are  more  interactive,  with  break- 
able windows  and  furniture,  and  combat  fea- 
tures a mix  of  melee  and  ranged  weapons.  The 
graphics  are  brighter  and  more  colorful  than 
those  in  Quake,  and  the  architecture  and  tex- 
tures for  the  game’s  four  different  lime  periods 
are  breathtaking.  Both  fantasy  buffs  and  action 
fans  will  enjoy  this  game. 

5.  Tomb  Raider  2 

Windows  95,  DOS  CD-ROM.  $TBA 
Eidos,  (415)  547-1200 
www.eidosinteraclive.com 

Lara  is  back  in  her  second  adventure,  Tomb 
Raider  2,  and  this  time  she’s  not  content  to 
just  snoop  around  in  dank  tombs  and  caverns. 

Tomb  Raider  2 looks  a little  better  than  the  orig- 
inal, with  more  detailed  creatures  and  locations, 
but  isn't  a huge  leap  in  terms  of  graphics. 
However,  Lara  does  boast  more  animation  now,  in 
order  to  facilitate  an  even  wider  variety  of  moves 
and  actions.  In  this  adventure,  Lara  will  travel  to 
Venice,  Tibet,  and  the  Great  Wall  of  China,  while 
fighting  more  beasts  and  human  antagonists, 
such  as  dark  monks  and  Chinese  assassins. 

Tomb  Raider  2,  with  its  continuing  brand  of 
wonderful  gameplay,  smooth  graphics  and 


animation-and  the  brains  and  beauty  of  Lara 
Croft-will  make  a good  holiday  gift, 

6.  Interstate  76 

Windows  95  CD-RDM,  $49.95 
Activision,  (809)  477-3650 
www.aclivision.com 

Though  1-76  is  six  months  old,  it’s  still  a great 
holidcy  buy.  Set  in  an  alternate-universe 
1970s,  the  game  allows  you  to  drive  around  in 
souped-up  muscle  cars,  burning  rubber  and 
shooting  bullets  at  auto-villains  and  vigilantes. 

With  a good  storyline,  cool  cut-scenes, 
and  goal-oriented  missions.  Interstate  '76  is 
a more  sophisticated  game  than  regular 
action  shoot-'em-ups.  The  game  also  bene- 
fits from  good  voice  acting  on  the  part  of 
your  partner,  Taurus,  who  drives  along  with 


you  for  a good  portion  of  the  game  to  help  you 
learn  the  ropes. 

l-’76  has  good  multiplayer  support,  as  well  as 
good  graphics  and  a great  ’70s-style  sound- 
track, that  is  perfect  for  funky  action  gamers 
looking  for  something  different. 


stocking  Stutters 

1 f you  want  some  gift-giving  ideas  for  the 

1 action  gamer  on  your  shopping  list,  try 

comic  books.  Some  are  well-written,  with  intel- 

ligent plots  and  great  character  development. 

H|w  J 

Neil  Gaiman’s  Sandmsn  comics  are  adult- 

themed,  with  great  stories.  Other  well-written 

comics  include  Mark  Waid’s  Flash,  Grant 

Morrison’s  JLA  [Justice  League  of  America), 

and  the  Batman  books.  Visit  your  local  comic 
book  store  for  all  of  these  titles, 

- - 
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7. 6 Police 

Windows  95  CD-ROM,  $49.95 
Psygnosis,  (800)  GETPSYG 
www.psygnosis.com 

A helicopter  ride  on  G Police  would  make  a 
good  holiday  gift  for  those  action  fans 
who  want  vehicle  action  without  the  complexity 


of  a simulation.  This  Psygnosis  title  is  a heli- 
copter action  game  set  in  a futuristic,  Blade 
Runner-WKe  metropolis.  As  part  of  an  elite 
police  unit,  you  pilot  a revolutionary  VTOL  air- 
craft, raid  criminal  hideouts,  shoot  down 
enemy  aircraft,  and  patrol  the  skies  and  streets 
of  your  city. 

With  excellent  graphics,  gorgeous  3D  accel- 
erated visuals  (note  that  a 3D  accelerator  is 
required),  and  fluid  controls.  G Police  has  the 
gameplay  and  the  graphics  to  please  most 
action  fans. 


8.  Abe’s  Oddysee 

Windows  95  CD-ROM,  $49.95 
GT  Interactive,  (800)  469-5961 
www.gtinteractjve.com 


ODDWORLD  iHHABrTAt-ITS;  ABE’S  ODDYSEE  WOUld 

be  a great  title  for  action  fans  and  those 
who  like  classic  platform  games  and  engaging 
adventure  environments.  Abe's  is  a mix  of  bofh 
action  and  adventure,  as  you  help  our  friend  Abe 


escape  from  a meat  processing  plant  where  he 
is  about  to  be  made  into  somebody’s  lunch. 

The  worlds  are  in  2D,  side-scrolling  fashion, 
but  the  levels  are  richly  detailed  and  gorgeously 
rendered,  Graphics  are  lop  notch,  and  so  is  the 
gameplay.  In  addition  to  the  normal  fare  of  dodg- 
ing, running,  jumping,  and  fighting,  you’ll  also 
talk  to  inhabitants  of  Oddworld  in  your  journey,  all 
of  whom  react  and  respond  to  you  intetligentiy, 
and  have  their  own  thoughts  and  motivations. 

9.  Shadows 
of  the  Empire 

Windows  95  CD-ROM,  $42.95 
LucasArts,  (800)  985-8227 
www.iucasarts.com 

Shadows  of  the  Empire  is  a port  of  the  popular 
Nintendo  64  game,  which  is  set  between  The 
Empire  Slrikes  Back  and  Return  of  the  Jedi. 


You  play  a mercenary,  Dash  Rendar,  as  you  try 
to  thvart  the  evil  machinations  of  the  crime  lord 
Prince  Xizor.  Shadows  is  a hodge-podge  of  action 
gaming,  with  several  levels  of  various  types  of 
gameplay,  including  snowspeeder  and  speeder- 
bike  flying,  DooM-style  action,  and  3D-platform 
jumping  and  shooting. 

With  its  different  types  of  gameplay  and  its 
Star  Wars  storyline.  Shadows  is  a good  bet  for 
the  casual  gamer  or  Star  Wars  fan. 

10.  Legacy  of  Kain 

Windows  95  CD-ROM,  $49.95 
Activision,  (800)  477-3650 
www.activision.com 

Blood  sucking  and  vampire  hunting  are  the 
hallmarks  of  Blood  Omeh;  Legacy  of  Kain. 
You  play  a dead  nobleman  who  has  been  res- 
urrected as  a vampire  to  hunt  down  the  ones 
who  killed  him. 

Gameplay  consists  of  running  through  room 
after  room,  all  the  while  dodging  dangers, 
hacking  at  enemies,  and  sucking  blood  from 
hapless  victims  chained  to  walls  (in  order  to 
replenish  your  health  reserves).  This  is  not  a 
game  for  children  or  the  faint  hearted,  but  is  a 
decent  buy  for  gamers  looking  for  more  seri- 
ous fare.  It  is  also  reminiscent  of  console-based 
role-playing  games,  and  has  that  same  level  of 
richness  in  story  and  character  development. 


Stocking  Stuffers 

A game  controller  Is  always  welcome  In 
an  action  gamer's  stocking,  since  many 
action  games  are  best  played  with  either  a 
gamepad  or  a joystick.  The  Microsoft 
Sidewinder  gamepad  is  a good  bet,  as  is 
the  Microsoft  Sidewinder  force-feedback 
joystick.  Microsoft's  phone  number  is  (206) 
882-8080,  and  their  Web  site  address  Is 
wwr».iiilcrasoft.com.  The  gamepad 
costs  $45,  while  the  joystick  is  $150. 


if  your  action  gamer  has  a console  system, 
some  good  games  to  gel  would  be  Goldeheye 
for  the  Nintendo  64,  and  Final  Faniasv  VII  lor 
the  PlayStation.  You  can  gel  these  games  at 
any  electronic  gaming  or  toy  store. 


PREGNANT  WOMEN,  INDIVIDUALS  WITH  BACK  PROBLEMS  AND 
RECOVERING  HERNIA  PATIENTS  SHOULD  NOT  LIFT  THIS  PACKAGE. 


The  LucasArts  Archi’ves"'’  Vol.  Ill 
Just  a ton  of  awarcl-winning  games. 
(Without  spending  a ton  of  money.) 


1 N C L U i:>  E s 


THE  DIG*  - FULL  THROTTLE"  ‘STAR  WARS'":  DARK  FORCES* 


IJit  sofwe  in 
this  (iilleaioii  Is 
mti  h:-MolI£N 
bt'iheBRB 


AFTERLIFE"  - MONKEY  ISLAND  ' MADNESS 
PLUS  A BONUS  DEMO  SAMPLER 
1-  O l<  1^  C C U - R O M 
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crocodile  that  must  save  some 
captured  furry  creatures  and 
defeat  an  evil  boss.  Though  the 
game  is  perfectly  suited  lor 
children  and  teens,  it  has 
enough  challenging  and  deep 
gameplay  to  entertain  any  open- 


minded  action  gamer.  With  its  lovable  mascot, 
good  graphics,  3D-card  support,  and  scads  of 
well-crafted  and  difficult  levels,  it’s  a game  to 
appeal  to  all  ages. 

Activision’s  Nightmare  Creatures  has  a 

gothic  lone.  You  hunt  down  werewolves  and 
zombies  in  foggy,  dark  tombs  and  graveyards. 


You  can  play  as  either  a male  or  female  hunter, 
smashing  through  a gauntlet  of  evil  with  sword 
or  staff,  while  picking  up  power-ups  like 
grenades  and  pistols.  Nightmare  Creatures 
plays  like  Tomb  Raider  (from  a third-person 
chase  view),  and  has  good  3D  graphics,  as  well 
as3D-card  support. 


Even  More  Gifts 


for  Action  Fans 


Our  holiday  recommendations  are  all  games 
we’ve  actually  played,  but  here  are  a few 
games  we’ve  seen  but  for  which  we  weren't 
able  to  get  playable  code  in  time  for  this  article. 
We  can’t  vouch  for  their  holiday  release  dates, 
but  if  they  do  show  up  in  time  for  Christmas, 
they  would  make  great  buys. 

Unreal  is  the 
Quake  Killer  that 
the  press  was 
talking  about 
even  before 
Quake  hit  the 
shelves  last 
year.  GT 
Interactive  tells 
us  that  Umreal 
will  finally  arrive 
this  holiday 
season,  with 

shareware  possibly  appearing  in 
Qctober  and  the  full  game  to  follow  a 
month  later.  Unreal  features  3D 
card-  and  MMX-supported  graphics, 
a female  lead  character,  and  a bevy 
of  weapons  and  monsters  in  a 
space/sci-fi  story  and  setting. 

Trespasser:  Jurassic  Park  is 
Dreamworks’  digital  sequel  to 
Spielberg’s  The  Lost  World,  and  looks 
to  be  better  than  the  movie.  You  play 
a person  stranded  at  Site  B who  must 
evade  hungry  dinosaurs  and  apply 


your  logic  to  real-life  puzzles  in  order  to  escape 
the  island.  The  world  depicted  in  the  game  will 
be  fully  interactive  and  alive,  so,  if  you  want, 
you  can  just  climb  up  a tree  and  watch  the 
dinosaurs  live  their  lives  in  a completely 
consistent  and  contained  ecosystem. 

Fox  Interactive’s  Croc  is  a 3D  platform  game 
In  the  style  of 
the  N64 
classic. 

Super  Mario 
64.  You  play  a 
cute  little 
baby 


A 


cew 
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AT  LAST,  A GOLF  GAME 
WITH  NO  HANDICAP. 


Feel  the  club  through  your  fingertips.  Your  mouse  is  poised 

TO  ADDRESS  THE  BALL.  A SUBTLE  OPENING  OF  YOUR  WRIST 
ANGLES  THE  CLUBFACE.  SWEEP  THE  MOUSE  BACK,  THEN  FORWARD 
IN  ONE  ELEGANT  MOTION.  A SMOOTH  AND  RHYTHMIC  SWING, 
FULL  OF  POWER  & CONTROL.  TrUE  CONTACT.  MOUSE  ON  BALL. 


A low  drive  into  the 
wind?  A fade  with  a six-iron 
round  a tree?  An  explosion 
shot  from  a deep  pot  bunker? 
You  have  the  tecfmology. 

Serious  control. 

Serious  golf. 

It  feels  perfect.  And  it 
looks  perfect  too.  flowing 
terrain,  surveyed  to  the  last 
inch,  fine  textures  dotvn 
the  rolling  fairway  to  the 
contoured  green.  The  bunkers 
raked,  and  20,000  frames  of 
animation  put  you  in  the 
correct  stance  even  in  the 
most  awkward  lie. 

Unique  features. 
Uniquely  realistic. 


Featuring  Gary  Player 

A STROKE  OF  GENIUS 


And  the  rest  of  the  .score?  Extensive  TV-.Stylf.  commentary,  full  Internet  play  and  cha.mpionships  for  up  to 

32  GOLFERS,  iS  PRIVATE  LESSONS  FRO.M  GARY  PIwSYER,  }6  COMPELLING  HOLES  OF  GOLF  ON  Hll.TON  He.AD  NATIONAL,  SOUTII  CLSROLINA 
S£  St  Mellion  International,  EngijSnd.  Intelligent  handicapping  and  range  of  co.mpetitions. 
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7.  The  Curse  of  Monkey  Island 


Windows  95  CD-ROM,  $39.95 
LucasArtS,  (415)  472-3400 
www.lucasarts.com 

The  third  installment  in  LucasArts’  classic  Monkey  Island  series  was 
our  No.  1 pick  in  our  E3  roundup  in  September.  Now  that  we've 
actually  had  a chance  to  play  it  a bit,  we’re  happy  to  report  that  it’s  still 
our  No.  1 pick.  The  Curse  of  Monkey  Island  looks  like  one  game  that’s 
actually  going  to  deliver  (he  goods. 

Curse  is  in  the  able  hands  of 
veteran  LucasArts  designers 
Jonathan  Ackley  and  Larry 
Ahern,  who  worked  on  Full 
Throttle  and  The  Dig. 

Curse  puts  us  back  in  the  role  of  Guybrush  Threepwood,  doofus 
pirate  extraordinaire,  as  he  once  again  matches  wits  with  the  evil 
LeChuck,  and  attempts  to  remove  a curse  from  his  true  love,  Elaine 
Marley.  Although  it’s  been  five  long  years  since  Monkey  Island  2 and 
series  designer  Ron  Gilbert  has  moved  on.  Curse  is  in  the  able  hands  of 
veteran  LucasArts  designers  (and  Monkey  Island  fans)  Jonathan  Ackley 
and  Larry  Ahern,  who  worked  on  the  last  two  LucasArts  adventures, 

Fua  Throttle  and  The  Dig. 


Curse  will  have  all  the  hallmarks  for  which  the  Monkey  Island  series 
(and  liJcasArts  adventures  in  general)  are  known:  outstanding  anima- 
tion, challenging  and  clever  puzzles,  and  the  most  hilarious  dialog  trees 
in  the  business.  Graphically,  the  new  game  is  light  years  beyond  Monkey 
Island  2,  with  richly  detailed,  wonderfully  expressive  animation  that 
wouldn’t  be  out  of  place  on  any  movie  screen.  Gameplay-wise,  don't 
expect  anything  radically  different  from  any  other  LucasArts  adventure- 
which,  for  most  of  us,  is  not  a bad  thing.  The  game’s  brainteasers  are 
punctuated  with  a few  short  acbon  sequences,  a la  Full  Throttle,  while 
extended,  ridiculous  conversations  with  the  usual  cast  of  goofbails  will 
constantly  reward  you-even  if  they  never  help  you  finish  the  game 
The  Curse  of  Monkey  Island  looks  like  it  will  be  a worthy  addition  to 
this  classic  comic  series.  For  adventure  gamers,  it’s  a can't-miss  title. 


2.  Zork  Graiul 
Inpuisitor 

Windows  95  CD-ROM.  $49.95 
ACIivision.  (310)  255-2900 
www.acllulslan.com 

Like  Curse  of  Monkey  Island,  Zork  Grand 
Inquisitor  is  a follow-up  lo  a olassic  adven- 
ture series,  only  this  series-ZoRK-happens  to 
be  just  about  the  oldest  and  most  beloved  in 
all  of  computer  gaming.  And  it,  too,  looks-at 
least  from  the  beta  we  played-as  it  it  will  live 
up  to  its  famous  pedigree. 

Zork  Grand  Inquisitor  takes  place  about  100 
years  after  the  last  game,  Zork  Nemesis.  Now,  the 
fantasy  world  is  in  a lime  ol  crisis.  A tyrannical 

Zork  happens  to  be 
just  about  the  oldest 
and  most  beloved 
series  in  all  of 
computer  gaming. 


fellow  calling  himself  Ihe  Grand  Inquisitor  has 
seized  control,  sealed  off  the  Great  Underground 
Empire,  and  banished  the  practice  of  magic.  You 
must  join  a magic  resistance  and  time-travel 
back  to  different  eras  of  Zork  history  to  recover 
legendary  objects  (from  previous  Zork  games) 
that  can  help  restore  magic  to  the  land. 

While  ZGl  shares  the  same  basic  engine  as 
Zork  Nemesis,  the  two  games  are  as  different 
as  can  be.  In  terms  of  graphics,  the  humor- 
less, MYSTical  tone  of  Nemesis  has  been 


replaced  by  a more  comic,  light  approach- 
without  sacrificing  an  overall  sense  of  forebod- 
ing and  mystery.  Gameplay  has  been 
enhanced  beyond  the  standard  adventure  puz- 
zles to  include  spellcastlng-a  welcome  throw- 
back to  the  old  Enchawter  series. 

For  longtime  fans.  Zork  Grand  Inquisitor  Is 
nothing  less  than  a must-have.  But  this  might 
also  be  the  perfect  Zork  game  (unlike  the  pre- 
vious two)  for  everyone  who's  ever  wondered 
what  the  fuss  was  all  about. 


3.  Diablo  and  Hell  fire 

Windows  95  CD-ROM.  $29.95 
Sierra  On-Line.  (800)  757-7707 
www.slerra.com 


The  first  Diablo  add-on  disk, 
called  Hellfire,  will  be 
released  in  November  by 
Sierra  On-Line. 

Okay,  you've  probably  played  Blizzard's  Diablo.  But  if,  for  some 
unfathomable  reason,  you  haven't,  drop  this  magazine  now 
and  go  pick  up  a copy.  Yes,  CGl4/’s  Game  of  Ihe  Year  is  more 
dungeon  romp  than  traditional  RPG,  but  it’s  the  best  dungeon 
romp  in  years-so  stop  being  a fuddy-duddy  already. 

If  you  have  played  Diablo  to  death,  you’ll  be  thrilled  to  know  that 
Blizzard  has  just  authorized  the  first  add-on  disk,  called  Hellfire,  to 
be  released  In  November  by  Sierra  On-Line.  We  haven't  seen  it  yet, 
but  it  couldn't  sound  more  promising.  Hellfire  adds  new  quests,  a 
new  character  class  (the  Monk),  30  new  magic  items,  5 new  spells, 
20  new  monsters,  and  more.  Keep  your  eyes  peeled,  and  sharpen 
that  ax.  We’re  all  going  back  to  hel!  again.  Woo-hool 
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If  you  don't  do  ^ 

SOMETHING 


SOMETHING  will  do  ’ 
SOMETHING 


You  are  your  own  worst  enemy  in  the  moody  world  of  Dark  Earth.  Debris  fiJls‘tj'ie; 
air  and  your  flesh  is  being  attacked  by  a deadly  virus.  Poisonous  clouds' driS  and!  ' 4; 
photosynthesis  lias  ceased.  Still,  it  is  your  mission  to  uncover-a.secret  history 
that'll  help  restore  the  one  thing  that  can  save  all  of  humanrty-light.  • ” 

You’ll  uncover  dark  murder  plots  through  real  lime  adventure  and 
treacherous  combat  as  you  interact  with  greedy  and  bi;rarre  characters'. 

■envelop  the  City  you  protect  whether  you're  there  or 
not,  and  then  continue  to  prey  upon  you  as  you  ponder 
■your  next  move.  But,  there  is  a ray  of  hope-you 
simply  have  to  find  it.  www.darkearth.com 


Ak>^b%  oh,Win<lavvy'\9^ 
Ibratwtaller.  or>cgH' 

, ni^t  <041.  orOnac^' 
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4.  Twinsen’s  Odyssey 

Windows  95  CD-ROM,  $49.95 
Activision,  (310)  255-2000 
www.acUvision.com 

The  latest  adventure  game  from  French  designer  Frederick  Raynal 
(Alone  in  the  Dark)  is  one  of  the  best  and  most  unique  games  of 
the  year.  This  sequel  to  Relentless  (or  Little  Big  Adventure)  places 
you  in  the  role  of  Twinsen,  hapless  hero  and  father-to-be  on  the  planet 
Twinsun,  a beautiful,  surreal  3D  world  that  is  the  focus  of  destruction 
by  a race  of  evil  aliens.  Can  you  save  the  planet?  Will  your  dino-fly  ever 
fly  again?  And  what’s  up  with  those  walking  hot  dogs?  Combining 
adventure  puzzles  with  action  sequences,  Twinsen's  Odyssey  is  a long, 
challenging  game  with  extra  qualities  rarely  seen  these  days:  charm 
and  true  artistic  vision. 


5.  Fallout 

Windows  95,  Macintosh  CD-ROM,  $TBA 
Interplay.  (714)  553-6655 
www.interplay.com 

At  long  last,  a computer  role-playing  game  without  an  elf  or  arch- 
mage in  sight.  Interplay’s  Fallout  is  a dark,  futuristic  RPG  set  80 
years  after  a devastating  nuclear  war.  Mankind  has  been  forced  into 
underground  vaults,  and,  as  the  game  begins,  you  must  venture  out- 
side-where  mutants,  radiation,  and  other  hazards  lie  in  wail-lo  find  a 
chip  for  your  vault's  water  purification  system.  As  many  gamers  know, 
Fallout  was  originally  based  on  Steve  Jackson’s  GURPS  system,  but 
a.. .well. ..fallout  between  Interplay  and  Jackson  forced  Interplay  to  create 
its  own  system.  The  beta  we’ve  been  playing  shows  some  holes,  such 
as  somewhat  weak  combat,  but  we’re  keeping  our  fingers  crossed.  It  it’s 
done  right,  this’ll  be  the  most  original  RPG  of  the  year. 


6.  The  Space  Bar 

Windows  95,  Macintosh  CD-ROM,  $39.95 
SegasoR,  (888)  SEGA-SOF 
www.segasoft.com 

Steve  Meretsky's  The  Space  Bar,  released  this  past  spring,  is  one  of 
the  year’s  best  adventures,  but,  unfortunately,  it  never  seemed  to 
find  an  audience  (call  it  the  curse  of  Rocket  Science).  The  Space  Bar 
puts  you  in  the  role  of  Alias  Node,  detective  on  the  planet  Armpit  VI, 
whose  search  for  a murderer  takes  him  on  a twisted  trip  through  the 
eyes  of  various  alien  beings.  Anyone  familiar  with  Meretsky’s  classic 
text  adventures  (Hitchhiker’s  Guide  to  the  Galaxy,  Zork  Zero)  knows 
what  to  expect:  tough  puzzles  combined  with  unabashedly  silly 
humor.  Marred  only  by  horrendously  annoying  disc-swapping.  The 
Space  Bar  is  a first-rate  title  that  showcases  a master  designer  at  the 
top  of  his  game. 
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INTRODUCING  THE 
FIRST  GAME  YOU  CAN  PLAY 
WITH  THIS  JOYSTICK. 


THE  LIGHTSABER.  THE  ELEGANT  WEAPON  OF 
THE  STAR  WARS®  SAGA.  NEVER  BEFORE  HAS 
ANYONE  BUT  A )EDI  KNIGHT  BEEN 
WORTHY  OF  CARRYING  ONE.  UNTIL  NOW. 


CIRCLE  READER  SERVICE  #122 


JEDI  KNIGHT":  DARK  FORCES®  II  CONFRONTS  YOU  WITH  THE  |OYS  OF  JEDI  KNIGHTHOOD. 
THERE'S  COMBAT.  MORE  COMBAT.  (DID  WE  MENTION  COMBAT?)  YOU  LIVE  LIFE  AS  A MARKED  JEDI. 

INTERGALACTIC  ASSASSINS  ABOUND  ON  TWENTY-ONE  3'D  LEVELS.  EACH  WITH  THE  SINGULAR 
INTENT  OF  PUTTING  "I  KILLED  A )EDI"  ON  THEIR  RESUMES.  BOSSK,  GORC,  lEREC  - EACH  EVIL  ENEMY 
YOU  FACE  WANTS  YOUR  JEDI  SKULL  ON  A STICK  AND  THERE'S  DEFINITELY  NO  JOY  IN  THAT. 


WWW  - Lucasarts-com 

THE  OFFICIAL  STAR  WARS  W li  B S I T t : 

www.starwars. com 
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7.  Broken  SwortI:  The  Smoking  Mirror 

Windows  95  CD-ROM,  $39.99 

Virgin  Interactive  Entertainment,  (714)  833-B710 

www.vie.com 

Broken  Sword:  The  Smoking  Mirror  is  the  sequel  to  last  year’s  Circle  of  Blood,  one 
of  the  best  adventure  games  of  1996.  This  time,  numerous  technical  and  game- 
design  improvements  have  been  made.  Expect  to  see  the  same  great  animation  that 
Circle  of  Blood  featured,  spruced  up  with  shadows  and  translucency  effects.  And  for 
design,  get  ready  to  see  the  same  strong  plot,  but  with  half  the  dialogue-and  the 
chance  to  play  as  bolh  George  Stobbarl  and  Nicole  Collare,  We  only  hope  this  sequel 
gets  more  attention  than  its  underrated  predecessor. 


8.  Dark  Earth 

Windows  95  CD-ROM,  $TBA 
MicroProse  Inc.,  (510)  522-3584 
www.mlcroprose.com 

After  years  in  development,  the  long-awaited  Dark  Earth  should  be  out  in 
time  for  Santa’s  elves  to  load  it  on  the  sleigh.  This  unique  adventure 
game,  developed  by  Kalisto,  tells  the  epic  struggle  of  mankind  300  years  in 
the  future,  following  a cataclysmic  meteor  shower  that  has  left  the  planet  in 
perpetual  darkness.  In  this  world,  you  play  the  role  of  Arkhan,  a "Guardian 
of  Light,"  who  becomes  involved  in  a deadly  political  and  religious  struggle. 

The  deep  plot  is 
matched  by  daz- 
zling 3D  graphics 
and  a detailed,  yet 
easy-to-learn,  com- 
bat system.  One 
look  at  the  beta  and 
we  were  ready: 

Dark  Earth  looks 
awesome. 


9.  The  Last  Express 

Windows  95,  DOS,  Macintosh  CD-ROM,  $39 
Droderbund  Software,  (415)  382-4400 
www.tastexpress.com 

The  Last  Express  is  another  great  game  that  didn’t  fully  gel  its  due— 
which  is  why  we’re  recommending  it  here.  Created  by  veteran  designer 
Jordan  Mechner 
(Prince  of  Persia),  The 
Last  Express  is  a mur- 
der mystery  set  aboard 
the  Orient  Express  on 
the  eve  of  World  War  I. 

With  its  unusual  roto- 
scoped  animation,  so- 
phisticated storyline, 

“real  lime"  gameplay 
(events  proceed  on  the 
train  whether  you  do  anything  or  not),  and  multilingual  soundtrack.  The 
Last  Express  looks  and  feels  like  no  other  adventure  game  you've  ever 
played.  Check  it  out. 


10.  Black  Dahlia 

Windows  95  CD-ROM,  $59.95 
Tahe2  Software.  (212)  941-2988 
www.bdahila.com 

Once  again,  Take2  has  taken  a serial  killer 
(last  year,  it  was  Jack  the  Ripper)  and  cre- 
ated a first-person  adventure  game  with  the 
killer  at  the  center  of  the  plot.  This  time,  Black 
Dahlia  has  a richer  and  darker  plot-one  that  involves  Nazis,  occult  rituals,  and  the  Cleveland 
Torso  Killer-all  mixed  together  with  good  gameplay  and  decent  FMV.  With  graphics  that 
immerse  you  in  the  late  ’40s  setting,  quality  acting  (by  game  standards)  from  the  likes  of 
Dennis  Hopper,  and  puzzles  that  are  integral  to  the  plot,  Black  Dahlia  looks  as  if  it  will  outdo 
its  predecessor,  Ripper,  and  be  one  of  the  better  adventure  games  to  be  released  this  year. 


stocking  Stutter 

In  anticipalion  ol  Take2's 
upcoming  Black  Dahlia,  do 
yourself  a favor  and  pick  up 
a copy  ol  James  Ellroy's 
classic  crime  Ihriller  ol  the 
same  name.  Ellroy's  Black 
Dahlia,  the  first  part  ol  his  stunning  L.A. 
Quartet,  is  one  of  the  best  novels  of  the 
1980s-a  dark,  disturbing  tale  of  love,  obses- 
sion, and  violence,  centered  around  the  leg- 
endary "Black  Dahlia"  murder  in  Los  Angeles. 
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Category:  A Christmas  Case  History 


Yes,  Vii^nia,  there  is  an  answer.  Just  dial  that  iittie 
number  there,  and  we’il  give  you  a peek  at  our 
latest  edition,  YOU  DONT  KNOW  JACK*  Volume  3. 
No  cheesy  salespeople,  no  B.$.  just  a game. 


Like  what  you  hear?  Drop  the  phone,  and  pick  up 
the  CD-ROM,  wherever  irreverent  software  is  sold. 


4;  If  Santa  Claus  developed  a 
“Bipolar  Disorder/’  how  might 
he  behave  on  Christmas  Eve? 
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by  transforming  the  game  info  afirst-person,  action- 
oriented  aftair.  Sierra  promises  that  it's  stiil  an 
adventure  game,  and,  with  Roberta  Wiiiiams  still  at 
the  helm,  there’s  no  reason  to  be  skeptical-but  to  be 
honest,  we’re  a little  skeptical,  We’ll  see. 


Other  Holiday  Adventures 


Thankfully,  after  a long  drought  of  decent  games,  there  are  plenty  of 
adventure  and  role-playing  titles  on  the  horizon-and  many  of  them 
actually  look  good.  The  following  games  nearly  made  our  Top  10  list, 
but  the  lack  of  playable  code  at  the  time  of  this  writing  held  them  back. 
They  are  all  worthy  contenders,  though. 

New  World  Computing's  Might  and  Magic  Vi  would  probably 
have  landed  at  the  very  lop  of  this  list,  had  we  seen  any  code,  but,  alas, 
it  was  not  to  be.  This  latest  entry  in  one  of  gaming's  classic  RPG  series, 
now  updated  with  a brand-new  3D  engine  and  a storyline  tied  into 
that  of  the  Heroes  of  Might  and  Magic  games,  is  the  one  we’re  most 
looking  forward  to  playing  this  Christmas-if  it  ships.  We  shall  light  a 
candle  and  pray. 


Read.Me  section.  Keep 
your  eyes  peeled  for 
Red  Orb’s  The  Jour- 
neyman Project  3, 

the  latest  game  in  this 
seminal  graphic 
adventure  series. 

The  great,  hilarious 
Douglas  Adams 

(Hitchhiker’s  Guide  to  the  Galaxy)  is  returning  to  computer  gaming  in  a big 
way  with  the  imminent  release  of  Starship  Titanic,  a graphic-based 
comic  adventure  about  the  maiden  voyage  of  an  intergalactic  spaceship 
that  happens  to  crash  into  your  house. 

Bethesda’s  Battiespire  is  a follow-up  to 
Daggerfall,  set  in  the  Elder  Scrolls  universe,  but  it 
is  not  a sequel  to  that  game.  Think  of  it  instead  as  an 
action-oriented  side  quest,  with  lots  of  first-person 
3D  combat  and  multiplayer  deathmatch  options. 

Sierra  On-Line  is  embarking  on  two  quests  this 
season:  Quest  for  Glory  5:  Dragon  Fire,  and 
King's  Quest  8:  Mask  of  Eternity.  The  former  is 
the  latest— and  probably  last-entiy  in  the 
company's  popular  Quest  for  Glory  fanta^  RPG 
series,  which  includes  completely  updated  graphics 
and  a new  combat  ^tem,  as  well  as  new  multiplayer 
options.  Sierra  is  going  way  out  on  a limb  with  King's 
Quest  8,  Roberta  Williams’  classic  adventure  series, 


Westwood’s  Lands  of  Lore  2:  Guardians  of  Destiny  is  another 
long-awaited  role-playing  game  that  will  be  out  by  the  time  you  read  this, 
but  it  didn’t  get  into  our  hands  in  time  for  us  to  play.  See  our  preview  in 
CGWi¥159fordetails. 

You’ve  probably 
heard  by  now  that  Red 
Orb  is  preparing  the 
release  of  Riven;  The 
Sequel  to  Myst, 
which  was  apparently 
some  kind  of  adventure 
game  that  a few  people 
bought.  We  got  Riven 
as  we  went  to  press- 
see  the  story  in  our 
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Fantasy  RPG  fans  looking  for  a great,  immersive  story  to  dive 
into  when  they're  away  from  the  computer  should  check  out  Jeff 
Smith’s  wondrous  comic  book,  Bone.  This  independent,  black- 


and-white  comic  mixes 
elements  of  Disney  and 
Tolkien  in  an  epic  strug- 
gle of  good  and  evil. 
Funny,  charming,  scary, 
addictive— Sone  is  a 
future  classic.  Jump  on 
the  bandwagon  now. 
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CIRCLE  READER  SERVICE  #116 


Categoiy:  Drop  the  Herring,  Dirtbag 


M-  Because  of  the  origin  of  the  phrase 
“Five-0,”  what  would  be  a logical 
name  for  “Hawaii  Five-0”  in  Alaska? 


Forget  the  book,  Daniio.  Dial  that  little  number 
there,  and  w^ll  give  you  a peek  at  our 
latest  edition,  YOU  DONT  KNOW  JACK*  Television. 
No  cheesy  salespeople,  no  B.S.  lt%  just  a game. 


Like  what  you  hear?  Drop  the  phone,  and  pick  up 
the  CD-ROM,  wherever  irreverent  software  is  sold. 


Windows  95  CD-ROM,  $39.95 
Smart  Games,  {800)  788-8815 
www.smartgames.com 

The  iirst  Smart  Games  Challenge  was  clever  and  lun,  a sleeper  thal, 
parllally  buoyed  by  its  aggressive  price  point,  stayed  atop  the  best- 
seller lists  tor  months  (and  it’s  still  selling,  more  than  a year  later). 
Successful  though  it  was,  however,  Challenge  #1  was  still  basically  a 
mix  ot  traditional  logic,  manipulation,  and  brainteaser  puzzles  brought  to 
the  computer.  For  the  encore.  Smart  Games  is  doing  a very  good  job  of 
avoiding  the  dreaded  curse  of  '‘sequelitis"  by  including  puzzles  in 
Challenge  #2  (many  from  well-known  puzzle  designers  around  the 
world)  that  take  advantage  of  your  PC.  For  example,  one  addictive  game 


must  be  solved  by  manipulating  audio  cues  into  a jigsaw  puzzle  format, 
if  that  isn’t  your  speed,  you  can  always  try  Polf,  a cross  between  pool 
and  golf,  complete  with  sand  traps  for  your  billiard  balll  Smart  Games 
doesn’t  normally  give  hints-after  all,  it  does  have  a contest  with  cash 
prizes  for  defeating  the  entire  set  of  puzzles-but,  responding  to  feed- 
back, the  designers  are  including  tips  for  all  but  the  top  tier  of  puzzles 
this  time  around. 

There  are  dozens  of  different  puzzles,  all  with  multiple  levels,  which 
translates  to  hundreds  of  hours  of  mind-bending  enjoyment.  The  color 
palette  is  improved  immensely  as  well  (which  helps  a great  deal  when 


There  are  dozens  of 
different  puzzles, 
all  with  multiple 
levels,  which  trans- 
lates to  hundreds  of 
hours  of  mind-bend- 
ing enjoyment. 

it's  three  o’clock  in  the  morning  and  you’re 
looking  for  that  final  piece  to  the  puzzle). 

Now  that  this  is  a true  Windows  95  applica- 
tion, the  biggest  challenge  may  be  getting 
any  work  done  once  it’s  been  installed  on 
your  desktop. 


This  fast-paced, 
frustrating  frolic 
makes  an  excellent 
addition  to  any 
puzzle-meister's 
collection. 


2.  Lose  Your  Marbles 

Windows  95  CD-ROM,  $19.99 
SegaSafI,  (888)  SEGASOFT 
www.segasoft.coni 

We  have  the  perfect  gift  for  anyone  who  is  addicted  to  Tetris  or 
plays  Baku  Baku  incessantly.  Lose  Your  Marbles  is  an  addictive  lit- 
tle puzzle  that  is  great  fun  in  single-player  mode  against  the  computer, 


and  even  better  when  you  challenge  a real-life  opponent  (via  hotseat  or 
LAN).  The  idea  of  the  game  is  to  clear  your  marbles  off  a grid  by  lining 
up  three  or  more  of  the  same  color  before  your  opponent  clears  his.  If 
you  manage  to  line  up  five  in  a row,  you'll  dump  a nasty  load  of  marbles 
onto  your  rival.  The  skill  lies  in  looking  ahead,  so  that  when  you  remove 
marbles  from  the  board,  a row  of  the  same  color  might  drop  into  place, 
causing  a chain  reaction.  As  your  play  area  begins  to  fill  up,  it  becomes 
more  and  more  difficult  to  maneuver  your  rows  ot  marbles.  Allow  your 
screen  to  fill  up  with  marbles  and  you  lose 
the  game. 

Lose  Your  Marbles  includes  three  skill 
levels  (easy,  difficult,  and  hard);  multiple 
levels  of  gameplay;  bonus  marbles;  and,  in 
single-player  mode,  additional  bonus 
rounds.  This  last-paced,  frustrating  frolic 
makes  an  excellent  addition  to  any  puzzle- 
meister’s  collection. 


3.  You  Don’t  Know  Jack  3 and  You  Don’t  Know  Jack  TV 


Windows  95/Mac  CD-ROM,  $29.99  each 
Berkeley  Systems,  (510)  540-5535 
www.tierkeleysystems.com 

Berkeley  Systems  is  adding  two  new  titles  to  its  You 
Don’t  Know  Jack  lineup,  just  in  time  for  Christmas. 
Jack  3 promises  new  question  types  (Threesomes,  a multi- 
player version  of  the  Dis  or  Dat  question;  Impossible 
Questions;  Fiber  Optic  Field  Trips  To  The  Dead;  and  the 
What  Is  This?  question),  improved  graphics,  and  a new 
dose  of  acidic  wit  and  sarcasm. 

In  Jack  3,  couch  potatoes  may  well  be  able  to  ansv/er  all 
the  questions,  but  you’ll  never  get  the  better  of  your  smart- 
mouthed host,  since  greater  customization  now  allows  him 
to  be  ruder  than  ever.  If  you  decide  to  play  on  a weekend, 
for  example,  he'll  greet  you  with  remarks  like  "Hey,  loser, 
why  are  you  staying  home  on  a Saturday  Night?" 


f ^ ^ 

Charlotte 

The  Betty  Ford  Clinic 

U for  Hankerers 

^ It's  a Bloody  Stew,  Darling! 

BMlUHtyKOrappincBaltibHD  S3,000 

If  aD  your  pets  got  pregnant  on  New 

"M”  Is  for  the  Many  Times 

Year’s  Day,  which  one  would  go  into 

She  Played  Me 
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IN  X-WING  VS.TIE  FIGHXER 

YC>U  WILL^  BAXXLE 

HEAD-XO-HIEAD  AGAINSX 

• • 

• • 

AN  ENEMY  IVIO RE  RUTHLESS  THAN 

JABBA  THE  HUXT 

AND  MORE  S I N I SX  E R .’V  H A N 

• , • . ' • 

E>ARTH  VAE>ER. 

• • • , . ♦ * • 

Mild  mannered  Floyd?  He  may  be  quiet  and  reserved,  but  he  fould  be  the  greatest  pilot  in  ‘the 
Star  WhKs®  universe.  That  is,  unless  you  challenge  him.  Therein  lies  the  beauty  of  X-Wing  vs. 

. TIE  Fighter™  Since  it’s  in  realtime  for  the  first  time,  you’ll  be  thrown  into  the  most  challenging 
dogfights  against  real  people  o.ver  modem,  network,  and  the  Internet.  You’re  not  gonna  let  a guy 
named  Floyd  or  anvbodv  else  out  there  rule  the  galaxy  forever,'  are  you?  http://www.lucasarts.com 


because  it  lets  you  fly  for  the 
Rebels  or  the  Imperial  Navy.  With 
two  new  story -driven  campaigns  and 
cut  scenes  that  dazzle  the  senses, 
you’ll  find  your  shorts  wedged  up 
at  light  speed.  And  watch  our  for 
Floyd.  He  hasn’t  exactly  forgotten 
your  last  encounter. 


CIRCLE  READER  SERVICE  #131 


N 


w 


CO 


Oh,  so  you’ve  beaten  Floyd  already? 
Well,  while  you’ve  been  basking  in  the 
gloiy  from  your  last  victory,  Floyd’s 
been  picking  up  a few  flying  tips  from 
the  Empire.  the  Rebels.  Because 
he  has  Balance  of  Power.  It’s  an 
add-on  CD  that’s  the  icing  on  the 
asteroid  for  X-Wing  vs.  TIE  Fighter 


Simply  put,  games  are  meant  to  be  dominated,  not 
merely  played.  And  though  practice  may  eventually  get  you 
to  perfection,  the  Microsoft  " SideWinder"  Precision  Pro  will 
get  you  there  a lot  quicker. 

And  with  the  new  ergonomically  designed  stick,  buttons 
are  at  your  fingertips  and  right  under  your  thumb.  You  know, 
the  same  place  you  wish  your  games  were. 


With  Microsoft  Sidewinder  Precision  Pro  you  get: 


patented  digital-optical  technology 

unbeatable  accuracy  and  reliability  with  no  actual  wear  and  tear 

shift  button  to  double  functions 

map  specific  keystrokes,  maneuvers,  and  strings  . 

30  pre-loaded  game  profiles 
on-handic  rotation  control 


Microsoft 


Where  do  you  want  to  go  today?  www.microsoft.com/sidewinder 
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4.  Pictionary 

Windows  95  CD-ROM,  $29.99 
Hasbro  Interactive,  (508)  921-3700 
www.hasbro.com 

Hasbro  Interactive  has  joined  forces  with 
the  creators  of  the  Pictionary  boardgame, 
leading  one  to  believe  that  the  CD-ROM  ver- 
sion might  retain  the  style  and  personality  of 
the  original-no  easy  task.  Of  the  six  different 
game  types,  it  is  the  “you-draw"  category  that 
is  most  reminiscent  of  the  boardgame.  Still,  for 
those  of  you  who  were  never  any  good  at  draw- 
ing with  a pen  and  paper,  we’re  sorry  to  inform 
you  that  you’ll  be  no  better  with  a mouse.  The 
artistically  challenged  can,  however,  pick  up 
points  during  the  other  five  games.  Pictionary 
offers  single-player,  multiplayer,  and  team  play 
with  hotseat,  Internet,  and  LAN  capabilities. 


5.  Acrophobia 

Online  only 

Berkeley  Systems,  (510)  540-5535 
www.bezerk.com 

If  you  weren’t  convinced  that  the  folks  from 
Berkeley  Systems  are  the  zaniest  game 
designers  this  side  of  Steve  Meretsky,  you’ll  be 
a true  believer  after  playing  this  game.  This 
online-only  contest  pits  you  against  three  to 
more  than  a dozen  people,  as  you  all  attempt 
to  write  witty  answers  to  acronyms  ranging 
from  three  to  eight  letters  in  less  than  a 
minute.  The  winners  are  decided  by  votes  from 
the  participants,  with  an  edge  given  to  fast  typ- 
ists. After  a set  number  of  rounds,  the  two  top 
scorers  face  off  for  the  acronym  title.  (We  real- 
ize you  can’t  actually  buy  this  online  game  in 
the  store.  But  if  you’re  looking  for  a gift  for  a 


computer  gamer  whom  you  don’t  really  care 
enough  about  to  spend  money,  why  not  just 
gel  a card  and  write  the  URL  inside?) 


voice-over  provided 
by  Anthony  Daniels), 
who  acts  as  banker 
throughout  the  game. 
Choose  your  game 
token  from  one  of 
eight  favorite  Star 
IVars  characters,  who 
will  transform  info 
full-motion  3D  mod- 
els when  they  land  on 
the  board.  If  you’re 
unfortunate  enough 
to  go  bankrupt  during 
the  game,  your  character  will  be  blasted  into 
oblivion  by  the  Death  Star.  The  game  also 
includes  footage  from  the  recently  restored 
Star  Wars  trilogy. 


6.  Monopoly:  Star 
Wars  Edition 


Windows  95  CD-ROM,  $49.99 
Hasbro  Interactive,  (508)  921-3700 
www.basbro.com 

Monopoly:  Star  Wars  Edition  includes  all 
the  features  of  Hasbro’s  original 
Monopoly  Multimedia,  but  this  time,  the  loca- 
tion is  a galaxy  far,  far  way.  In  the  opening 
sequence,  players  are  greeted  by  C3P0  (with 
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World  CItamplon  Openings 
Cardoza  Publishing,  $16.95 
ISBN  D-940685-69-8 

kasirarov  v.  Deeper  Blue 
A Batsiord  Booh,  $14.95, 
www.batsfard.com 
ISBN  0-7134-8322-9 


Eric  Schiller  is  a noted  A 

chess  journalist  and  author  H 

whose  many  credits  include 
work  on  the  highly  success- 
(ul  Chessmaster  In 
his  book,  Wor/d  Champion 
Openings,  he  deftly  combines  teaching  acu- 
men with  the  eye  of  a fan,  in  a comprehen- 
sive took  at  chess  as  played  by  every  world 
champion,  from  Paul  Morphy  in  the  1800s  to 


(the  modern  mastery  of 
Rscher  and  Kasparov. 

Daniel  King  was  Ihe  offi- 
cial  match  commentator, 
which  gives  Kasparov  v. 
Deeper  Blue  a sme  of 
authenticity.  King  tries  to 
balance  the  action  on  the 
vvith  the  media  cir- 
cus  surrounding  the  event, 
and  largely  succeeds.  If 
i.  account  isn’t  totally 
unbiased,  it  is  gripping  and  human-which 
is  more  than  can  be  said  for  the  outcome  of 
the  match,  Well  worth  a read,  even  if  you 
aren't  a pawnpusher. 
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7.  Microsoft 
Entertainment  Pack 
Puzzte  Coitection 

PC  CD-ROM,  $34.95 
Microsoft,  (206)  882-8Q80 
www.microsoft.com 

Ten  all-new  puzzles-several  created  by 
Alexey  Pajitnov  himself— with  an  obvious 
Tetris  influence.  The  collection  features  many 
innovative  puzzle  types,  including  the  wacky 
Mixed  Genetics,  which  has  you  playing  God, 
breeding  strange  mutated  animals  to  create  a 
pure  species;  and  the  clever,  strategic  brain- 
teaser,  Finty  Flush.  The  CD  offers  a custom- 
install  option,  so  that  you  can  delete  the 
games  you  don’t  particularly  care  for,  and  run 
your  favorites  directly  from  your  hard  drive.  The 
Puzzle  Collection  is  the  perfect  gift  for  those 
who  like  to  combine  strategic  thinking  with  fast 
reflex  action. 


Stocking  Stutters 


Creatures 

Creatures  isn’t  realty  a game;  rather,  it’s 
more  a software  toy  a ia  SiMCrry,  in  which 
you  raise  little  munchkins  that  seemingly 
stepped  right  out  of  the  movie  Gremlins. 
It’s  a lot  more  tailored  to  adults  than 
Tamagotchi  (see  our  Kids’  software  guide), 
and  it’s  really  nice  to  see  some  quality  Al 
work  in  a game  that  focuses  on  something 
other  than  blowing  things  up.  Charming 
and  addictive. 

Windows  95  CD-ROM.  $29.99 
Mindscape,  (408)  737-6800 
www.mindscapegames.com 


8.  Chessmaster 
5500 

Windows  95  CD-ROM,  $TBA 
Mindscape,  (800)  234-3088 
www.mindscapegames.com 

The  preeminent  chess  program  is  back  with 
belter  graphics  and  an  enhanced  chess 
engine.  Better  yet,  the  chess  library  seems  to 


work  a bit  more  smoothly  than  in  the  last  few 
versions  of  Chessmaster.  The  best  part  of  this 
series  has  always  been  the  incredible  variety  of 
computer  opponents  styled  after  famous 
grandmasters,  which  still  seem  to  be  a move 
or  two  ahead  of  the  competition. 

9.  Smart  Games 
Word  Puzzles 

Windows  95  CD-ROM,  $39.95 
Smart  Games,  (800)  788-8815 
www.smarfgames.com 

A totally  different  breed  from  Smart 
Games’  Challenge  series,  this  game  is 
the  closest  you’ll  ever  come  to  having  a 
crossword  puzzle  magazine  on  your  PC.  If  it 
isn’t  overly  ambitious,  it  is  very  accessible, 
and  offers  a fast,  pleasant  diversion  for  any- 


one, whether  their  passion  be  word  searches, 
anacrostics,  or  a deviously  difficult  New  York 
T/mes-style  crossword. 

to.  Bookup 

Bookup,  (800)  949-5445 

DOS  $149,  Windows  $199,  Mac  $99 

www.bookup.com 

It’s  hard  to  believe  that  the  same  folks  who 
brought  us  the  simple  yet  effective  Bobby 
Fischer  Teaches  Chess  could  create  this  com- 
plex software  aimed  at  intermediate  to 
advanced  players.  Even  so,  it’s  the  best  train- 
ing guide  there  is  for  any  chess  player  who 
aspires  to  a bit  of  Kasparov  genius.  Once 
you’re  familiar  with  the  system,  consider  taking 
advantage  of  the  large  number  of  quality 
Chessworks  books  on  CD-ROM. 


Sealed  Move 

Despite  disappointing  sales.  Sierra  is  mov- 
ing ahead  with  Power  Chess  98.  Whether  its 
fresh  approach,  including  some  more  down- 
to-earth  opponents,  will  challenge  the  domi- 
nance of  Chessmaster  remains  to  be  seen. 
Interplay  would  seem  to  have  a better  shot 


with  USCF  Chess,  backed  by  both  the  US 
Chess  Federation  and  an  all-star  cast  of 
grandmasters.  Hasbro  will  try  to  continue  its 
dominance  in  the  classics  genre  with 
Boggle,  but  you  have  to  wonder  how  much 
longer  they  can  keep  getting  away  with 
straight  conversions  of  old  boardgames. 


|ra|a| 


»y  G^V'll-KS.  FOK  G.J 


: reserved.  Orrginal  Caeurs  Pelaca  Gambling  computer  program ' 
Sony  PJavSIotion  version  ©1997  Video  Beam''*  Beam  Software  f 
ense  from  Caesars  World  Merchandising,  Inc.  Interplay  Ptj^uall 
1 PleyStalion  logo  are  trademarks  of  Sony  CompuiapEnMr^hriij 
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rU  ggiriiiig  pro  in  the  gambling  simulation  Caesars^ 
-avirtualVeg 
in  the  actual  casino. 


^ imbltng  s 

' Palace  - iCmrtual  Vegas  so  real-to-lifi,  you'd  bet  you  were 


Place  your  wagers  and  take  your  chances.  Join  friends  at 
the  table  through  network  play.  Polish  your  gaming 


skills,  play  the  odds  and  go  for  broke  - because  this  time 
all  the  action  is  on  the  house. 


The  only  major  casino  title  with  multi-player  network  play  that  allows  you 
to  connect  with  up  to  8 fi'iends  over  a LAN  - together  you  can  create 
your  own  virtual  gambling  group 

Five  challenging,  authentic  casino  games  - Blackjack,  Craps,  Roulette,  Slot  Machines, 
Baccarat  (PlayStation™  version)  and  Video  Poker  (Windows* '95  version)  - 
give  you  a run  for  the  money  with  real-world  rules,  odds  and  payouts 


Photo-realistic  graphics,  digitized  photography  and 
real-to-life  casino  sound  effects  put  you  right 
in  the  action 


Easy-to-use  controls  and  the  official 
Caesars  Palace®  video  tutorials 
will  have  you  playing 
like  a pro 


w upnmum  gammg  oaas, 

3f  authenticated  by  renowned 
mathematical  gaming 
analyst.  Dr.  William 
Bertram,  for  realistically 
random  outcomes 
and  no  easy  breaks 


Also 

the  Soi^rll) 
game  console 
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sports 


NBA  Live  gets  better 
with  each  new 
release,  despite  the 
fact  that  it  has  no 
real  competition. 


MICROSOFT  CART  PRECISION  RACING 


fadeaway  jumper  when  they  shoot.  All-new  motion-captures  better  illus- 
trate the  action-player  “sliding"  looks  as  if  it’s  been  fixed. 

EA  has  also  deepened  the  gameplay  by  allowing  you  to  create  your 
own  leagues  and  by  adding  a 3-Point  Shootout.  With  support  added  for 
3D  accelerators,  the  graphics  are  more  awesome  than  ever,  If  you  don’t 
have  an  accelerator  board  yet,  this  might  just  convince  you  to  get  one. 

If  Santa  had  to  bring  us  just  one  sports  game  this  year,  NBA  Live  98 
would  be  our  pick. 


T.  HBA  Live  98 


Windows  95  CD-ROM,  $49.95 
EA  Sports,  (415)  571-7171 
www.easpoils.com 

The  world's  greatest  athletes  don't  need  tough  competitors  to  keep 
their  edge;  their  greatest  motivator  stares  back  at  them  from  the  mir- 
ror every  day.  Such  is  the  case  with  EA  Sports’  NBA  Live,  CGWs  Sports 
Game  of  the  Year  for  the  past  two  years,  and  a game  that  gets  better 
with  each  new  release,  despite  the  fact  that  there  have  been  almost  no 
competitive  basketball  titles  on  the  PC.  And  hoops  fans,  here’s  the  best 
mm:  From  what  we’ve  seen  and  played  so  far,  NBA  Live  98  looks  as  if  it 
will  continue  that  trend.  This  game  has  every  chance  of  pulling  off  a 
three-peat. 

EA  has  (thankfully)  listened  to  the  criticisms 
of  the  last  version  and  seriously  improved  the 
biggest  flaw:  poor  player  control.  The  game’s 
programmers  cleaned  their  glasses  and  dis- 
covered that  gamepads  have  more  than  two 
buttons,  so  gamers  will  have  much  greater 
ability  to  control  the  action-instead  of  just 
hammering  on  the  Turbo  button.  Ball  carriers 
can  now  execute  pivots  and  crossover  drib- 
bles, for  example,  and  can  lean  in  or  go  for  a 


2.  Baseball  Mogul 


Windows  95  CD-ROM,  $49.95 

Infinite  Monkey  Systems,  (888)  BBMOGUL 

www.imonkey.com 

The  freshest  and  most  original  new  sports  game  of  the  year  came  not 
from  one  of  the  heavyweights,  such  as  EA  Sports  or  Sierra,  but  from 
a small  start-up  company  called  Infinite  Monkey  Systems.  Baseball 
Mogul  is  unlike  any  other  baseball  game  you’ve  ever  played.  It  puts  you 
not  on  the  mound  against  Tony  Gwynn  or  in  the  batter’s  box  against 
Clemens  or  The  Big  Unit,  but  rather,  in  Steinbrenner’s  leather  armchair, 


managing  the  business  of  baseball.  In  this  game,  you  strive  not  just  for 
runs  or  strikeouts,  but  for  cold,  hard  cash,  as  well.  You  assume  the  role 
of  one  of  Major  League  Baseball’s  28  general  managers,  and  work 
toward  building  a successful,  profitable  franchise-managing  your  ros- 
ter, finagling  trades,  setting  budgets,  dealing  with  contract  demands.  It’s 
a control  freak’s  dream,  with  every  decision  under  your  thumb-from 
whom  to  start  to  how  much  to  charge  for  hot  dogs.  Think 
you’re  smarter  than  the  bozos  currently  running  the  game? 
Here’s  your  chance  to  find  out. 

Baseball  Mogul  is  a control 
freak's  dream,  with  every 
decision  under  your 
thumb — even  how  much  to 
charge  for  hot  dogs. 


As  with  the  text-based  simulations,  Baseball  Mogul  isn't 
for  everyone,  but  those  who  love  the  wheeling  and  dealing  of 
fantasy  sports  will  have  a blast.  This  is  one  "little”  game  that 
definitely  belongs  in  the  big  leagues. 


3.  Links  LS  1998 
Edition 

Windows  95  CD-ROM,  $79.95 
Access  Software,  (800)  800-4800 
www.accesssaftware.com 

Links  LS  was  not  just  the  most  popular  golf  game  last 
year,  it  was  one  of  the  best  sports  games  in  general, 
retaining  the  top  spot  in  our  reader’s  poll  all  year  long. 

We  liked  it  too,  except  for  one  big  problem:  The  load 
times  were  horrendous,  even  on  fast  machines.  Access 
has  cranked  things  up  considerably  in  the  1998  edition, 
so  that  screens  now  redraw  in  just  a few  seconds.  Other 
notable  improvements  include  impressively  easy-to-use 
Internet  play  and  two  new  games  (scramble  and  alternate 
shot}.  New  graphic  enhancements,  such  as  water  reflec- 
tions, improve  the  already  jaw-dropping  graphics.  After  all 
these  years,  Lini«  is  still  the  one  to  beat. 
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Sotlwara  © 1997  Eleclronlc  Arts.  John  Madden  foolball,  EA  SPORTS,  ihe  EA  SPORTS  logo,  Liquid  At  and  "11  It's  in  the  game,  it's  In  the  game,’  are  trademarks  or  registe, 
shield  design  Is  a registered  trademark  otthe  National  Foolball  League,  Team  names,  nicknames,  logos  and  other  Indicia  are  trademarks  of  Ihe  teams  indicated.  TM/®1997  NFLP. 


MADDEN 


www.easports.com 


It’s  called  Liquid  AI,’“  chief,  and  you  better  gel  a heads'Up 
on  ivhat  it  is  before  it  crushes  you  like  a litt/e  ant. 


adomarks  of  Electronic  Arts  In  the  U.S.  and/or  other  counirles.  All  rights  reserved.  Otficlally  Licensed  Product  ol  the  National  Pootball  league  Players.®  1997  Players  Inc.  Tire  PLAYERS  INC  logo  is  a trademark  of  the  NFL  Players.  The  NFL 
Iher  trademarks  are  the  property  ol  their  respective  owners.  24-7  Hut! 


CIRCLE  READER  SERVICE  #182 


Direct  To  The  Internet. 
1-888-MSPRING  (677-7464) 

www.mindspring.com 


O 1997  MindSpring  Enterprises,  lr>c,  All  other 
nemos  ere  traaomarks  or  registered  trademarks 
o(  their  respective  holders. 

CIRCLE  READER  SERVICE  #089 


I was  an  ordinary  guy  until...  I sprang  onto  the 
Internet  with  MindSpring.  What  a heads-up  move! 
Wow  I’ve  got  Internet  access  that's  fast,  reliable 
and  easy-to-use.  And  best  of  all,  WO  DELAYS.  I go 
direct  to  the  Internet.  Wo  detours  or  traffic  tie-ups. 

With  MindSpring  you’ll  get: 

• Free  24-hour  technical  support 

• Free  Web  space  with  most  plans  - 5 to  1 0 MB 

• Flexible  pricing  - from  as  low  as  $6.95  to 
$19.95  a month  tor  unlimited  access 

• Software  for  Mac  or  Windows 

• And  a no  risk,  30-day  money  back  guarantee 


What  the  Experts  Say: 

PC  World:  MindSpring  “works  v;ell  and  is  easy 
to  use”  and  "their  support  people  were  among 
the  friendliest,  most  helptui  we  tound." 

PC  Magazine:  MindSpring’s  “strong  software  package 
and  excellent  customer  service  wilt  be  popular"  and 
"the  software  suite  includes  some  of  the  best  Internet 
tools...  the  software  is  easy  to  set  up  and  requires 
little  configuration," 


NelGuide:  MindSpring  wins  1997  Peopie's  Choice 
Award  in  the  category  of  best  Internet  Service  Provider. 


U.S.Rabolics:  MindSpring  now  supports  U.S.Robotics 
56Kbps  technology  in  select  locations. 


MBEB 
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4.  kBC  Sports  College  Football: 

Heroes  of  the  Griiliron 

Windows  95  CD-ROM,  $39.95 
OT  Sporls/ABC  Interactive,  (212)  456-7747 
www.abcinteractive.coni 

T Sports  is  following  up  last  year’s  okay-but-flawed  Monday  Night 
Football  with  two  new  games,  based  on  simitar  engines  but  with  a lot 
more  polish:  Monday  Night  Football  98  and  ABC  Sports  College  Football: 

Heroes  of  the  Gridiron.  Though  both  look  good,  we’re  recommending  the 
college  game  because  of  its  original  concept.  You  can  choose  from  among 
32  college  teams,  using  a dream  team  of  real-life  players  from  different  periods  in  the  schools’  history.  The  attention  to  detail  shows  a real  love  of  the 
college  game,  and  the  ABC  chrome— such  as  commentator  Keith  Jackson— adds  to  the  charm.  One  big  gripe  from  our  sports  editor,  though:  Where 
the  heck  are  the  Cal  Bears? 


5.  NHL  98 

Windows  95  CD-ROM,  $49.95 
EA  Sporls.  (415)  571-7171 
www.easports.com 

Along  with  NBA  Live,  this  was  the  other  big  franchise  from 
EA  Sports  to  make  the  jump  to  3D  last  season.  But  unlike 
the  hoops  game,  NHL  97  received  a very  mixed  reaction,  wow- 
ing many  gamers  with  its  unbelievable  graphics,  but  annoying 
knowledgeable  hockey  fans  who  couldn’f  deal  with  Its  faulty  Al. 
Fortunately,  EA’s  designers  Know  iney  have  something  to  prove  this  time  around,  so  they’ve  created  an  entirely 
new  Al  for  NHL  98.  with  assistance  from  Colorado  Avalanche  coach  Marc  Crawford,  that  they  hope  will  add  to 
the  game’s  realism.  Our  guess  after  looking  at  the  beta?  They’re  getting  there.  Look  also  for  international  tourna- 
ment play,  new  motion-captured  signature  moves,  and  enhanced  graphics  for  3D  boards  in  the  new  version. 


6.  Microsoft  CART  Precision 
Racing 

Windows  95  CD-ROIVI,  $54.95 
Microsoll.  Corn..  (295)  882-8990 
www.microsofl.com/oames/ 

We  don’t  know  if  it’s  just  Jeff  Gordon’s  good  looks  or  what, 
but  suddenly  auto  racing  is  grabbing  much  more  main- 
stream attention  these  days.  Microsoft,  never  one  to  let  anything 
go  by,  has  jumped  on  the  bandwagon  big-time  with  an  astounding-looking  Indy-car  simulation,  CART  Pbecision 
Racing,  that  just  might  blow  everybody  away.  With  challenging  and  detailed  racing  action,  accurately  modeled 
tracks,  downloadable  driver  and  team  statistics  from  real-life  races,  Internet  playability,  and  force-leedback  sup- 
port, CART  Precision  Racing  shows  that  Microsoft  is  not  meekly  entering  the  PC  sports  world-they’re  flooring  it. 
The  game  might  not  make  it  in  December,  but  a “trial  version"  is  being  readied  for  a November  release. 


me  5^  dorkviiti 
Web  access,  the  perfect  stock- 
ing stuffer  isasubscriptiorito 
ESPN’s  SportsZone  (www. 
espneLsportczone, 
com).  With  up-lo-the  minute 
news,  scores,  and  moie,  this 
site  will  suck  productivity  away 
by  the  hourful  every  day.  Tbu 
can  access  the  site  for  free, 
but,for$19.95ayear.youcan 
receive  great  extras,  such  as 
opinion  pieces  by  first-rale 
columnists.  Gamers  should 
know,  loo.  that  the  site’s 
lantasy  sports  leagues  ate  a 
total  blast. 


Yeah,  You  Don’t  Know  Jack:  Sports  is  a trivia  game,  but  it’s  a great  one,  and  one  that  every  sports  nut  should  own.  Think  you  know 
more  than  your  friends  about  sports?  Gather  around  this  digital  parlor  game-filled  with  questions  that  will  humble  even  the  most  insuf- 
ferable sporls  know-il-all-and  prove  it.  Know  what  a scrummage  is?  Can  you  identify  Windows  95,  Win  3.1,  and  Mac  CD-ROM 

the  “sport  ol  queens"?  Like  all  the  Jack  games,  this  one  is  wrapped  In  a slick,  colorful,  Berkeley  Syslems 

and  hilarious  package.  www.berksys.com 
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8.  M\y  Championship: 
intemationai  Off-Road  Racing 

Witmows  95,  DOS  CD  ROM,  $34.99 
Virgin  Interactive,  (714)  833-8710 
www.vie.com 

This  off-road  racing  game  from  Virgin  has  a surprisingly  successful 
blend  of  arcade  and  simulation  elements,  easily  making  if  the  mosl 
accessible,  and  most  fun.  PC  racing  title  of  the  year.  You  compete  In  any 
or  all  of  the  28  stages  of  the  250-mile  British  Network  Q RAC  Rally  in 
one  of  four  play  modes: 

Championship,  Arcade, 

Individual,  and  Time 
Trial.  Weather,  sound, 
and  terrain  effects  are 
awesome,  yet  the  game 
retains  a DAYTOUA-like 
arcade  feel  that  keeps 
things  from  getting  too 
heavy.  If  NASCAR 

leaves  you  cold,  give  Rally  Championship  a try. 


9.  Madden  m 98 

Windows  95  CD-ROIVI.  $<19.95 
EA  Sports.  (415)  571-7171 
www.easports.com 

EA  Sports’  popular  Madden 
series  looked  as  if  it  could 


7.  Jack 
Nickiaus  4 


Windows  95  CD- 
ROM,  $49.95 
Accolade, 

(408)  985-1700 
www.accalade.com 

Welt,  Accolade's  Jack  Nicklaus  5 is  supposed  to  be  out  about  the 
time  you  read  this,  but  we  haven’t  seen  anything  as  of  this  writing, 
so  we’re  going  to  recommend  something  we  have  played  instead:  Jack 
Nicklaus  4.  This  is  a great  golf  game,  with  much  friendlier  system 
requirements  and  load  times  than  Links  LS,  and  with  one  huge  advan- 
tage over  its  glitzier  competitor;  an  awesome  course  architect  that  lets 
you  create,  as  well  as  import,  custom  courses.  Five  18-hole  courses, 
eight  play  styles,  a realistic  terrain  model,  and  robust  multiplayer  support 
round  out  an  awesome  package  for  desktop  duffers. 


www.sierra.com 


roar  back  into  contention  again 
this  year.. .maybe. ..but  at  (he 
last  minute  we've  learned  that 
EA  has  scaled  back  its  overly 
ambitious  plans  to  ship  the 
game  on  time.  The  new  3D-ren- 
dered  stadiums,  motion  cap- 
tures, and  native  Windows  95  code  are  all  in,  but  many  of  the  hoped-for 
Al  improvements,  such  as  added  penalties  and  extended  stats,  won’t 
make  it  into  the  shipping  version.  They  are  to  be  issued  in  a later  patch. 
We  like  what  we’ve  seen  so  far— a lot.  Let’s  hope  EA  follows  through. 


10.  Front  Page  Sports:  Ski  Racing 

Windows  95  CD-ROIVI.  STDA 
Sierra  On-Line.  (296)  649-9800 


Tliere  are  way  more  sport^^ 
games  coming  up  ttian  could  fit 
in  this  guide,  so  here's  a list  of 
others  to  watch  out  for  in  the 
next  few  months. 

Along  with  Sw  Racing,  Sierra's 
Fboni  Page  Spouts  lineup  this  fall 
includes  FPS:  Footbali  Pro  '98, 
a follow-up  to  its  long-running 
pigskin  classic,  but  with  a com- 
pletely revamped  Interface;  and 
FPS:  Tbophv  Rwebs,  the  latest  in 
its  oddly  successful  lishing  sim- 
ulations. Also  from  Sierra,  keep 
an  eye  out  for  SODA  Off-Road 


Racing,  the  latest  racing  Sim 
from  Papyrus,  the  wizards  of 
NASCAR  Racing. 

Look  early  next  year  for  two  o( 
the  baseball  games  that  slipped 
out  ol  the  '97  season;  Micto- 
solt’s  MraosofT  Basebail  3D 
and  Accolade's  Habdsall  6,  both 
of  which  needed  more  time  to 
fine-tune  their  3D  graphics.  In 
the  meantime.  Interplay  says  that 
its  long-awaited  3D  baseball 
game,  VR  Baseball,  will  be  out 
before  you  read  this.  We  haven’t 
seen  it  yet. 


And  now  lor  something  complelely  dillerent.  Sierra  is  expanding  its  Front  Page  Sports  line  this  year  with  a brand-new  title,  FPS:  Ski  RACiNG-and  it 
makes  our  list  simply  for  being  so  original.  Oh,  yeah,  and  il  looks  good  too.  More  than  an  arcade  racer,  this  downhill  ski  sim  lels  yon  compete  in 
single  or  multiple  event,  or  an  entire  season,  at  six  real-life  resorts.  Gamers  will  need  lo  choose  Iheir  equipment,  keeping  in  mind  weather  and  snow 
conditions,  and  make  older  decisions  soch  as  ski  length.  Still  skeptical?  Look  what  Sierra  did  with  lishing. 
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Pray  to  the  motorcycle  gods.  Manx  TT.  the  killer  arcade  game,  is  now  on  PC.  Pick  from  8 custom  built  SuperBikes.  Gun  it  down  one  of  the  most  treacherous  race 
tracks  on  the  planet.  England’s  Isle  of  Man.  And  try  not  to  scrape  your  knees  off  through  the  turns.  Just  so  you  can  feel  it  all  in  your  gul.  we’ve  recreated  every  last 
bump  and  dip  on  the  road.  Equipped  with  8 player  Network  Play  over  IPX  and  TCP/IP  so  you  can  race  other  speed  freaks  across  the  country.  Get  down  on  your  knees. 
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f.  Longbow  2 

Windows  95  CD-ROM,  $59.95 

Jane's  Combat  Simulations,  (415)  571-7171 

www.lanes.ea.com 

When  you  take  a helicopter  simulator  that  was  universal- 
ly acclaimed  as  the  best  simulation  of  1996  and  add 
a deadly  realistic  campaign,  ground-breaking  multiplayer 
features,  and  breathtaking  3D  graphics  support,  you  have  a 
real  winner  on  your  hands.  Longbow  2 takes  the  award-win- 
ning basics  of  its  predecessor  and  adds  support  for  flying 
two  new  helicopters  (the  OH-580  Kiowa  Warrior  and  UH-60 
Blackhawk},  a new  dynamic  campaign  engine  with  a 
wargame’s  richness  of  detail,  and  new  battle  environments 
that  literally  light  up  the  game  with  explosive  action. 

Multiplayer  support  ranked  as  one  ot  the  most  requested 
features  from  Longbow  players,  and  Origin  Skunkworks  has 
delivered  in  spades.  Up  to  eight  gamers  can  participate  in 
LAN  combat;  four  over  the  Internet.  Gamers  fight  coopera- 


'’V'lSlCLi 


Longbow  2 sports  some  of  the 
most  dramatic  lighting  effects 
yet  seen  in  a sim. 

tively  in  the  Azerbaijan  campaign,  or  on  opposite  sides  in  Army 
wargames.  You  can  pilot  any  of  the  sim's  three  helicopter  models  and 
choose  to  either  man  a craft  solo  or  fly  with  another  player  in  the  copi- 
lot/gunner position. 


The  simulation  supports  3Dfx  Voodoo  graphics  cards  and  sports 
some  of  the  most  dramatic  lighting  effects  yet  seen  in  a sim.  (They're 
a bit  “Hollywood,"  but  they  look  great.)  Terrain  is  four  times  as  detailed 
as  that  in  Longbow,  and  there  are  plenty  of  nooks,  crannies,  and  hills  to 
use  for  cover. 

Longbow  2’s  fully  dynamic  campaign  lets  you  modify  missions  to 
your  heart's  content,  which  means  you'll  never  find  yourself  flying  the 
same  mission  twice.  The  best  helicopter  sim  out  there  just  got  better. 
Don’t  miss  it. 
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2.  Flying  Nightmares  2 


Windows  95  & Macintosh  CD-ROM, 
$49.95,  Eidos  inleractive, 

(415)547-1200 

www.eidosinteractive.com 

One  of  the  most  innovative  flight  simulations 
to  come  along  in  recent  years,  Flying 
Nightmares  2 is  the  gill  of  choice  for  the 


gamer  who  likes  a little  strategy  with  his  flight 
simulations. 

In  single-player  mode,  Flying  Nightmares  2 
is  a conventional,  but  impressive,  simulation 
that  lets  you  fly  the  AV-8B  Harrier  vertical- 
takeoff-and-landing  attack  jet  and  the  AH-1W 
Super  Cobra  attack  helicopter  in  defense  of 
Marines  around 
Guantanamo  Bay, 
Cuba.  The  campaign 
here  is  scripted,  but 
impressive  in  its 
detail.  Native  sup- 
port for  all  the 
major  3D  cards 
makes  for  fast,  visu- 
ally exciting  combat. 

What  makes  this 
Sim  unique  is  its 
Commandant  mode. 
In  it,  two  teams  of 
up  to  eight  gamers 


Flying  Nightmares  2 is 
the  gift  of  choice  for 
the  gamer  who  likes  a 
little  strategy  with  his 
flight  simulations. 

participate  in  a coordinated  battle,  via  LAN 
or  Internet.  On  each  team,  one  player  is 
Commandant,  using  a map  interface  to 
control  land  and  air  forces  and  send 
orders  to  the  other  players.  The  remaining 
players  pilot  Harriers  and  Super  Cobras  in 
support  of  the  team’s  objectives.  There’s 
no  Command  and  Conquer  simplification 
here;  Ground  and  air  unit  capabilities  are 
modeled  realistically,  and  you’ll  need  to 
utilize  such  resources  as  E-3C  Hawkeye 
AWACS  aircraft  and  RPV  drones  to  find 
and  destroy  the  enemy. 


3.  Red  Baron  II 

Windows  95  CD-ROM,  $54.95 
Sierra,  (800)  757-7707 
www.sierra.com 

Avery  long  time  in  coming,  Red  Baron  II 
should  finally  reach  store  shelves  in 
time  to  make  sure  that  thousands  of  sim 
fliers  will  ignore  their  families  on 
Christmas  Day.  This  World  War  I flight  sim 
features  adjustable  realism  levels,  authen- 
tic historical  terrain,  and  a fully  dynamic 
campaign  that  models  dozens  of  missions. 

You'll  need  to  be 
careful  not  to  over- 
stress the  fragile 
plane  and  snap  your 
wings  during  combat. 


Flight  models  are  very  realistic,  and 
you’ll  need  to  be  careful  not  to  overstress 
the  fragile  plane  and  snap  your  wings 
during  combat.  Multiplayer  action  is  there 


as  well,  with  free  online  play  on  Sierra’s 
Internet  Gaming  Service.  The  only  major 
downside  is  lack  of  support  for  3D 
graphics  cards. 


DECEMBER  1997 


ccw 


P simulations 


simulations 


BUYER’S  CUIDE 

The  1997  Holiday  Hot  100 


4.  Jane’s  688(1)  HunterfKiller 

Windows  95  CD-ROM,  $59.95 

Jane's  Combat  Simulations,  (415)  571-7171 

www.lanes.ea.com 

If  you’re  looking  for  a sim  with  real  depth,  embark  on  Jane’s  688(1)  from 
Jane’s  Combat  Simulations.  This  nuclear  submarine  simulation  puts  you 
at  the  helm  of  an  Improved  /.os/^inge/es-class  attack  submarine.  Developed 
in  conjunction  with  Defense  Department  simulation  contractor  Sonalysts, 
this  sim  pairs  realistic  submarine  systems  with  missions  that  range  from 
routine  to  Tom  Clancy-esque.  A mission  editor  lets  you  create  your  own  pa- 
trols or  utilize  user-created  missions  downloaded  from  the  Internet.  Twelve 
detailed  operating  stations  are  modeled;  you  can  run  the  entire  sub  yourself 
or  enlist  the  aid  of  Al  crew  members.  Multiplayer  support  rounds  out  the 
best  sub  sim  since  the  classic  Red  Storm  Rising. 


5.  Sabre  Ace: 

Conflict  Over  Korea 

Windows  95  CD-ROM,  $44.99 
Virgin  Interactive,  (714)  833-1999 
www.vie.com 

This  freshman  flight  sim  from  Virgin  and  Eagle  Interactive  covers  the  too-long- 
ignored  Korean  air  war.  Pilots  can  fly  for  the  U.S.  in  an  F-51 D,  F-80,  and  F-86, 
or  for  the  Russians  in  a Yak-9  or  IVliG-15.  The  reflective  natural-metal  aircraft  look 
fantastic  on  3D  cards;  if  you’re  still  running  2D,  better  ask  Santa  for  a 3D  card  to 
enjoy  this  sim.  The  game  sports  about  50  missions,  along  with  a quick-mission 
creator  and  multiplayer  melees.  Although  the  canned  missions  limit  replayability, 
there’s  unprecedented  depth,  due  to  the  fact  that  Eagle  enlisted  the  advice  of 
Adm.  Paul  Gilicrist  on  mission  creation  and  pilot  Al  issues. 


6.  Armored  Fist  2 

MS-DDS  CD-RDM,  $44.95 
NovaLogic,  (800)  858-1322 
www.novalogiG.cotn 

Novalogic’s  Armored  Fist  2 
sports  some  of  the  best  graph- 
ics you’ll  see  without  a 3D  card; 
the  company’s  Voxel  Space  2 tech- 
nology works  great  with  this  tank 
sequel,  which  far  outshines  the 
original  Armored  Fist.  You’ll  drive 
an  M1A2  Abrams  against  Russian 
armor  in  single-player  missions  and 


DEJ/HSTH-rafl 

hlHTCHHEN 


both  cooperative  and  antag- 
onistic multiplayer  play.  The 
controls  are  simpler  than 
iM1A2  Abrams  or  the 
upcoming  Spearhead,  as  the 
emphasis  here  is  on  action. 
That’s  not  meant  to  be 
damning  at  all-this  is  the 
game  of  choice  if  you’re 
more  interested  in  blowing 
across  the  countryside  than 
figuring  out  the  controls  of 
a tank’s  IVIS  display. 


CGW 


DECEMBER  1997 


UNCOMMON 


, FLIGHT  UNLIMITED  II  IS  SO  REAL.JT’S  UNREAL 


Man  the  cockpit  of  the  Legendary  DeHaviland  Beaver  Battle  torrential  rains  and  heavy  crosswinds.  Fly  through  the 

Seaplane  and  experience  something  you  can't  with  any  other  most  hazardous,  realistic  weather  conditions, 

flight  sim — land  on  water. 


Test  your  skills  attempting  to  evade  a pair  of  F-i6s  that  are  Take  off  and  land  from  any  one  of  48  different  Bay  Area 
trying  to  blast  your  butt  out  of  restricted  airspace.  airports. 


Flight  Unlimited  II  immerses  you  in  the 
sheer  thrill  of  flying  like  nothing  you’ve 
ever  experienced.  Pull  mind-bending  G's  in 
your  quicksilver  P51-D  Mustang.  Play  chicken 
with  F-i6s.  Get  on  the  horn  with  Air  Traffic 
Control  as  you  pick  your  way  through  skies 
filled  with  aircraft.  Hurtle  underthe  Golden 
Gate  Bridge  and  around  the  TransAmerica 
tower.  With  Flight  Unlimited  II,  you’re  not 
just  flying,  you’re  /'ea/Zy  flying. 


eiDOS 


www.eidosinteractive.com 
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7.  Flight 
Unlimiteil  II 

Windows  95  CD-ROM,  $49.95 
Looking  Glass  Technologies, 

(800)  3G0-7455 
www.lglass.CQm 

This  civilian  flight  sim  covers  only  a smal! 

lerritory-the  San  Francisco  Bay  Area-but 
it  does  so  with  unprecedented  detaii.  More 


than  11,000  square  miles  ol  terrain  are  mod- 
eled at  a detail  of  four  meters  per  pixel.  And 
for  once,  you're  not  alone  in  the  skies-hun- 
dreds  of  other  planes  share  your  airspace,  exe- 
cuting realistic  flight  patterns.  You  can  listen  to 
them  on  radio,  via  the  game’s  detailed  air  traf- 
fic control  support.  This  is  the  first  sim  that  will 
really  give  you  an  idea  what  it's  like  to  go 
through  the  entire  process  of  departing  or 
landing  at  a very  busy  airport. 


8.  Jetfighten 
Full  Bum 

MS-DOS  CD-ROM,  $54.95 

Take2  Interactive,  (412)  539-6407 

www.take2games.com 

Aiming  to  be  the  Wing  Commander  of  flight  sims, 
Jetfigwter:  Fun  Burn  combines  the  impres- 
sive-looking 3Dfx-enhanced  simulation  engine  of 


the  latest  Jetrghter  III  patch  with  the  cinematic 
adventure  engine  of  Black  Dahua.  The  two  cam- 
paigns on  the  game's  four  CDs  give  you  the  oppor- 
tunity to  fly  in  a future  conflict  on  either  the  UN  or 
Russian  sida  As  far  as  realism  goes,  this  is  pure 
Top  Gun:  You'll  fly  F-22s  off  an  aircraft  carrier:  or 
the  stealthy  MiG-42,  if  you  choose  to  fly  for  the 
Russians.  For  the  first  time  in  the  Jeirghter  series, 
multiplayer  play  will  be  supported,  with  both  coop- 
erative and  antagonistic  missions  available 


stocking  Stuffeis 

Wtial  teller  gift  lor  the  flighl-sim  Ian 
than  the  chance  to  fly  a real  airplane?  Log 


on  to  www.beapllat.com  and  you  can 

request  a cerlillcate  that  will  entitle  you  to 
an  introductory  tiight  at  a local  pilot 
training  center  for  only  $35.  Wrap  up  the 


certificate  with  a copy  ol  Microsoft's  Flight 
Simulator  or  Sierra's  Pro  Pilot,  so  your  gift 
recipient  can  get  some  practice  in  before 
taking  the  real  flight. 


9.  FiA-18:  Korea 

Windows  95  CD-ROM,  STBA 

Graptiic  Simulations  Corporation,  (972)  386-7575 

www.graphsim.com 

This  sequel  to  F/A-18  Hornet  3.0  lakes  the  campaign  to  Korea 
and  adds  a wide  variety  of  user-requested  enhancements  that 
should  make  this  the 
gift  of  choice  for  the 
serious  simulated  jet 
pilot.  In  addition  to 
the  impressive  avion- 
ics and  flight  model- 
ing of  the  original, 

F/A-18  Korea  adds  a 
detailed  mission  edi- 
tor that  will  allow 
budding  strategists 
to  create  their  own  missions  and  share  them  over  the  internet. 

The  most  obvious  enhancement  is  the  sim's  support  for  the  3Dfx 
graphics  chipset,  which  will  provide  fully  texture-mapped  graphics. 
Of  course,  the  speedy  2D  shaded  polygon-based  engine  is  still 
there  for  owners  of  other  graphics  cards. 


18.  Pro  Pilot 

Windows  95  CD-ROM,  $54.95 
Sierra,  (800)  757-7707 
www.sierra.com 

If  you’re  interested  in  becoming  a real  pilot  someday,  Pro  Pilot 
is  the  sim  of  choice.  Sierra  packs  the  sim’s  two  CDs  with  AVI 
tutorials  that  teach  you  all  the  basics  of  VFR  and  IFR  flying;  inter- 
active instructional  sequences  are  available  as  well.  As  long  as 
you’re  a U.S.  res- 


ident, you'll  be 
able  to  practice 
from  the  same 
airport  you  plan 
to  take  lessons 
from,  as  Pro 
Pilot  models 
every  U.S,  airport 
and  navigational 
aid.  The  biggest 
downside  here  is 
Pro  Pilot's  lack  of  support  for  3D  graphics  cards,  which  means 
it’s  not  as  graphically  impressive  as  its  competitors. 
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THE  FUTURE 

NOW. 


and  the  Lockheed  Marlin  Wind 
Corrected  Munitions  Dispenser. 


FIRST-EVER  - To  feature  the 
two  prototypes  for  the  Pentagon 's 
new  Joint  Strike  Fighter:  Boeings’ 
X-32  and  Lockheed  Martins ' X-35 
jet  fighters. 


FIRST-EVER  - To  model 
over  to  miliion  square  miles  of 
beautifully  rendered  terrain  - the 
largest  and  most  realistic  terrain 
ever  seen  in  a flight  simulator. 


FIRST-EVER  - To 

feature  the  revolutionary  ISF™ 
graphics  In  IB-bit  color  with  no 
pixellation  (and  without 
sacrificing  frame  rate). 


ACTUAL  GAMEPLAY 


JSF  is  the  first-ever  simulation  of  the 


Pentagon 's  next  generation  jet  lighter 


scheduled  for  launch  in  the  year  2010, 


In  it.  Eidos  is  launching  its  own 


futuristic  graphics  technology,  called 


iSF™.  The  breakthrough  ISF  3D-engine 


draws  terrain  infinitely  Into  the  distance, 


Immersing  the  pilot  with  an  unlimited 


view  into  the  horizon. 


The  first  time  an  engine 


moves  this  last  and  is  just 


as  detailed  at  100  feet  as 


PC  Gamer 


JOINT  STRIKE  FIGHTER 


500  feet 


eiDOS 


You've  been  warned. 

CIRCLE  READER  SERVICE  #277 


2500  feet 


1000  feet 


250  feet 


Don’t  just  take  our  word  for  it. 

See  for  yourself  at  www.eidosinteractive.coni 
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l/I^S/l  list 

Three  highly  anticipated  simulations  missed 
our  holiday  buying  guide  for  various  reasons, 
but  they  are  definitely  worth  checking  out  it 
they  make  it  to  store  shelves  before  Christmas. 

Fighter  Squadron:  Screamin'  Demons 
Over  Europe,  the  only  World  War  II  sim  slat- 
ed for  release  before  Christmas,  puts  you  in 
combat  over  the  English  Channel,  the  German 
Rhineland,  and  the  North  African  desert  in 
German,  American,  and  British  aircraft. 
Physics  that  have  been  radically  improved 


over  developer  Parsoft’s  A-10  Cuba!  are  com- 
plemented by  damage  models  so  complete 
that  parts  shot  off  aircraft  have  their  own  flight 
models.  The  sim’s  3D  graphics  are  so 


Stocking  Stutters 

If  the  tiighl-sim  Ian  in  your  life  doesn't 
have  a 3D  graphics  card  yet,  you  now 
know  Ihe  perfect  holiday  gift.  Adding  3D 
graphics  hardware  can  make  an  incredi- 
ble difference  in  both  the  look  and  per- 
formance of  newer  flight  sims.  While 
there  are  a variety  ot  good  cards  avail- 
able now,  our  top  choices  for  this  holi- 
day season  are  cards  based  on  the 
3Dfx  Voodoo  chipset:  They  have  the 
widest  support  and  top-notch  perfor- 
mance. The  Canopus  PureSD 
(www.canapuscotp.com)  is  the  most 
feature-packed  of  these,  possessing 
6IVIB  of  memory  and  a video  output  tor 
playing  games  on  your  TV. 


detailed  that  you 
can  view  the 
instruments  from 
outside  the 
plane. 

Multiplayer  is 
included,  and 
Activision  promises  to  host  free  Internet  play. 
A mission  editor  rounds  out  the  package,  sup- 
porting the  creation  of  single-  and  multiplayer 
missions.  Activision  couldn't  get  us  a beta  in 
time  for  our  buying  guide,  and  the  planned 
mid-December  ship  date  is  cutting  it  awfully 
close  if  this  is 
to  make  it  to 
the  shelves  in 
time  for  the 
holidays. 

Another  sim 
that’s  high  on 
our  list  but 
questionable  for 
a holiday 
release  is  Digital 
Image  Design's 
F-22  ADF,  the 
sequel  to  EF2000.  The  sim  packs  beautiful  3D 
card  support,  improved  flight  and  systems  mod- 
eling, and  a scripted  campaign  that  features 
input  from  Air  Force  veterans  who  helped  plan 
U.S.  strikes  in  the  Gulf  War.  You  can  fly  the  F-22 
in  combat  missions  or  coordinate  the  action 
from  a strategic  standpoint  at  an  AWACS  radar 
station.  In  addition,  DID  plans  to  release  F-22 
TAW  early  next  year.  It  will  be  an  inexpensive 
package  that  will  add  a fully  dynamic  campaign 
that  promises  to  be  much  beefier  and  more  real- 
istic than  the  one  in  EF2000. 

Finally,  there's  Novalogic's  F-22  Raptor.  At 
press  time,  the  company  still  wasn’t  showing  the 
game  or  giving  much  information  on  its  feature 
set,  but  it  was  promised  for  an  October  release. 
We  do  know  this  sequel  to  F-22  Lightning  II  will 
run  under  Windows  95,  feature  MMX  (but  not 
3D  card)  support,  and  include  improved  flight 
models.  Most  intriguing  is  that  Novalogic  recent- 
ly announced  an  agreement  with  Lockheed- 
Martin,  under  which  the  aerospace  giant  will 
provide  input  into  the  game’s  design  and  allow 
its  name  on  the  F-22  Raptor  box. 


Santa’s  Stocking  Sims 

Some  other  sims  that  didn't  make  the 
Top  to  are  definitely  worth  consideration. 
World  War  I aviation  fans  who  insist  on  3D 
graphics  card  support  will  want  to  check 
out  Fi-VING  Corps  Gold  from  Empire.  In 
addition  to  DirectSD  graphics  and  force- 
feedback  ioysfick  support,  this  ehhanced 
sim  includes  full  multiplayer  support  (avail- 
able as  a patch  for  owners  of  fhe  original 
Flving  Corps),  an  editor  for  creating  your 
own  missions,  and  several  new  aircraft. 

DID's  EF20IX)  V2.0  supports  3Dtx  and 
Rendition-based  video  cards.  This  updated 
package  includes  the  TacCom  mission  editor, 
various  Al  Improvements  over  the  original  ver- 
sion, modem  support,  Internet  play  (via  TEN), 
and  both  DOS  and  VKindows  95  versions  of  Ihe 
sim.  With  the  abbreviated  EF2000  Slislegy 
Guide  included,  this  is  a great  starter  simulator, 
but  it  will  appeal  to  experienced  PC  pilots  loo. 

if  you  have  a family  member  who's 
addicted  to  SSI's  Su-27  Flanker  (they're 
Ihe  ones  who  can  read  the  words  allllude, 
airspeed,  luei  /eve/,  and  verticai  i/elocily- 
but  nothing  else-ih  Russian),  you'll  want 
to  pick  up  Ihe  Su-27  Flanker  1.5  mission 
disc  for  them.  This  adds  a number  ot 
improvements  to  the  simulation  engine, 
OpenGL  3D  graphics  support,  more  than 
150  new  missions,  support  for  longer  mis- 
sions, and  16-player  multiplayer  missions. 

Gamers  who  live  for  dynamic  mission  envi- 
ronments, in  which  the  ehtire  war  is  generat- 
ed each  time  you  launch  a campaign,  should 
ask  Santa  for  a copy  of  Interactive  Magic's 
iF-22.  The  sim  has  some  problems,  such  as 
inconsistent  graphics,  but  no  other  jet  sim 
released  this  year  rivals  its  campaign  engine. 
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ademarit  ol  Jane’s  Infwinaiion  Group  Lid.  Jane’s  Combal  Simulations  is  an  EteOionic  Arts  brand. 
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space 

Sims 


1.  Wing  Commander:  Prophecy 


Windows  95  CD-ROIVI,  $59.95 
Origin  Systems  Inc.,  (890)  245-4525 
www.origin.ea.com 

It’s  a new  dawn  for  the  Wing  Commander 
series.  With  the  departure  of  series  creator 


Chris  Roberts  from  Origin,  the  team  faced  the 
task  of  proving  that  the  game  wouidn’t  suffer, 
Once  gamers  unwrap  Wing  Commander: 
Prophecy,  there  will  be  no  doubt  that  the  series 
is  alive  and  well.  In  fact,  the  fresh  blood  in  the 


development  team  has  paid  off,  as  Prophecy  is 
poised  to  deliver  the  richest  gameplay  experi- 
ence since  Wing  Commander  II. 

Although  you  ptay  a new  character-a  rookie 
named  Casey-otd  favorites  Mark  Harnill,  Tom 
“Maniac"  Wilson,  and  Ginger  Lynn  Allen  are 
back  for  the  cinematic  sequences.  Prophecy 
delivers  some  of  the  best-looking  cinematics 
yet,  but  the  emphasis  here  is  on  the  action,  not 
the  movies.  An  all-new  3D  space-combat  engine 
delivers  beautifully  rendered,  fast  action-with 
or  without  the  aid  of  a 3D  card.  The  look  is 
greatly  improved,  with  dynamic  lighting  effects 
and  better  explosions,  as  well  as  nebulae  and 
other  effects.  Ship  combat  now  features  fighter 
craft  with  radically  different  capabilities.  The 
capital  ships  you  face  are  of  unprecedented 
scale,  and  aren’t  likely  to  be  taken  out  in  one 
mission.  The  look  is  very  Babylon  5-esque, 
down  to  the  organic  appearance  of  the  ships 
flown  by  Prophecy's  new,  malevolent  enemy 
race.  For  once  we'll  see  a space-action  sim  in 
which  battles  can  have  differing  outcomes— 
they  aren't  always  win/lose  situations.  Also  here 
is  multiplayer  capability  lor  the  first  lime  since 
the  premature  Wing  Dommander:  Armada. 


2.  StartlBBt  Ucatiemy 


Windows  95  CD-ROM,  $59.95 
Interplay.  (8D0)  INTERPLAY 
www.interplay.com 

The  final  fronlier  is  yours  to  explore-if  you 
have  what  it  takes  to  graduate  from 
Starfleet  Academy,  in  this  space  simulator. 

Star  Trek  fans  finally  get  the  opportunity  to  try 
their  hands  at  commanding  a Federation  star- 
ship, You’ll  lake  to  the  stars  on  a variety  of 
missions  at  the  helm  of  various  classes  of 
starships,  with  interim  sequences  at  the 
Academy  featuring  William  Shatner,  George 
Takei,  and  Walter  Koenig,  reprising  their  roles 
as  Kirk,  Sulu,  and  Chekov. 

Battle  sequences  are  the  best  yet  in  a Star 
Trek  game,  but  they  have  a flavor  that  Is 
more  Wing  Commander  than  traditional  Star 
Trek  (with  a bit  more  targeting  ability  and 
damage  control).  However,  this  isn’t  just  a 
space  shoot-'em-up.  As  in  the  original 
series,  it's  rare  that  phasers  are  the  first 
solution  on  a mission.  Instead,  you'll  often 
find  yourself  playing  the  diplomat  or  solving 
intergalactic  dilemmas  as  you  boldly  go 
where  no  gamer  has  gone  before.  In  addi- 


tion, Academy  sports  multiplayer  support,  so 
that  you  can  engage  up  to  seven  friends  in 
space  battles.  In  this  mode,  you'll  be  able  to 
pilot  Klingon,  Romulan,  Tholian,  and  other 


ships.  It’s  not  the  tactical-speed  game  some 
were  hoping  for,  but  a strong  story  and  inter- 
esting mission  structure  makes  it  a fulfilling 
gift  for  the  Trekkies  among  us. 


Windows  95/00$  CD-ROM,  $69.99 
Bethesda  Softworks,  (8Q0)  677-07QQ 
www.bethsoft.com 

Although  it  takes  place  right  in  our  own 
solar  system  (there’s  this  nasty  10th  plan- 
et causing  problems  for  the  Farthers),  this  is 
space  combat  on  a grand  scale.  All  the  newer 
space  sims  attempt  to  portray  the  huge 
dimensions  of  large  space  vehicles,  but 
nobody  does  it  as  well  as  Bethesda.  In  addi- 
tion to  being  able  to  completely  customize 
your  own  ship  (to  the  point  of  designing  new 
missiles),  you’ll  also  find  a comprehensive 
strategic  element.  So  aside  from  flying  space 
combat,  you’ll  be  able  to  deploy  Earth’s 
defenses  across  the  solar  system,  deciding 
which  valuable  resources  to  protect. 


space  s/ms 


/ rebate  \ 

on  CH  Racing 
System  Only! 

See  box  for  details 


^ also  available 
without  pedals 


GREAT  OUAUTY.  GREAT  FEEL.  GREAT  LOOKS^ 
GREAT  PRICE.  AT  AIVY  SPEED!! 


To  find  the  Racing  System  or  your  favorite  CH  game  peripheral  visit: 

Best  Buy  Chips  & Bits  Circuit  City  Comp  USA  Computer  Express 
Cyberian  Outpost  Egghead  Electronic  Boutique  Flight  Sim  Central  Fry's  Electronics 
High  Flight  3 & R Computer  Micro  Center  Musicland  Office  Max  Sears  Software 
City  Target  The  Good  Guys!  Thinkstuff  United  CD-Rom  PC  Connection 


THREE  VEARS  OR  26,280  HOURS. 
WHICHEVER  COMES  FIRST. 
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4.  Heavy  Gear 

Windows  95  CD-ROM,  $49.95 
Activision,  (800)  477-3650 
www.activision.com 

Although  Activision  no  longer  has  the 
MechWarrior  franchise,  the  company  is 
still  planning  to  be  a major  player  in  the  giant 
robot  Sim  arena.  Heavy  Gear  has  much  of  the 
look  and  feel  of  the  MechWarrior  series,  but 
it  takes  place  in  a universe  based  on  Pod  9’s 
Heavy  Gear  role-playing  and  strategy  series. 
Even  at  the  pre-beta  stage,  Heavy  Gear 
showed  enemy  Al  with  some  cunning  tricks 
up  its  sleeve.  Enemy  Gears  will  lake  cover 
behind  rock  outcroppings  and  structures 


when  they  come  under  fire,  and  will  break 
into  an  all-out  retreat  if  they’re  heavily  out- 
gunned. Units  will  try  to  circle  around  and 
flank  you  if  you  concentrate  on  a single 
enemy  to  the  exclusion  of  others.  Coordi- 
nated attacks  also  appear  to  be  present, 
although  it’s  hard  to  tell  from  a two-level 
playable  demo.  Gear  maneuvers  include 
crouching,  sidestepping,  dropping  items, 
and  picking  up  new  weapons.  You  can  even 
lob  grenades  over  buildings  and  onto  any 
enemies  lurking  on  the  other  side. 

Although  the  engine  is  familiar  (despite  its 
3D  enhancements),  the  new  gameplay 
aspects  should  make  MechWarrior  fans 
happy  to  find  this  in  their  gift  pile. 


Stocking  Stutters 

Space-sim  fans  tend  to  be 
science-fiction  fans,  so  what 
better  gift  than  the  recently  re- 
leased video  set  of  the  Star  Wars 
Special  Edition  trilogy?  How  about 
some  classic  science-fiction  books 
that,  with  a little  imagination,  can 
beat  even  the  most  expensive  ef- 
forts of  Industrial  Light  and  Magic. 
We  suggest  the  space-battle  clas- 
sics Starship  Troopers  by  Robert  A. 
Heinlein  and  Ender's  Game  by 
Orson  Scott  Card.  They’ll  take  you 
on  epic  space  battles  right  in  the 
confines  of  your  mind— now  that's 
ahi-res  display  device! 


5.  Forced  Alliance 

Windows  95  CD-ROM, 

$49.95  Ripcord  Games, 

(408)  653-1897 
www.ripcordgames.com 

Forced  Alliance  is  a game  in  which  rank, 
action,  and  foreign  relations  al!  matter. 

Here,  rank  isn’t  merely  a pretty  badge  on  your 
character  graphic;  with  greater  rank  comes 
greater  responsibiiity  (whether  it  be  command- 
ing a squadron  or  an  entire  battle  fleet).  In  the 
campaign,  you’ll  be  able  to  decide  which  alien 
races  to  ally  with,  maintain  neutrality,  or 
engage  in  outright  hostilities.  Your  decisions  have  a real  effect  on  the  direction  the  story  takes, 
so  unlike  most  story-based  space  sims.  Forced  Alliance  offers  real  replayabilily.  The  graphics 
engine  isn’t  as  state-of-the-art  as  in  other  titles  on  this  list,  but  the  gameplay  makes  up  for  that. 


More  Space 


X-WiNG  VS.  TIE  Fighteb,  Iasi  year's  No.  1 , arrived  on  the 
scene  to  a less-than-slellar  reception.  Though  the  space  sIm  had 
good  multiplayer  elements,  the  single-player  game  was  sore- 
. ly  lacking.  The  release  of  the  X-WiNG  vs.  TIE 
■■  FiGHTEffi  Balance  of  Power  expansion  pack 
provides  a few  more  multiplayer  missions,  but  more  importantly,  it 
adds  a single-player  campaign,  complete  with  cut-scenes  for 
both  the  Rebellion  and  the  Empire.  There  are  also  other 
improvements,  such  as  3D  graphics-card  support.  This  expan- 
sion package  should  till  the  gameplay  gaps  in  X-Wing  vs.  TIE  FiGtriER. 


ccw 


A NEW 


FORM  DF  LIFE.. 


You’ve  accessed  Galapagos’":  an  unstable, 

TECHNOLOGICALLY  ADVANCED  WORLD  OF  ELECTRIC 
BLUE  CORRIDORS  AND  OMINOUS  DIMENSIONAL  BATES. 

Populated  by  legions  of  mechanized  soldiers, 
Galapagos  overthrows  neighboring  worlds  and 

ALIGNS  THEM  TO  ITS  INTERNAL  DIMENSION,  DRAINING 
RESOURCES  AND  ANNIHILATING  INHABITANTS. 

TWISTED  BY  GENIUS  AND  GREED,  THE  CREATORS  DF 

Galapagos  experiment  with  pillaged  resources 

TO  CONSTRUCT  PRE-PROGRAMMED  MACHINES  OF  WAR. 

Mendel  is  the  exception. 

Mendel  is  a synthetic  organism  with  the  unique 

ABILITY  TO  LEARN.  BENEATH  HIS  ALLOY  SHELL  IS  A 
TECHNOLOGY  THAT  SERVES  AS  HIS  MIND,  ALLOWING  HIM 
TO  LEARN  AND  ADAPT  TO  HIS  ENVIRONMENT  THROUGH 
TRIAL  AND  ERROR.  HE  IS  THE  PROTOTYPE  TO  A NEW 
GENERATION  DF  AUTONOMOUS  WAR  MACHINES,  AND  IF 
HIS  ENGINEERING  IS  REPRODUCED,  GALAPAGOS  WOULD 
BE  UNSTOPPABLE! 

BUT  MENDEL  IS  HARMLESS  AND  ALONE.  HE’S  TRAPPED 
IN  A LABORATORY  AWAITING  TORTUROUS  EXPERIMENTS 
DESIGNED  TO  TEST  THE  SCOPE  OF  THIS  NEW  TECHNOL- 
OGY. You  CAN  HELP  HIM,  BUT  YOU  CAN’T  CONTROL 

HIM.  If  Mendel  doesn’t  escape,  Galapagos  will 

PROSPER,  and  its  TYRANNICAL  ARMY  WILL  RAVAGE 
THE  GALAXY. 


Mendel  must  escape  from  Galapagos! 


^ 
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GALAPAGOS 

Tijrannous  Lammand  Center 


SINE 

Toxic  Cloud  Mine 


LUMEN 

Subterranean  Powerpiant 
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IVERM™ 

(Van-Stationary  Entrapic  Reduction  Mapping 


In  the  scientific  realm  of  Artificial  Life,  Anark  has  developed 
a revolutionary  form  of  technology  cailed  NERM. 


NERM  lends  itself  to  everything  from  enhanced  industrial 
productivity  to  digital  switching  systems  used  in  telecom- 
munications. And  now  NERM  changes  the  face  of 
video  games. 


Mendel,  the  synthetic  organism  in  Galapagos,  utilizes  NERM 
technology  to  survive.  Much  like  a living  organism,  Mendel 
learns  and  develops  new  behaviors  to  survive.  If  Mendel 
steps  off  a bridge  and  sinks  into  a glowing  pit  of  acid,  he 
melts  and  regenerates,  his  mind  is  altered  by  the  experience, 
and  he  becomes  less  likely  to  repeat  his  mistake. 


In  other  words,  Mendel  is  not  pre-programmed;  he  learns 
right  before  your  eyes.  NERM  allows  Mendel  to  express  a 
number  of  behaviors  resulting  from  the  same  stimulus. 
This  flexibility  is  impossible  with  other  adaptive  technol- 
ogies and  makes  every  game  of  Galapagos  unique. 


(VERM  Cantrailer  Converging  an  Logistic  Map 
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MENDEL’S  Escape 


Download 

the  Windows®  95/ 
Mac  OS®  demo  today. 


WWW.EA.COmAD 


Order  yours  today. 

Call  (800)  245-4525. 


PL  DIM 

Lethal  Refinertj 


HELLEIV 

Eothic  Temple 


> counrln.  U pf^  resened.  Al  otbep  tradecBBPkt  are  On  property  ol  Onlr  respective  owners. 
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T.  StarCtaft 


Windows  95,  Windows  NT,  or  Macintosh  CD-ROM,  $50 
Blizzard  Entertainment,  (800)  g53-SN0W 
www.blizzard.com 

Of  all  Ihe  games  coming  this  holiday  season,  few  are  as  anticipated  as 
Blizzard’s  StarCraf.  Not  only  Is  the  Craft  series  regarded  as  one  of  the 
most  fun  of  all  strategy  lines,  but  the  folks  at  Blizzard  always  seem  to  be  able  to 
give  their  games  that  special  magic  that  impresses  even  the  most  jaded  gamer. 


In  StarCraf,  you  can  play  as  one  of  three  races,  each  one  having  its 
own  strengths  and  weaknesses.  The  Terrans  play  similar  to  WarCraf  II 
units,  and  benefit  from  mobile  buildings  and  the  ability  to  scavenge 
resources  from  wreckage.  The  savage  Zerg,  the  closest  thing  to  bad  guys 
in  StarCraf,  are  cheap  and  plentiful,  and  have  many  special  abilities  such 
as  regeneration  and  burrowing.  The  third  are  the  Protoss,  which  are  more 
costly,  but  also  more  powerful,  with  spell-like  psionics  at  their  disposal. 


In  StarCraft,  you  can  play  as 
one  of  three  races,  each  one 
having  its  own  strengths 
and  weaknesses. 

There  will  be  three  types  of  battles-land,  space,  and  installation— for  a 
greater  variety  of  scenarios  and  challenges.  Installation  battles,  especially, 
will  inject  a sense  of  role-playing,  as  you’ll  command  unique  units  and 
more  specialized  forces  in  more  goal-oriented  missions. 

Among  the  many  gameplay  enhancements  are  queuing  of  orders,  more 
combat  realism,  terrain  and  environment  effects,  and  experience  and  in- 
ventory systems  for  units.  StarCraft  also  includes  a campaign  editor  for 
creating  your  own  scenarios  and  joining  them  into  a custom  campaign. 
Multiplayer  support  is  included  and  features  player  handicapping,  world- 
wide rankings,  and  team  play.  These  benefits-as  well  as  free  Internet 
play— will  be  available  over  Blizzard’s  battle.net  gaming  service. 


A 
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2.  Age  of  Empires 

Windows  95,  NT  CD-ROIVI,  $54.95 
IVlicroson,  (800)  426-9400 
www.niiGfosoft.coni 

Microsoft's  first  truly  good  game  will  be 
Age  of  Empires,  a real-time  title  that 
mixes  CiviuzATioN-like  depth  with  WarCraft  II 
ease  and  fun. 

You  play  as  1 of  12  ancient  civilizations, 
ranging  from  the  Egyptians  to  the  Persians,  in 
four  campaigns,  a stew  of  single  scenarios, 
and  an  infinite  number  of  multiplayer  games. 

Age  is  different  from  other  real-time  strategy 
games  in  that  you  need  to  research  technolo- 
gy and  advance  to  new  ages  of  development, 
moving  from  the  Stone  Age  to  the  Tool  Age 
and  beyond.  In  each  age,  you’ll  be  able  to 
make  new  discoveries  that  will  allow  you  to  build  better  military  troops, 
but  will  also  give  you  economic  and  diplomatic  advancements,  such  as 
the  plow  for  better  farming;  and  writing  for  map  sharing. 

Gameplay  isn’t  strictly  military,  and  you  will  be  able  to  win  games  by 
peaceful  means,  such  as  by  building  fantastic  Wonders,  by  finding  all 


the  religious  relics  of  the  world,  or  by  simply  amassing  the  most  points. 
In  multiplayer  games,  you'll  be  able  to  set  your  victory  conditions. 

Age  comes  with  a scenario  editor  for  modifying  existing  missions  and 
creating  your  own.  There  is  also  Internet  support  for  multiplayer  games 
over  Microsoft's  Internet  Gaming  Zone. 


3.  Dark  Reign 

Windows  95  CD-ROM,  $49.94 
Aclivision,  (800)  477-3650 
www.aclivision.coni 

Dark  Reign  is  Activision’s  depiction  of  the  sci- 
li  battle  between  Imperium  and  Freedom 
Guard.  It  lakes  the  real-time  genre  and  pumps  it 
up  with  improved  gameplay  and  realism.  Dark 
Reign’s  many  enhancements  include  realistic 
terrain  effects  on  movement,  line-of-sight,  and 

Dark  Reign  also 
has  a map  editor  for 
creating  your  own 
scenarios. 

attack,  as  well  as  special  unit  abilities,  such  as 
morphing,  burrowing,  and  stealth. 


Dark  Reign  also  has  waypoint  move- 
ment, production  queues,  and  formations 
and  patrol  paths  (which  can  be  saved).  In 
addition,  gamers  can  set  Al  variables, 
such  as  when,  and  how  long,  to  pursue 


opponents.  Dark  Reign  also  has  a map 
editor  for  creating  your  own  scenarios. 
Multiplayer  support  includes  team  play 
and  Internet  play  over  Activision's  online 
gaming  service. 
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A REAL-TIME  SAGA  OF  CONQUEST  AND  EMPIRE 


H o r more  i n f o r in  a i i o ii , c <i  1 1 1-800-298-0875  or  visit  li  1 1 p : / / w w w . i m a g 1 c g a ni  e s . c o m / c g w / s k i n g d 


P.O.  80x  13491  I Research  Triangle  Park,  NC  27709  | www.imagicgames.com 
Seven  Kingdoms  is  a trademark  and  Interactive  Magic  Is  a registered  trademark  of  Interactive  Magic,  Inc.  All  other  trademarks  are  the  property  ol  their  respective  ownei 
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4.  Warlords  III 

Windows  95  CD-ROM,  $49.95 
Red  Orb,  (800)  548-1798 
www.redorb.com 

While  most  of  the  games  tins 
holiday  are  real-time  fare,  thert 
are  a tew  turn-based  gems  available. 

Warlords  III  is  one  of  then,.  \[  has  a 
fantasy  setin  and  n role-playing  ele- 
ment, as  you  recru,..  level-growing 
heroes  to  lead  your  armies. 

Warlords  III,  unlike  its  predeces- 
sors, has  a more  story-oriented 
campaign  in  which  'ou , jnt  an  evil  ■ ■'d 

lord.  You  hire  heroes,  build  troops,  anu 
march  them  across  the  map,  completing 
quests  and  laying  siege  to  enemy  castles  (in 
order  to  take  them  over  and  apply  them  to 


yu..  -wn  e^'  ind  war  effort). 

With  LAI  ,iiu  Internet  play,  and  a variety  of 
scenarios  in  addition  to  the  rich  campaign, 
Warlords  III  would  be  a good  buy  for  the  fan- 
tasy-minded gamepla 


stocking  Staffers 

There  are  plenty  of  other  gifts  besides 
computer  games  that  might  interest  the 
strategy  gamer  on  your  list.  Typically, 
strategy  games  employ  fantasy  and  sci- 
ence-fiction themes  for  their  backstories. 
so  chances  are  your  strategy  gamer 
enjoys  both  genres  in  film  and  literature. 

Some  books  to  get  at  your  local  book- 
store are  Timothy  Zahn’s  Star  W&rs  trilogy, 
which  provides  a greater  glimpse  into  the 
Star  Wars  universe,  or  Tolkien's  brdof 
the  Rings  trilogy,  which  shows  from  where 
many  games  and  current  books  derive 
their  fantasy  themes. 


5.  Total  Annihilation 

Windows  95  CD-ROM,  $49.99 

GT  Interactive/CaveOog,  (800)  469-5981 

www.cavedog.com 

Total  Annihilation’s  plot  is  a familiar  refrain;  Two  factions  bat- 
tle it  out  on  a single  planet  with  the  entire  galaxy  as  the 
prize.  The  gameplay,  though,  is  innovative  and  fresh. 

Combat  is  veiy  realistic.  You  can  nffect  the  environment,  and  the 
environment  affects  you.  Terrain  can  slow  down  your  :op?,  and 
nearby  explosions  and  debris  can  cause  damage  to  your  units. 
There  are  plenty  of  units  in  the  game,  and  more  are  available 
from  the  developer’s  Web  site  if  you  purchase  the  game.  With 
many  options-for  interface,  multiplayer  matches,  game  etfects- 
and  multiplayer  support  that  includes  Internet  play.  Total 
ANNiHiiAnoN  should  make  any  strategy  fan  a happy  gamer. 


6.  Myth 

Windows  95,  Mac  CD-ROM,  $49.99 
Bungle,  (800)  295-0060 
www.bungie.com 

Myth  is  one  of  the  most  dazzling  games  that  will  appear  this  holiday  sea- 
son: it  features  great  3D  graphics,  special  effects,  and  interactive  terrain. 
The  game  has  a rich  fantasy  campaign  with  intelligently  crafted  mis- 
sions. In  each  one,  you  are  handed  some  troops  to  oommand  in  typical 
real-time  fashion,  but  terrain  effects  and  a real  physics  model  make  com- 
bat more  realistic  and  engaging.  Dwarven  bombs  can  warp  terrain,  and 
persistent  debris  remains  on  the  ground. 

If  you  have  impatient  warmongers  on  your  shopping  list.  Myth, 
with  its  eye  for  good  graphics,  rich  story,  and  bloody  gameplay,  would 
be  a welcome  buy. 
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7.  Dungeon  Keeper 


Windows  95,  DOS  CD-ROM, 
$49 

EA/Bullfrog,  (800)  245-4525 
www.ea.com 

Among  the  many  real-time 
games  available  this  holiday, 
Dungeon  Keeper  could  be  the 
most  sadistic  and  evil.  You  play  an 
evil  Dungeon  Keeper  who  must 
guard  his  lair  and  treasure  from 
enemy  keepers  and  goody- 
two-shoes  heroes  through 
20  challenging  levels. 

As  an  evil  lord,  you’ll 
get  to  command  a host  of 
misbegotten  minions, 
including  trolls,  ores,  drag- 
ons, and  demons.  You'll 
also  get  to  motivate  them 
in  cruel  ways,  such  as 


through  torture  and  repeated  slap- 
ping. The  game  will  challenge  you 
to  build  elaborate  dungeons  using 
building  tiles  (in  classic  SimCity 
style),  but  also  to  order  your  crea- 
tures about  constantly  to  dig 
rooms  out  of  the  underground, 
research  destructive  spells,  build 
devious  traps,  and  battle  your  dis- 
gustingly righteous  enemies. 


9.  ReK  Alert  anil 
Expansion  Packs: 

Aftermath  and  Counterstrike 

Windows  95,  DOS  CD-ROM,  $24.99 
Vlt9lnlWeSlW00d,  (800)  974-4607 
www.weslwaad.com 

Thoujh  Red  Aleut  is  a year  old,  it's  still  one  of  the  great  games  of  the  real- 
time genre,  boasting  the  same  gamepl^  that  started  the  whole  genie 
moying.  Why  buy  this  when  there  are  other,  newer  real-time  games  on  the 
market?  Simple-for  the  new  expansion  discs,  CoumERsmKE  and 
AraERMArtt.  With  these  expansions,  mote  units  and  scenarios,  as  well  as 
more  multiplayer  options,  are  now  ayailable  lor  the  classic  Red  ALEtrt.  They 
would  be  the  perfect  gifts  for  your  strategy  gamer. 


8.  Magic  The  Gathering: 
Duels  of  the  Planewalkers 


Windows  95  CD-ROM,  $TBA 
MicroProse,  800-695-GAME 
www.microprose.com 

The  incredibly  popular  col- 
lectible card  game  is  com- 
ing to  the  computer  again,  just 
in  time  for  the  holidays. 

Duels  of  the  Planewalkers,  a 
newer  incarnation  with  even 
more  features  than  the  first 
computer  version,  includes  the 
full  Magic  The  Gathering 
computer  game,  as  well 
as  an  expansion  set  of 
more  than  40  additional 
cards  and  multiplayer 
Internet  support. 

The  game  allows 
Magic  fans  to  play  the 
card  game  against  the 


computer  or  against  opponents 
online.  There  is  also  an  adven- 
ture portion  to  the  game  with  a 
story  and  character  develop- 
ment for  a richer  solo-play 
experience. 

Duels  of  the  Planewalkers 
would  make  a great  gift  for  a 
Magic  veteran  or  someone  who 
wants  to  see  what  the  Magic 
buzz  is  all  about. 


10.  Conguest  Earth 

Windows  95  CD-ROM,  $49.99 
Eldos,  (415)  547  1200 
www.eidos.com 


For  the  more 
action-ori- 
ented gamer  or 
the  X-F//es 
watcher. 
Conquest  Earth 
could  be  a 
good  gift.  You 
can  play  as 
either  humans 
or  aliens  in  this 
game  in  which 


aliens  from 

Jupiter  invade  Earth.  Both  sides  have  distinct  looks,  interface,  and 
gameplay.  There  is  also  a strategic  overlay  for  strategy  fans,  whereby 
they  can  coordinate  the  Earth's  defenses  against  the  alien  menace. 

Where  action  fans  will  get  their  kicks  is  in  the  direct  control  fea- 
ture; you  can  control  any  unit  if  you  want,  moving  him  and  shoot- 
ing for  him  in  arcade  style. 
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The  most 


twisted  driving  and 
^ shooting  game  ever 

4 created  just  paclzed  its  bags  and 

I hit  the  road  — Paris,  New  York, 

in  k Hong  Kong,  Antarctica,  and  beyond. 

K u^?  tW  With  eight  new  levels  in  all,  hidden 

M / areas,  world  landmarks  to  destroy,  new 

B , weapons  and  killer  combo-attacks  — it’s  a 

* whole  new  world  to  blow  away!  A monster  hit 

for  the  PlayStation”'  game  console,  Twisted  jVIetal  2 
for  Windows®  95  is  a direct  port  with  a network  play 
option  that  allows  you  to  annihilate  up  to  rrcsisi 
8 friends  in  a single  match,  Also  compatible 
with  all  Direct3D  video  accelerators. 


MoVcwBcY 


CIRCLE  READER  SERVICE  # 086 
Sony  Interactive  Studios  America 


registered  trademarks  of  Microsoft  Corporation. 
©1997  Sony  Computer  Entertainment  America  Inc. 
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to 


the  Rebellion,  with  the  power  to  rule  worlds,  build  massive  space 
fleets,  and  order  about  the  stars  from  the  movie  (Luke  Skywalker,  Han 
Solo,  Darth  Vader,  and  Princess  Leia}. 

Blue  Byte's  Incubation  is  one  of  the  few  turn-based  games  avail- 
able, and  it’s  a good  buy  for  those  who  like  to  spend  time  mulling  over 
moves,  it  looks  good  with  its  3D  graphics,  and  is  even  better  with  a 
3Dfx  card.  You  command  squads  of  marines,  outfitting  them  before 
combat  with  weapons  and  equipment,  and  then  ordering  them  about 
against  vicious  aliens.  The  game  looks  good,  and  could  be  a good  gift 
for  the  strategy  gaming  alien  aficionado. 

NetStorm  is  a relatively  good  game 
that  emphasizes  unit  placement  rather 
than  the  constant  commanding  of  troops. 

You  play  on  floating  islands,  and  must 
position  nasty  buildings  and  weapons  on 
your  island  to  destroy  enemy  land  masses. 

Activision’s  NetStorm  is  really  designed  as 
an  Internet  game,  so  it  can  be  played 
quickly  even  over  an  Internet  connection, 
and  supports  hundreds  of  players  in  a 
number  of  online  arenas. 

Pax  Imperia:  Eminent  Domain  is  a 
grand  title  in  which  you  get  to  command  a 
galactic  empire— colonizing  worlds,  design- 


Stocking Stutters 

The  Magic:  The  Galhering  card  game 
would  be  an  addictive  gift.  MicroProse's 
computerized  Magic  game  and  its  expan- 
sion sets  are  a good  buy,  but  so  are  the 
original  cards.  You  can  purchase  a boost- 
er pack  (the  starter  deck  you  need  to 
begin  playing)  and  additional  cards  at 
many  comic  book,  game,  and  book 
stores  for  under  $10.  You  can  visit  the 
Magic  company's  Web  site  for  more 
information  at  www.wizatds.com. 


ing  and  building  massive 
fleets,  researching  world-bend- 
ing technologies,  sf^ing  and 
dealing  with  your  alien  neigh- 
bors, and  managing  the  infra- 
structure of  a vast  star  empire, 

THQ's  epic  strategy  game  is  in 
real-time,  with  a tactical  com- 
bat engine  to  handle  battles 
between  enemy  space  fleets.  If 
the  gamer  on  your  shopping 
list  tikes  science  fiction.  Pax  would  be  a good  choice. 

Finally,  MicroProse’s  7lh  Legion  is  a good  game  for  those  who 
want  a quick  and  fun  time  at  their  computers.  Like  other  real-time 
strategy  games,  7th  Legion  has  base  building,  but  you  get  all  your 
money  by  killing,  not  by  harvesting  resources.  This  makes  gameplay 
fast  and  frenetic.  The  game  also  lets  you  hold  special  cards  in  a hand, 
which  can  be  played  for  special  effects  or  bonuses,  adding  a twist  to 
the  real-time  wargaming. 


strategic  Gift  Buviag 


Though  we’ve  already  included  a number  of  recommendations,  there 
were  just  too  many  games  for  us  to  list  properly,  so  some  are  added 
here.  With  strategy  games,  especially,  there  are  many  good  titles  that  will 
be  released  by  December,  and  just  because  you  see  it  here,  and  not  on 
the  main  list,  doesn’t  mean  it’s  any  less  a recommendation. 

Any  Star  Wars  fan  would  be  thankful  to  receive  LucasArts’ 
Rebellion  as  a gift  this  holiday,  provided  they  enjoy  deep-thinking 
strategy  games.  This  game  puts  you  in  control  of  either  the  Empire  or 
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Sony  Interactive  Studios  America 

'c.piavStation  Is  trademark  of  Sony  Computer 
Entertainment  Inc.  Jet  Moto,  TruePhysIcs  are 
of  Sony  Computer  Entertainment  America  tnc. 

Windows  9S  and  Microsoft  are  registered 
trademarks  of  Microsoft  Corporation,  @1997 
Sony  Computer  Enteftainment  America  Inc. 

CIRCLE  READER  SERVICE  #087 


the  most  treacherous 


motorcraft  courses  ever  created.  Test  your  stomach  on  a vehicle  equal  parts 
motocross  bike  and  rocket  as  you  scream  across  sun-drenched  sea  courses,  tree-choked  bayou  swamps,  and  snow- 
covered  slopes.  TruePhysIcs'"^  3D  technology  brings  every  whip  turn  and  spin  into  gut-wrenching  realty.  A triumph  for  the 
PlayStation'"^  game  console,  Jet  Moto  for  Windows®  95  features  a network  play  option  that  enables  you  to  race  up  to 
■ 20  friends  simultaneously.  Also  compatible  with  all  DirectSD  video  accelerators.  Ride  it.  feel  it.  Split  some  air. 


The  word  is  out. 


Your  custom-«ieslgne<f  KellKoU 


Lovely  gatKering  of  trespassers 


Heroes,  meet  the  welcoming  party 


Look  for 


n,- 


i 


t;  ®vll  add-on  pack  at  your  local  retai 


And  we  couldn't  be  more  proud. 
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www.bullfrog.ea.com 


“Fien<Zisiily  go<Ki’ 


Computer  and  Net  Player,  10/10 


Iirings  l3a<i  tKings  to  life’ 

- Computer  Camfng  World, 

‘Wnfcfully  evil  en<i  wicicetily  a<Z<Zictive 

- rc  Gamer,  90% 


‘H^lt  is  Iiuiiliting 
“TK.  lU  guys  ksive  more  fun/’ 


out  of  your  PC/’ 

-Happy  Puppy 


- Newsweek 
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EAST  FRONT 


1.  East  Front 

Windows  95  CD-ROIVI,  $TRA 
Talonsolt.  (800)  211-6504 
www.talonsi)n.cam 

Talonsolt  has  consistently  impraved  its  products  with  each  release- 
only  stumbling  slightly  when  it  ventured  into  the  real-time  arena  with 
Age  of  SAic-but  none  of  its  previous  games  will  quite  prepare  you  for 
the  potential  of  this  grand  tactical  WWII  simulation. 


East  Front  manages  to  capture 
the  gritty  feel  of  WWII  street 
fighting,  even  in  the  early 
version  we  played. 

East  Front  wears  its  wargaming  heritage  proudly:  The  hexagons  hous- 
ing the  various  formations  aren't  just  roomy,  they’re  simply  enormous;  the 
tactical-level  combat  is  as  familiar  as  a boardgame  layout,  but  feels  less 
abstract;  the  game  is,  as  expected,  turn-based.  But  the  design  team  isn't 
bound  by  tradition,  either.  The  sequence  of  play  has  been  trimmed  consid- 
erably from  the  Battlefront  series,  yet  it  somehow  manages  to  capture  the 
gritty  fee!  of  WWII  street  fighting,  even  in  the  early  version  we  pl^ed.  The 
Al  already  seems  better  than  previous  Talonsoft  games.  With  the  fewer 
phases  per  turn.  East  Front  should  work  much  better  for  battles  between 
two  human  generals  (both  email  and  Net  play  are  planned). 


In  an  attempt  to  do  justice  to  the  largest  land  campaign  in  history, 
Jim  Rose  has  assembled  some  of  the  finest  minds  in  wargaming- 
Richard  Berg  {Terrible  Swift  Sword),  Jim  Dunnigan  (more  than  400 
game  designs),  and  Dana  Lombardy  (the  classic  Streets  of 
Stalingrad)-\o  consult  on  the  design.  While  we  usually  shy  away 
from  design  by  committee,  the  overall  effect  here  seems  brisk,  tense, 
and  addicting— a fitting  beginning  to  what  promises  to  be  another 
memorable  wargame  series. 


2.  Panzer 
General  II 

Windows  95  CD-ROIVI.  $59.95 
SSI,  (890)  601-7529 
www.sslonline.com 

here  are  sequels,  and  then  there  are 
departures  from  the  norm.  While  the  first 
Panzer  General  was  lauded  for  its  clean 
SVGA-graphics  palette,  it  looks  dated  indeed 
when  compared  to  the  lush  splendor  of  PG 
li’s  hand-painted  maps.  The  core  of  PG  is 
still  there,  as  fun  is  still  the  main  emphasis. 

The  original  PG  was 
the  best-selling 
wargame  in  history, 
and  we'll  be  very  sur- 
prised if  this  sequel 
doesn't  quickly  usurp 
its  throne. 


Nevertheless,  a lot  of  subtle  touches  add 
needed  realism:  You  must  now  trace  to  a 
city  or  map  edge  for  supply;  heavy  bombers 
are  replaced  by  medium  bombers  more 
appropriate  to  the  operational  nature  of  bat- 
tle; the  abilities  of  recon  units  are  enhanced; 
and  you  can’t  simply  drop  into  the  enemy 
rear  areas  and  start  cranking  out  units. 


The  campaigns  are  different  from  before,  and 
include  minicampaigns  and  separate  campaigns 
for  the  Soviet,  U.S.,  and  British  forces.  There  are 
also  more  levels  of  victory,  with  some  of  the  "take 
every  last  town"  excesses  from  Allied  General 
happily  gone.  The  original  PG  was  the  best-sell- 
ing wargame  in  history,  and  we'll  be  very  sur- 
prised if  PG  II  doesn’t  quickly  usurp  its  throne. 


3.  Achtung  Spitfire 

Windows  95  CD-ROM,  $39.95 
Avalon  Hill,  (800)  999-3222 
www.avaloniilll.com 

Ever  since  Flight  Commander  11,  Charlie  Moylan  has  been  a designer 
to  watch  for  the  unique  angles  he  brings  to  old-style  games.  This 
Over  the  Reich  sequel  benefits  from  an  operational  real-time  overlay,  but 
retains  the  initiative-based  phased  tactical  combat  of  its  predecessor.  A 
simple  learning  curve  combines  with  a great  Al  to  produce  the  best  sim- 
ulation of  the  Battle  of 
Britain  since  Their 
Finest  Hour  (see 
Robin  Kim’s  review 
this  month).  Our  own 
Denny  Atkin  called 
this  a "realistic,  turn- 
based  flight  Sim.” 

Who  are  we  to  argue? 


Our  own  Denny  Atkin  called  this 
a "realistic,  turn-based  flight 
sitn."  Who  are  we  to  argue? 
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From  NovaLogic,  the  company  that  brought  you  the  best-selling 
combat  simulations  F-22  Lightning  iF  and  Comanche”  3. 


© 1997  NovaLogic,  Inc. 
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4.  SitI  Meier’s 
Gettysburg 

Windows  95  CD-ROM.  $TBA 
Electronic  Arts,  (800)  245-4525 
www.ea.com 

Sid  Meier  is  no  stranger  to  real-time  games,  as  anyone  who  has 
played  Pirates!  or  Railroad  Tycoon  can  attest.  As  usual,  Sid  places 
fun  first,  but  the  pleasant  surprise  is  that  the  design  has  a lot  of 
American  Civil  War  flavor  without  getting  bogged  down  in  details.  The 
dynamic  campaign  includes  a number  of  reasonable  “what-il" 
engagements,  the  famous  and  bitter  fighting  around  Devil’s  Den  and 
Little  Round  Top,  and  even  randomly  generated  scenarios.  It  looks  as 
though  Sid  has  another  big  hit  on  the  horizon. 


5.  Close  Combat  II 

Windows  95  CD-ROM,  $TBA 
Microsoft,  (206)  882-8080 
www.microsolt.com 

For  all  the  hoopla  surrounding  real-time  games,  most  of  them  are 
actually  overblown  copies  of  Command  & Conquer  or  WarCraft  II. 
The  folks  at  Atomic  Games  at  least  follow  their  own  muse,  and  every- 
thing seems  to  have  finally  come  together  for  them  in  this  sequel  to 
Close  Combat.  Moving  from  France  to  Arnhem  makes  tor  a lot  more 
interesting  WWIi  gaming  situation,  and  when  you  add  in  the  improved 
line-of-sight  algorithms,  better  Al,  and  vastly  improved  interface,  it's  hard 
to  recognize  much  of  the  original.  This  should  be  Atomic’s  best  game 
since  1994’s  Operation  Crusader. 


6.  Aide  tie  Camp  2.0 

Windows  95  CD-ROM,  $TBA 
HPS  Simulations  (488)  554-8381 
www.hpssims.com 

Aide  de  Camp  is  not  a game  per  se,  but  a combination  editor/utili- 
ty/design kit  that’s  a godsend  to  anyone  who  still  enjoys  playing 
board  wargames  via  email.  The  new  version  is  Win  95-native,  and 
supports  high-res,  so  that  your  panzer  divisions  look  as  vibrant  on 
the  PC  as  on  cardboard.  You  must  own  each  individual  boardgame 
to  use  the  product— no  rules  or  Al  are  included-but  it  certainly 
beats  having  your  cat  take  out  the  Iron  Brigade  with  a well-placed 
paw.  Of  the  more  than  100  games  supported  by  Aide  de  Camp  1.0, 
over  95  percent  should  convert  to  the  new  graphic  format,  and  HPS 
adds  new  titles  every  month. 
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7.  Man  0’  War 

Back  in  the  prehistoric  era,  Simuiations 
Canada  crafted  realistic  naval  wargames  that 
were  solely  text-based.  Strategy  First  is  a compa- 
ny that  believes  that  graphics  are  a necessity 
rather  than  a luxury.  Somehow,  these  companies 
have  joined  forces  to  create  a game  that  re-creates 
the  Age  of  Sail  era  from  a command  perspective. 


It's  totally  different  from  either  AH's  Woodeh  Ships 
& iRori  Men  or  Talonsoft's  Age  of  Sail,  and  is  one 
of  the  freshest  wargames  of  the  yean 

Windows  95  CD-ROM,  $TBA 
Virgin.  (800)  874-4607 
www.stralegyfirst.com 


8.  Tigers  on  the 
Prowl  2.0 

Despite  lackluster  graphics,  this  game  remains 
high  on  the  CGtV readers'  Top  100  list, 
because  it  is  simply  the  most  realistic,  detailed 
simulation  of  WWII  tactical  combat  to  be  found 


anywhere.  If  you  lie  a^vake  at  night  concerned  how 
changes  in  humidity  on  the  battlefield  might  affect 
average  shell  velocity,  this  is  the  game  for  you. 

DOS,  $59.95 

HPS  Simulations  (408)  554-8381 
www.tipssims.com 


9.  Prelude  to 
Waterloo 

This  final  hurrah  for  the  original 
Bahleground  system  stretches  the  old 
engine  to  its  limits.  There  are  both  set-piece 
assaults  and  battles  of  classic  Napoleonic 
maneuvers  to  be  found  here,  along  with  the 
usual  caveats:  It’s  still  pretty  and  enjoyable,  but 
it’s  still  quite  complex,  as  well.  And  if  the  full 
campaign  takes  a long  time  to  complete,  well, 
this  is  the  only  Bonaparte  currently  on  the 
horizon  for  the  PC. 


Windows  95  CD-ROM.  $TBA 
Talonsoft  (800)  211-6504 
www.talonsolt.com 

10.  Civil  War  Generals 

Not  only  Robert  E.  Lee,  but  Sherman, 

Grant,  and  the  whole  gang  join  in  for  this 
mid-19th  century  extravaganza.  Our  main  con- 
cern is  that  the  engine  seems  much  the  same 
as  last  year’s,  and  the  combat  lacks  the  sheer 
fun  of  Sio  Meier’s  Gettysburg  or  the  layers  of 
detail  found  in  the  best  of  Talonsoft’s 
Bahlegrouno  series.  Still,  having  a scenario 
editor  and  plenty  of  battles  in  the  western  the- 


ater should  cause  Civil  War  enthusiasts  to  give 
this  one  a look. 

Windows  95  CD-ROM,  $TBA 
Sierra  (SOD)  757-7707 
www.sierra.com 


Stocking  Stutters  ] 

Songs 
of  the 
Civil  War 

Ifyouenloyed 
ten  Burns' 
epic  TV  mini- 
series  Trie  Civil 
War,  you  are  in 
lorafeatwilri 
Ihis  soundtrack.  It  includes  “Ashokan  farewell," 
the  “duinlessential  American  lament,"  according 
to  Burns  (Itiough  it  was  written  in  the  1980s).  as 
welt  as  period  songs  tv  artists  as  diverse  as 
Richie  Havens,  Sweet  Honey  in  the  Rock,  and 
Judy  Collins.  The  various  tunes  are  alternately 
biographical,  soaring,  bitter,  and  mourning-all 
in  all,  a microcosm  for  one  of  the  best  documen- 
taries ever  made 

Command  Magazine 

This  is  not  (he  original  boardgame-in-a-mag- 
azine  concept-that  honor  goes  to  Strategy  & 
Mcs— but  it's  the  best.  Every  two  months, 
Commarjc/ explores  conllicis  from  the  famous 
to  the  delightfully  obscure,  with  the  focus  on 
playability  and  a huge  dash  of  historical  flavor. 

The  editors  have  a bizarre  sense  of  humor-the 
Spariacus  game  had  a dead  ringer  for  Kirk 
Douglas,  complete  with  dented  chin-and 
aren’t  afraid  of  controvert.  Past  games  have 
covered  a potential  U.S.-Japanese  conflict  in 
the  late  ’90s.  and  a "What  if  England  and 
France  got  embroiled  in  the  American  Civil 
Vfer?"  For  the  price  of  one  computer  game,  this 
gives  you  six  wargames  (plus  historical  articles) 
on  topics  that  you  are  highly  unlikely  to  see  on 
a computer  screen  anytime  soon.  Plus,  many 
of  these  are  supported  fcy  Aide  de  Cw-ip. 

One-year  subscription  with  games,  $70 
Commmi  Magazine,  P.O.  Box  4017 
San  Luis  Obispo,  CA  03403 
(000)488-2249 
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remaining 
90%  is  subject 
to  more 

extreme  securi 


measures. 


Enter  the  military 


stolen  nuclear  weapons 


At  their  disposal,  heavily 


armed  assault  vehicles 


Including  a Super  Apache 


helicopter  Harrier  jet 


and  Abrams  tank.  An 


undeniably  lethal 


arsenal.  But  when  the 


alternative  is  global 


extinction,  there's  no  such 


thing  as  overkill 
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DiatnDnd  Viper  330 


Viper  330,  $199  WBIB) 

Diamond  Olultimedia.  (BOO)  468-5040 
www.diamondmm.com 

Topping  the  hardware  list  this  year  is  Diamond’s  new  Viper  330 
2D/3D  graphics  board,  powered  by  NVIDIA’S  speedy  RIVA 128  chip. 
This  board  took  top  honors  in  our  recent  3D  graphics  roundup  last 
issue,  and  for  good  reason.  Viper  packs  a wallop  on  all  fronts:  Windows 
2D,  3D,  and  DOS,  and  it  also  has  video-in  and  video-out. 

in  all  of  our  testing.  Viper  turned  in  solid  benchmark  numbers,  with 
performance  on  par  with  3Dfx’s  venerable  Voodoo  chipset.  Direct3D 
games  moved  along  smartly,  with  smooth  frame  rates  in  almost  all 


cases.  And  as  for  the  Spousal  Rationalization  Factor,  Viper  turns  in  very 
fast  scores  on  WinBench  97's  Business  Graphic  WinMark,  so  it  will  run 
your  business  applications  speedily  as  well  (like  that  really  matters). 
Viper  also  handled  DireotDraw  and  DOS  titles  with  aplomb.  In  addition, 
its  set  of  bundled  game  titles  doesn’t  suck  either,  consisting  of  Mora 
RACsn,  MDK:  Mission  Laguna  Beach,  and  a full  version  of  iMagic’s  iF-22. 

About  the  only  downer  about  Viper  is  that  it  only  comes  in  a 4MB 
configuration.  The  RIVA  chip  currently  can’t  address  more  than  4MB  of 
memory,  so  there  won’t  be  an  8MB  version  ot  Viper  any  time  soon. 


The  Viper,  the  first 
shipping  2D/3D 
board  we've  encoun- 
tered that  delivers 
on  all  fronts,  will 
make  any  gamer's 
holiday  merry. 

However,  RIVA  does  support  a special  DMA 
mode  that  allows  it  to  rapidly  retrieve  textures 
from  main  memory. 

The  Viper,  the  tirst  shipping  2D/3D  board 
we've  encountered  that  delivers  on  all  fronts, 
will  make  any  gamer’s  holiday  merry. 
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2.  Cambridge  PC  Works 

PC  Works,  $99.95 

Cambridge  SoundWorks,  (800)  307-4434 
www.hifi.com 

Cambridge  SoundWorks  has  made  quite  a name  lor  itseif  over  the 
last  several  years.  They,  along  with  a few  other  speaker  makers, 
have  redefined  the  quality  of  the  audio  put  out  by  PCs.  But,  like  most 
other  things,  bringing  that  kind  of  quality  home  would  set  you  back 
more  than  a few  shekels.  Well,  not  anymore. 


r/j/s  S99  satellites-woofer  combi- 
nation delivers  solid  performance 
for  game  audio  and  music. 

Cambridge  SoundWorks  recently  introduced  PC  Works,  a $99  satel- 
iites-woofer  combination  that  delivers  solid  performance  for  game  audio 
and  music.  And  while  the  PC  Works  won't  rattle  the  rafters,  it  does  put 
out  enough  sound  to  comfortably  fill  the  room;  and  it  still  sounds  good 
at  lower  volume  levels  as  well. 

In  an  A/B  comparison  against  its  sibling,  the  $350  MicroWorks,  the 
PC  Works’  high-end  had  comparable  clarity  and  definition,  though  the 
PC  Works’  low-end  and  max  volume  were  clearly  not  as  strong.  Gaming 
audio  was  solid,  with  more  than  adequate  bass  on  explosions,  and  the 
PC  Works’  high-end  was  again  clear.  Another  minor  annoyance  is  the 
PC  Works’  wall-wart  power  supply,  which  gloms  most  of  an  electric  out- 
let, but  that’s  a minor  complaint. 

If  your  old  gray  mare  speakers  just  ain’t  what  they  used  be.  and 
you’re  looking  for  a low-cost  way  to  brighten  up  your  PC's  audio,  check 
out  the  PC  Works. 


3.  Saitek  X36 125 

X36  125,  around  $109.95 
Satlek,  (310)  212-5412 
www.saitek.com 

For  anyone  at  all  serious  about  flight  sims,  a solid  joystick  and  pro- 
grammable throttle  are  standard  issue,  But  in  the  past  this  duo  could 
set  you  back  upwards  of  $200-300.  Well,  Saitek  has  flown  in  under  the 
radar  to  deliver  the  X36  Flight  Control  System.  Now  another  stick/lhrotlle 
combination  might  not  be  very  newsworthy,  but  a solid-performing 
duo  priced  at  about  $100  certainly  is. 

This  system  brings  out  the  control  freak  in  us  ail,  with  the  joystick 
featuring  a bevy  of  buttons  and  two  eight-way  hat  switches,  while  the 


throttle  is  equally  endowed  with  an  array  of  switches,  buttons  and  dials, 
and  also  includes  an  innovative  rocker  control  which  emulates  rudder 
pedals.  The  X36edit  Windows  programming  utility  is  fairly  straightfor- 
ward, albeit  not  entirely  glitch-free. 

For  experienced  flight-sim  jocks  as  well  as  newbies  looking  to  get 
started,  the  X36  system  will  put  you  firmly  in  control. 


This  system  brings  out  the  con- 
trol freak  in  us  all,  with  joy- 
stick and  throttle  featuring  an 
array  of  buttons,  hat  switches, 
and  dials. 
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Scream  through  combat  strategy  and  savor  every  gut-wrenching 
moment  of  annihilating  your  enemy.  With  rage  in  yoiu:  veins  and 
ASSASSINATION  on  the  brain,  be  prepared  to  command  this  7th  Legion'" 
battalion  in  the  ultimate  untamed  death  test.  Because  once  you’re  in-it's 
all  about  balls-to-the-wall  real-time  combat  action,  vdreze  "paying  your 
respects"  is  done  with  a dignified  single  finger  salute. 


www.ttMcroprose.com 
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Vj/  ANARCHY.  Wage  war  with  up  to  6 legions 
via  modem,  LAN  or  lnternet~then  deploy  action 
element  cards  to  wreak  havoc  on  enemies. 


'3'  ACTION.  MMX  technology  delivers 
feverish,  finger-blistering  combat  with  action 
faster  than  any  other  real-time  strategy  game. 


'o/  ATTITUDE.  Your  voracious  band  of 
ruthless  mercenaries  gets  smarter  as  they 
collect  mutilated  bodies  for  cold  hard  cash. 


BUYER’S  GUIDE 

The  1997  Holiday  Hot  100 


4.  Microsoft  SiiieWinder  Force 
Feedback  Pro 

sidewinder  Force 
Feedback  Pro,  $149 
Mlcrosofl,  (2061  882-8080 
www.mlcrosoll.comlsldewloder 

While  there’s  been  a whole  lotia  shakin'  goin'  on  about  lorce- 
leedback,  only  a lew  products  have  actually  shipped,  and  game 
titles  are  just  beginning  to  take  advantage  of  this  technology.  But  given 
the  number  of  titles  currently  in  the  works  that  incorporate  this  tech- 
nology, a foroe-teedback  controiler  may  soon  be  standard-issue  equip- 
ment lor  any  gamer.  Microsolt  and  Logiteoh,  the  leaders  in  the  joystick 
market,  are  both  doing  force-feedbck  sticks,  but  Microsoft  has  gotten 
to  market  first  with  its  Sidewinder  Force  Feedback  Pro. 

This  second-generation  stick's 
digital  design  allows  for  more  sub- 
tle effects,  and  it’s  DirectX  5 com- 
patible, And  although  it  doesn’t 
ship  with  a force  editor,  you  can 
download  Immersion’s  l-Force 
Studio  2.0  and  edit  DirectX 
games’  forces  that  aren't  coded 
directly  to  Sidewinder.  If  you  want 
the  holidays  to  be  a wilder  ride, 
take  a look  at  the  new  Sidewinder. 


5.  Thrustmaster  Rage  3D  100 

Rage  3D  100,  $30 
Thrusimasler,  (503)  615-3200 
www.thrustmastec.com 

To  say  there  are  more  than  a few  gamepad  offerings  out  there  tor 
your  PC  would  be  an  understatement  of  understatement.  But  despite 
the  gaggle  of  offerings,  most  seem  targeted  toward  those  gamers  who 
have  smaller  hands,  leaving  most  adults  with  “gamer’s  claw"  alter  a 
long  session.  To  remedy  the  problem,  Thrustmaster  has  come  up  with 
its  Rage  3D  (no  relation  to  ATI)  gamepad  controiler.  Specifically  de- 
signed for  larger  hands,  this  new  controller  uses  a "lizard-eye"  thumb 
pad  in  lieu  of  the  more  traditional  thumb  dish.  The  result  is  much  easier 
operation  and  reduced  fatigue  from  prolonged  usage.  With  a host  of  3D 
sports  titles  on  the  way  for  the  Holidays  and  early  next  year.  Rage  3D 
will  add  hours  of  "claw-free"  game  lime. 


6.  Plextor 
12/20PleX 

12f20PleX,  $230  wtlbout  SCSI  adapter, 
$350  with  PCI  SCSI  adapter 
Plextor  Carp.,  (8001  086-3935 
www.plextor.com 


The  Plextor  12/20PleX  is  the  fastest  CD  drive  you  can  get,  period.  Ignore  “24x'’  drives,  the  12/20 
blows  away  every  so-called  24x  drive  we’ve  seen  so  far.  Given  that  DVD  drives  will  arrive  in  lull 
force  next  year,  the  12/20  may  very  well  be  the  last  CD-ROM  drive  you’ll  ever  need-it's  that  good.  It 
reads  just  about  every  CD  format  out  there,  and  also  comes  with  a nifty  tool  for  managing  your  CD 
drive.  You  can  set  the  maximum  spin  rate  and  the  delay  before  the  drive  spins  down;  you  can  even  do 
one-ciick  CD  copies.  The  ohiy  potential  downside  is  that  the  12/20Plex  is  a SCSI  device,  so  if  your 
system  is  SCSI-deficient,  you’ll  need  to  add  a host  adapter. 
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7.  DiamontI  Stealth  II 

Steaim  II,  $119.95 

Diamond  IVIulllmedIa,  (800)  408-5846 

www.dlamandmm.com 

In  the  past,  low  cost  and  high  perlormance 
were  mutually  exclusive  concepts  when  It 
came  to  graphics  cards.  II  It  was  cheap  It  was 
slow;  It  It  was  last,  It’d  cost  ya.  The  Stealth  II 
from  Diamond  turns  this  logic  on  its  head. 

The  Stealth  II  uses  Rendition’s  new  V2100, 
which  delivers  superb  3D  speed  and  solid  2D 
performance.  The  best  part  is  the  price: 


$119.95  gets  you  a hot  graphics  card  with 
4MB  of  RAM.  It  benchmarks  within  an  inch  ol 
a 3D!x  card  and  you  don’t  even  have  to  give 
up  an  extra  PCI  slot.  The  one  downside  is 
slow  320x200  V3A  graphics,  which  is  becom- 
ing more  irrelevant  every  day.  This  card  can 
grace  anyone’s  Christmas  list  with  relatively 
little  pain  to  the  wallet. 


8.  3Com  ImpactIO 
External  ISDN 
Mohem 

ImpaclIQ  External  ISDN,  $330 
3Coni,  {800)  638-3268 
www.3com.com 

Okay,  so  it’s  a “terminal  adapter  with  built-in 
NT1,"  but  ISDN  modem  is  easier  to  write. 
The  external  version  of  the  ImpactlQ  was  one 
of  the  easiest  datacomm  devices  we've  ever 
set  up.  Plug  the  cable  into  the  serial  port,  Plug 
the  ISDN  jacks  in,  install  the  driver,  follow  the 
SPID  wizard  and  you’re  connected.  Al!  you 
need  to  know  are  the  two  ISDN  numbers. 


V y 


those  annoying  pauses  that  occur  when  new 
textures  are  loaded  from  main  memory  disap- 
pear. However,  it  will  really  come  into  its  own 
with  the  next  generation  of  games,  which  use 
higher  resolution  textures.  There's  no  software 
bundle,  but  the  price  is  right.  If  you're  just  now 
looking  for  a 3Dfx  add-on  card,  this  is  the  one 
to  check  out. 


The  two  standard  phone  jacks  in  the  back  of 
the  unit  are  another  nice  feature:  You  can  have 
a voice  phone  and  a fax  machine  attached, 
both  of  which  work  flawlessly  when  you're  not 
connected.  Throughput  is  quite  good— I've 
seen  download  speeds  ol  more  than  4,600 
bytes  per  second  from  CompuServe  (which 
supports  only  a single  56Kbit  connection).  The 
one  downside  is  your  phone  company.  Even  in 
ISDN-friendly  California,  getting  the  line  work- 
ing can  be  the  biggest  headache. 


10.  Hitachi 
Superscan  Elite  751 
19-inch  Monitor 

SuDOrscan  Elite  751,  $1149 
Hitachi  NSA,  (888)  441-4832 
www.nsa-hitachi.com 


9.  Canopus  Pure3D 

PureSD,  $179 

Canopus  Carp.,  (408)  954-4500 
www.canopuscorp.com 

Arriving  late  to  the  3Dfx  party,  Canopus 
brings  a 6MB  dedicated  3Dfx  accelerator 
to  the  table.  2MB  are  dedicated  to  frame  buffer 
and  z-buffer  and  4MB  are  for  storing  texture 
maps.  Having  4MB  of  dedicated  texture  mem- 
ory helps  even  in  current  games-some  of 


We’ve  moved  enough  21-inch  monitors  to 
know  that  we  never  want  to  lift  another 
one.  Yet  lately,  17-inch  monitors  have  begun  to 
seem,  well,  inadequate.  The  answer  is  the  new 
crop  of  19-inch  monitors.  The  Hitachi  751  rep- 
resents one  of  the  best  of 
the  new  breed.  In  addition 
to  weighing  only  55 
pounds,  it  fits  neatly  into 
the  space  of  a 17-inch 
display.  With  an  18-inch 
viewable  screen,  it  seems 
huge  compared  to  the  old 
one.  It  has  a full  set  of 
digital  controls,  can  sup- 
port true  1600x1200  res- 
olution, offers  a very  high 
refresh  rale,  and  is  energy 
friendly.  If  you're  in  the 
market  for  a new  monitor, 
check  out  the  751. 
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Lightning  and  the  Firewhip.  j 


Play  as  one  of  A death-dealing 
Mcgeslayers  ocross  dozens 
^ of  - hellish  levels. 
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nothing  WITHOUT  torment. 
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A malevolent 

'ID  fantasy  quest  from  the 
creators  of  HEXEN“  and  HEXEN  Ii: 

DedI  h would  be  loo  easy.  Too  lillle  lo  repay  a thousand  year 
old  debt.  Too  quick  lo  satisfy  tlie  hur\ger  of  one  you  betrayed 
in  another  millefuiiuni.  Before  he  extracts  his  terrible  price 
on  your  soul,  you  are  bound  lo  wander  tlirough  five  worlds  of 
atrocity.  Stoking  your  power-s.  (lathering  magic  (or  oneMast. 
desperate  stinggle  against  E\'il.  OnI>-  then  will  he  anoint  .^ou 
with  the  last  sacraniei;ts  of  your  torment. 

> No,  Qealfl  would  be  too 


Soul-destroying  3-D 
^ . jenvirontnentl^epying  with 
\^-  diabolical' traps  and 
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mysteries. 


Spreod  the  Evil  with  several 
modes  of  MiiltiSlayer  ochon 
for  up  to  16'plQyers. 
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1.  Spy  Fox  in  Dry  Cereal 


CO 

.g 


Windows/IVIac  CD-ROM,  $39.95 
Humongous  Enterlainmenl,  (800)  499-8386 
www.humongous.com 

Junior  secret  agents,  prepare  for  action:  A most  heinous  crime  has  dis- 
rupted breakfast.  Dairy  cattle  all  around  the  world  have  been  cow- 
napped  by  a disgruntled  billy  goat,  forcing  children  everywhere  to  eat  their 
morning  cereal  milkless!  Your  mission,  should  you  choose  to  accept  it,  is 
to  help  secret  agent  Fox-Spy  Fox-on  his  quest  to  capture  the  evil  Billy- 
the-Kid.  Your  journey  takes  you  to  the  Greek  island  of  Acidophilus,  where 
Professor  Quack,  creator  extraordinaire  of  spy-gadgets,  is  waiting  for  you, 
as  is  your  faithful  assistant,  Monkey  Penny,  Before  you  explore  the  island, 
you’ll  need  to  slip  a few  of  Quack’s  latest  creations  into  your  tuxedo  pock- 
et (Spy  Putty,  X-ray  Gum,  and  Spy  Trap  should  prove  useful). 

As  you  guide  Spy  Fox  through  the  adventure,  you'll  encounter  a 
menagerie  of  eclectic  characters,  who’ll  help  you  solve  the  case.  Play 
Go  Fish  with  Mr,  Big  Pig;  chat  with  Bea  Bear,  the  loose-lipped  cantina 
waitress;  attempt  to 
glean  some  information 
from  the  mysterious 
feline  fatale,  Russian 
Blue;  or  summon  assis- 
tance from  Mata  Hairy, 
Targeting  an  older 
demographic  range 
(ages  5-10)  than  the  pre- 
vious Junior  Adventures, 
Spy  Fox  contains  more 
traditional  adventure  game  elements.  After  you  speak  to  certain  charac- 
ters, for  example,  their  information  will  be  stored  in  thought  balloons 
(which  you  can  later  use  to  ask  other  people  about  the  characters). 

While  far  more  challenging  than  the  previous  titles,  Spy  Fox  still 
maintains  all  the  great  little  Humongous  touches-an  easy-to-use 
interface,  amiable  characters,  and  an  abundance  of  delightful  hotspots 
for  kids  to  click  upon.  And  you  can  bet  that  the  James  Bond  spoof- 
theme  will  provide  plenty  of  laughs  lor  parents,  too, 
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Windows/Mac  CD-ROM,  $39.95 
Humongous  Entertainment,  (800)  499-8386 
www.humongous.com 

Remember  those  halcyon  days  when  you  used  to  grab  a few  pals,  a 
bat,  and  a couple  of  balls  and  find  a quiet,  dusty  street,  for  a few 
innings  of  baseball? 

Well,  now  your  kids 
can  enjoy  the  same 
experience,  even 
when  it’s  rainy  out- 
side and  nobody  else 
wants  to  play 
Backyard  Baseball 
lets  kids  select  their 
own  team  of  players 
from  a gaggle  of  neigh- 
borhood kids,  all  with  unique  quirks  and  traits.  There’s  a pair  of  twins  who 
will  only  pl^  well  if  they’re  on  the  same  team,  as  well  as  a brother  and  sister 
duo  who  perform  better  on  opposite  teams.  The  game  features  two  main 
modes  of  gameplay:  You  can  either  play  a Pick-Up  game-a  single  game  on 
one  of  seven  makeshift  fields-or  you  can  enter  the  Backyard  Baseball 
League  and  begin  the  first  of  14  games  against  a variety  of  different  teams. 

Once  you’ve  picked  your  team,  named  it,  and  selected  your  team 
colors,  you’re  ready  for  action,  While  your  team’s  at  bat,  your  mouse- 
click  determines  when  each  team  member  will  swing,  how  hard  they 
should  swing,  and  where  they  should  hit  the  ball.  And  don’t  forget  to 
prompt  your  players  to  run  the  bases.  Similarly  when  your  team  is  field- 
ing, your  mouse-click  indicates  where  they  should  throw  the  ball.  You’ll 
also  be  in  control  of  pitching,  but  go  easy  with  those  “heat”  pitches: 

You  mustn’t  let  your  pitcher  run  out  of  juice  before  the  end  of  the  game. 

Backyard  Baseball  is  not  only  the  first  game  in  Humongous’  Junior 
Sport’s  line,  it's  the  first  computer  baseball  game  designed  for  children, 
period.  It  will  appeal  to  boys  and  girls  alike,  and  its  colorful  cast  of  char- 
acters and  engaging  gameplay  make  this  an  excellent  addition  to  any 
game  collection. 


3.  Schoolhouse  Rock: 

1st  & 2nti  Grade  Essentials 

Wlndows/Mac  CD-ROM,  $34.95 
Creative  Wonders,  (800)  543-9770 
www.creatlvewonders.coni 

Parents,  we  guarantee  that  you’ll  be  rocking  out  along  with 
your  kids  when  you  hear  the  familiar  sounds  of  "Conjunction 
Junction,"  “Unpack  Your  Adjectives,”  and  “My  Hero  Zero."  The 
highlight  of  this  CD-ROM  has  to  be  this  superb  collection  of  pop- 
ular Schoolhouse  Rock  tunes,  along  with  the  original  animation, 
Schoolhouse  Rock  1st  & 2nd  Grade  Essentials  also  includes  a 
great  selection  of  interactive  games  specific  to  the  first-  and  sec- 
ond-grade school  curriculum.  The  games  extend  the  songs’ 

themes,  teaching  your 
child  the  basics  of 
math,  science,  reading, 
languages,  and  social 
studies.  It’s  hard  to 
say  who’ll  enjoy  this 
product  more. ..chil- 
dren experiencing 
Schoolhouse  Rock  for 
the  first  time,  or 
grown-ups  consumed 
by  waves  of  nostalgia. 


4.  Grossology: 
The  Science 
of  Really 
Gross  Things 

Windows/Mac  CD-ROM,  $35 
SegaSott,  (888)  SEGASOFT 
www.GrossologvGanies.com 

Warning,  this  title  is  not  lor 
the  weak  of  stomach, 
Grossology  teaches  the  ins  and 
outs  of  the  human  body- 
focusing,  of  course,  on  the  gory 
elements-in  a down-to-earth 
manner  that  children  will  love. 
Aimed  at  kids  aged  6-14, 
Grossology  features  nine  Yucky 
Games,  including  Poo  Poo 
Pinball,  Burp-O-Rama,  and  Ack 
Allack,  in  which  you  must 
match  a slang  term  (such  as 
"butt-hole  opening”)  with  its 
official  biological  term.  While 
this  one  may  just  be  too  much 
for  some  parents,  it’s  guaran- 


teed to  maintain  your  child’s 
interest,  and  there  really  is  a 
valuable  biology  lesson  to  be 
learned,  if  you  can  manage  to 
look  past  all  the  goo. 


trade  and  negotiate  with  merchants  and  chat 
with  the  townsfolk,  who  may  have  information 
pertaining  to  the  quest.  Part  adventure,  part 
strategy  game.  Pirates  eases  your  children 
into  the  concept  of  resource  management. 
And,  as  you'd  expect  from  a Discovery  title, 
they’ll  learn  a little  history  along  the  way. 


5.  Pirates: 
Captains  Quest 


Windows/Mac  CD-ROM,  $34.95 
Discovery  Channel  Multimedia, 
(800)  078-3343 

http;//multimedia.discovery.com 

Pirates:  Captains  Quest, 
from  Discovery  Channel, 
takes  kids  back  to  the  begin- 
ning of  the  18th  century  on  a 
journey  across  the  high  seas. 

In  the  role  of  ship’s  captain, 
your  child  will  be  given  a 
quest,  and  must  navigate  a 
merchant,  privateer,  or  pirate 
ship  across  the  Caribbean, 
deciding  when  to  do  battle 
and  when  to  bring  the  ship 
into  port.  The  captain  must 


W/sA  List 

ORLY’S  Draw-a-Stdry,  ffom  Broderbund, 
will  provide  a creative  outlet  for  your 
kids.  They  can  draw  pictures  to  complement 
the  young  Jamaican  girl's  stories,  or  choose 
to  write  and  illustrate  their  own  tales. 

Mercer  Meyer’s  Little  Monster  is 
brought  to  life  in  GT  Interactive's  story- 
book. Lihle  Monster:  The  Smelly 
Mystery.  Children  can  help  Little  Monster 
and  his  assistant.  Detective  Kerploppus, 
figure  out  who  has  been  switching  the 
smells  around  in  Monsterville  by  uncover- 
ing clues  hidden  throughout  the  story. 

Saturday-morning  cartoon  star  Nightmare 
Ned  makes  his  CD-ROM  debut  in  an  action/ 
adventure  game  (with  a Nightmare  Before 
Christmas  feel)  from  Disney  Interactive 

b i 
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Lose  Your  Marbles.  A puzzling  diversion 
of  3D  marbles,  manic  maneuvers,  and 
multiplayer  action.  Available  now. 


BETTER  THAN  TETRIS* 
OR  YOUR  MONEY  BACK. 


Free  demo  at  www.segasoft.com 

ei997SegaSofl.  Inc  Ai  ngns  lesarveo  SegaSolt.lm'i^ut 
Itademark  ol  the  Mictosotl  Corpcralion  The  raimgs  icon  Is  a Irai 
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iSegaSol  1050 . 


»s3  55  IS  a I 
ed  iiademari 


I Digital  SottKaie  Associaiion. 


Work  fast  to  match  up  marbles 
and  make  them  disappear. 

1 
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6.  Madeline 
Classroom  Companion: 
1st  & 2nd  Grade 

Windows/IVIac  CD-ROIVI,  $34.95 
Creative  Wonders.  (800)  543-9778 
www.creativewonders.com 

Madeline,  the  teeny-tiny  French  girl,  is  back 
with  a new  CD-ROM  that  is  magnifique. 
As  does  ScHOOLHOuse  Rock,  Madeline  follows 
the  first-  and  sec- 
ond-grade school 
curriculum,  teach- 
ing basic  skills 
through  gameplay. 
Madeline's  Magic 
Show,  for 
example,  tests 
your  child’s 
knowledge  of  sci- 
ence. Madeline  and  her  friend,  Wette,  ask  your 
child  to  help  them  with  addition  and  subtrac- 
tion. Most  fun  of  all,  though,  is  Madeline’s 
Stalionefy  Store  guessing  game,  where  kids 
can  match  words  and  images  in  either  English, 
French,  or  Spanish.  Madeline  Classroom 
Companion  also  includes  a vast  range  of  print- 
able activities,  including  an  adorable  Madeline 
paper  doll  with  a selection  of  outfits  for  kids  to 
cut  out  and  keep. 

7.  Secret  Paths 
in  the  Forest 


I 


'ai: 


Stocking  Sniffers 

If  you’re  looking  for  a gift  for  a 
young  teen,  you  can’t  go  wrong  with 
any  one  of  R.  L.  Stine’s  best-selling 
Goosebumps  books.  If  you're  planning 
to  buy  Dreamworks’  The  Ahack  of  the 
Mutant  CD-ROM  game,  why  not 
include  the  original  novel  as  part  of 
the  same  gift  package? 

Goosebumps  Book  Collection 
Parachute  Press/Scholastic  Inc. 


Windows/Mac  CD-ROM,  $29.95 
Purple  Moon,  (888)  2PURPLE 
www.purple-moon.com 

Secrets  Paths,  a “friendship  adventure," 
for  girls  aged  8-12,  allows  your  daugh- 
ter to  meet  and  interact  with  computer 
chums,  and  help  them  resolve  certain 
issues.  In  order  to  advise  her  virtual  triend, 
your  child  will  venture  into  a secret  forest. 
Auditory  clues  and  puzzle  solving  will  lead 
her  toward  secret  stones  containing  mes- 
sages that  will  assist  her  friend.  The  game 
can  be  extended  into  “real  life"  via  Purple 
Moon’s  online  community,  which  provides  a 


safe  place  for  giris  to  chat  online,  and 
allows  them  to  collect  and  trade  "virtual  trea- 
sures." Look  out,  too,  for  Purple  Moon’s 
other  title,  Rockeh's  New  School. 

8.  The  Cat  in  the  Hat 

Windows/Mac  CD-ROM,  $34.95 
Broderbund,  (800)  521-6263 
www.broderbund.Gom 

Too  wet  to  go  out  and  too  cold  to  play  ball?  It 
sounds  like  your  child  could  benefit  from 
the  company  of  a certain  floppy-hatted  feline. 
The  latest  interactive  storybook  to  be  brought  to 
life  by  Broderbund’s  Living  Books  division.  The 
Cat  in  the  Hat  allows  kids  to  play  an  active  role 
in  Dr.  Seuss’  tale.  See  how  many  items  you  can 
make  the  cat  balance;  draw  funny  faces  on  pic- 


9.  The  Adventures  of 
Valdo  and  Marie 

PC  CD-ROM,  $29.95 
UbiSoft,  (415)  547-4000 
www.ublsort.com 

Young  historians  will  want  to  check  out 
UbiSott’s 
Valdo  ano  Marie, 
an  adventure 
game  set  in 
1580,  which  fol- 
lows two  young- 
sters on  a journey 
from  Portugal  to  Japan.  As  Valdo,  you  must 
locate  and  reconstruct  the  missing  frag- 
ments of  the  map  that  will  guide  you  to  your 
destination.  Based  upon  primary  source 
information,  the  game  promises  to  give 
10-14-year-olds  an  accurate  lesson  in  histo- 
ry. Don't  let  that  put  your  kids  off,  though. 
They’ll  be  so  busy  digging  up  clues,  thinking 
through  strategies,  and  solving  puzzles  that 
they  won’t  realize  they’re  actually  learning 
something  until  it’s  too  late. 

10.  Goosehumps: 
Attack  of  the  Mutant 

Windows  95  CD-ROM,  $39.95 
Dreamworks  Interactive, 

(800)  426-9400 
www.dreamworksgames.com 

The  second  Goosebumps  title  to  be 
brought  to  CD-ROM,  Ahack  of  the 
Mutant  calls 
upon  your 
child  to  save 
the  world  from 
evil.  The  idea 
of  this  3D 
actlon-game- 
which  features  the  voices  of  Adam  West  and 
Jim  Belushi-is  to  outsmart  the  bad  guys, 
and  foil  the  nefarious  Masked  Mutant’s  evil 
plan  to  turn  the  world  into  a comic  book. 
While  the  game  does  require  strategic  think- 
ing and  problem-solving  skills,  there  isn’t  a 
great  deal  of  hidden  educational  value  in  (his 
one.  Nonetheless,  it’s  a lot  of  fun. 
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^ Santa ’s  other  surprises 


1.  The  Simpsons:  Virtual  Springfielil 


Windows  95  and  Mac  CD-ROM,  $29.98 
Fox  Interactive,  (310)  369-7000 
www.foxmteractive.coni 

Wondering  what  to  buy  your  pals  for 
Christmas?  Don’t  have  a cow,  man, 
we  have  the  perfect 
solution-a  trip  to 
exotic  Springfield, 
and  a chance  to 
spend  some  quality 
time  with  America’s 
favorite  dysfunction- 
al family.  Fox 
Interactive’s  3D  re- 
creation of  the 
Simpsons’  home 
town  allows  you  to 
visit  all  the  well- 
known  hangouts. 

Meander  through 
the  streets  of 
Springfield,  drop  in 
for  a beer  at  Moe’s 
Tavern,  stop  for  a 
doughnut  break  at 


the  Nuclear  Power  Plant,  and  check  out 
the  hilarious  outtake  tapes  at  Krustylu 
Studios.  The  more  mischievous  among 
you  can  launch  water  balloons  from 
Bart's  Tree  House,  or  chuck  candy  bears 


at  the  poor  unsuspecting  citizens  as  they 
venture  into  the  movie  theater.  Or,  you 
can  just  hang  out  at  Bart’s  house  and 
become  one  of  the  family.  Don’t  like  that 
idea?  Fine.  Eat  our  shorts. 


CGW 
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2.  Easy  CD  Creator 
Deluxe  Edition 

Windows  95  and  Windows  NT  CD-ROM,  $99.95 
Adaptec,  (800)  442-7274 
www.adaptec.com 

Wow,  how  exciting!  Software  to  control  a CD-ROM  burner  {or 
so  you  might  think).  But  Adaptec’s  Easy  CD  Creator  Deluxe 
is  more  than  just  software  that  allows  you  to  archive  your  down- 
ioads  and  other  important  data  to  CD-Recordabie  discs.  The  pack- 
age also  includes  (he  innovative  CO  Spin  Doctor  program,  which 
allows  you  to  connect  your  home  audio  equipment  to  your  sound 


card  and  record  your  favorite  old  cassette  tapes  and  phonograph 
records  onto  a CD.  Now  you’ll  never  have  to  worry  about  scratch- 
es or  tape  breaks  again  when  you  want  to  play  those  old  Blue 
Oyster  Cult  singles  or  the  extended  dance  mix  of  the  Vapors' 
“Turning  Japanese."  Of  course,  the  program  also  works  with  CDs, 
allowing  you  to  create  mixes  with  songs  from  your  favorite  audio 
discs.  It’s  also  the  most  reliable  general  CD-R  software  we’ve 
seen,  allowing  you  to  do  other  things  while  burning  data  to  disc 
without  the  worry  that  you’ll  create  a coaster.  The  software  creates 
data,  video,  and  audio  CDs,  and  allows  you  to  make  backup 
copies  of  unprotected  CD-ROMs.  If  you’re  looking  to  buy  (or  ask 
Santa  tor)  a “big  ticket’’  Christmas  gift  this  year,  you  could  do 
much  worse  than  Easy  CO  Creator  Deluxe  and  an  under-$500  CD- 
Recordabie  drive. 


3.  MCI  VideoWave  and 
ATI  All  in  Wonder 

VfdeoWave:  Windows  95  CD-ROM,  $99.95 
MGI  Software,  (888)  MGI-SOFT 
www.mgisoft.com 

All-in-Wonder:  For  Windows  95,  $270 
ATI  Technologies,  (905)  882-2600 
www.atitech.ca 

If  your  favorite  gamer  is  also  an  amateur  video  producer  (you 
know  the  type:  the  one  who  makes  sure  every  family  moment  is 
forever  preserved  on  8mm  videotape),  we  have  just  the  gift  combi- 
nation for  you.  MGI’s  VideoWave  lets  you  digitize,  cut,  splice,  and 
add  titles  to  video.  The  speedy  MMX-enhanced  package  rivals  the 
capabilities  of  professional  video  editing  software  costing  six  times 
as  much.  Whether  you  want  to  grab  video  clips  of  your  adorable 
baby  to  email  to  Grandpa  or  edit  scary  Uncle  Albert  out  of  your 
holiday  films,  VideoWave  makes  it  easy.  Your  edited  video  can  be 
saved  in  AVI  or  MPEG  format,  which  are  suitable  for  use  on  Web 
pages,  or  for  writing  to  a CD-Recordable  disc. 

In  addition  to  a video  source  (a  VCR  or  video  camera),  you’ll 
also  need  a way  to  get  the  video  into  your  computer.  Our  favorite 
is  ATI’s  All-in-Wonder  card.  As  a standard  video  card,  the  All-in- 
Wonder  has  great  2D  performance  and  some  of  the  best  video 
playback  we’ve  seen,  as  well  as  passable  3D  graphics  (action  and 
Sim  nuts  will  want  to  pair  it  with  a 3Dfx-based  card).  But  the  card 
also  includes  a cable-ready  TV  tuner,  which  lets  you  watch  TV  in  a 
window  or  even  as  your  background  wallpaper,  as  well  as  video 
input  and  output  for  digitizing  video  or  playing  games  on  your 
television  set. 
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Getting  Great  Gifts  for, 

Gamers 


A How-to  Guide  for  Finding  the  Right  ^ 
Game  Gift  for  the  Wotidavs  J 


Your  holiday  shopping  is  going  well.  You  finally  found  a Tickle 
Me  Cookie  Monster  for  little  Jessica,  a Mucous  Tick  for  your 
nephew  Max,  and  a green  lie  for  Uncle  Doug.  All  that’s  left  is  to 
find  something  lot  cousin  Lee,  the  computet  gamer. 

Upon  walking  into  your  local  software  store,  however,  your 
senses  are  assaulted  by  brighliy  colored  boxes  of  all  shapes  and 
sizes.  Everything  from  tanks  and  airplanes  to  dinosaurs  and  sev- 
ered limbs  vie  for  your  attention.  How  on  earth  do  you  choose 
the  right  gift? 

The  HardiwareJ  Choices 

The  first  thing  you'll  need  to  determine  is  what  kind  of  computer 
Lee  has,  and  how  it's  equipped.  Of  course,  doing  this  without  giv- 
ing away  why  you’re  asking  will  take  some  smooth  talking.  You 
might  express  interest  in  getting  a computer  of  your  own,  and  ask 
what  kind  of  system  Lee  has  lor  comparison. 

Is  it  a PC,  running  Microsoft  Windows,  or  a Macintosh?  This 
determines  in  which  section  of  the  store  you’ll  need  to  shop.  PCs 
and  Macs  use  ditlerent  programs,  although  a very  tew  games  will 
include  both  PC  and  Mac  versions  on  a single  CD. 

Next  up  is  determining  which  operating  system  (the  program 
that  controls  how  the  computer  works)  they’re  using.  On  a PC,  this 
will  normally  be  Windows  95,  Windows  3.1,  or  MS-DOS.  On  a 
Macintosh,  it  will  be  System  6,  System  7,  or  Mac  OS  8.  Check  the 
system  requirements  listing  on  the  box  of  the  product  you're  buy- 
ing to  determine  which  operating  system  it’s  designed  lor.  Most 
new  games  are  designed  for  Windows  95,  so  if  your  giltee  has  a 
PC  and  is  still  running  MS-DOS  or  Windows  3,1,  Windows  95 
might  be  the  gilt  of  choice  instead  of  a game.  Note  that  MS-DOS 
games  will  run  on  Windows  95  systems,  but  setting  up  the  comput- 
er to  run  them  properly  can  sometimes  be  a complex  task.  Unless 
the  person  you’re  buying  tor  is  very  computer-sawy,  it’s  best  to 
stick  to  Windows  95  games. 

Other  computer  specifications  you’ll  want  to  determine 
and  check  agaihst  the  game’s  system  requirements  box  are 
the  following: 

1.  The  amount  of  RAM  (generally  8MB,  16MB,  32MB,  or  more) 

2.  CD-ROM  speed  (2x,  4x,  8x,  or  faster) 

3.  The  type  of  processor  (486,  or  the  faster  Pentium,  Pentium 
Pro,  and  Pentium  II  in  the  case  of  a PC;  or  68030, 68040,  or 
PowerPC  in  the  case  of  a Macintosh) 


4.  The  speed  of  the  processor  (usually  a number  ranging  from 
25MHz  up  to  300MHz) 

Note  that  it’s  tine  if  you  have  more  than  what  the  box  requires; 
which  means  a game  that  requires  a 100MHz  486  with  8MB  RAM 
should  work  just  fine  on  a 233MH2  Pentium  II  with  32MB  RAM. 

finally,  if  tee  owns  a PC,  you’ll  need  to  find  out  what  kinds  ot  add-ons 
it  has.  Almost  all  gamers  will  have  the  Super  VGA-graphics  capability 
required  by  today’s  PCs,  but  a lew  cutting-edge  games  require  a 30 
graphics  card,  as  well.  A mouse  is  de  rigueur  on  today’s  PCs,  but  does 
the  game  require  a joystick  or  gamepad,  and  if  so,  does  Lee  have  one? 
At  least  there's  one  less  add-on  hassle— if  you  buy  a Windows  95  game, 
you  shouldn’t  have  to  worry  about  what  kind  ot  sound  card  Lee  has 

it  Takes  AH  Kinds 

Now  you  know  what  type  ol  system  Lee  has.  so  you  can  tell  if  a 
game  will  work  on  it.  But  you  still  haven’t  actually  chosen  a game! 
We’ve  listed  a variety  of  interests  below,  along  with  the  genres  of 
games  that  usually  appeal  to  foils  with  those  interests.  Once  you 
determine  the  genres  Lee  is  likely  to  be  interested  in,  check  the  appro- 
priate section  of  the  “Holiday  Hot  100"  for  some  can’t-lose  games. 

imiST  SCCTIOH 


1 Aircraft,  military  aviation,  ships  Simulations 

Auto  racing,  motorcycles 

Action,  Space  Simulations 

Brain  teasers 

CiassicsfPuzzles 

Card  games,  ciassic  games 

ClassicsfPuzzies 

Chiidren 

Kill's  Software 

Computers 

HarilwarefSanta’s  | 

Other  Surprises  : 

Dungeons  & Dragons 

Adventure/Role-Playing  - 

Economics 

Strategy 

Fantasy  novels,  myths,  fiction 

AilventutefRele-PlayIng 

Fast-paced  action,  violence 

Action 

Football,  baseball,  golf 

Sports 

Mental  stimulation 

CiassicsfPuzzles 

Military  History 

Wargames,  Simulations 

Politics 

Strategy,  Wargames 

Science  Fiction 

AdventurelRole-Playing, 

Space  Simulations,  Strategy 

Sports 

Sperts 

The  Spice  Girls 

(Wrong  Magazine)  . <7- 
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4.  Kodak  DC-210 

Windows  95  or  Macintosh,  $899 
Kodak,  (800)  508-1531 
www.kadak.com/daiHome/dc21 0/ 

Show  us  a computer  gamer  who’s  not 
into  gadgets  and  we’ll  unmask  him  as  a 
WordPerfect  buff  who's  just  trying  to  look 
cool.  One  of  the  hottest  gadgets  out  there 
right  now  is  the  digital  camera,  which  lets 
you  take  pictures  without  expensive  film, 
and  immediately  download  them  to  your 
computer.  Until  recently,  a digital  camera 
with  good  resolution  that  wasn’t  limited  to 
just  a few  pictures  cost  a bundle,  but  new 
lower-priced  offerings  from  Kodak,  Olympus,  and  Sony  have 
brought  them  into  the  realm  of  obtainability  for  those  of  us  still 
stuck  down  in  the  middle  class. 

One  of  the  belter  values  out  there  is  the  Kodak  DC-210.  The 
camera  takes  shots  in  1152x864  resolution,  and  features  a 2x 
zoom,  a red-eye  reduction  flash,  an  LCD  preview  screen,  and 


video  output  for  displaying  your  pics  on  the  television  sets  of 
computer-Luddite  friends  and  family.  Compact  Flash  picture 
cards  can  hold  up  to  60  images,  and  allow  quick  downloads  via 
a laptop.  And  Adobe  PhotoDeluxe  is  included,  to  make  if  easier 
to  cut  and  paste  your  kid  into  the  image  of  a jet  fighter  cockpit 
(or  your  boss  into  a photo  of  a compromising  position). 


5.  COW 

Computer  Gaming  World,  (880)  827-4450 
$27.94  for  naked  edition,  or  $42.95  with 
CD-ROM  (12  issues),  www.computergaming.com 

ave  we  got  a Christmas  strategies,  and  everything  else 


gift  for  you.  It’s  sixteen 
years  old,  a ton  of  fun, 
and  won't  get  you  into 
trouble.  You’ll  never 
hear  a complaint  from 
this  little  beauty,  not 
even  if  you  spill  cof- 
fee on  her.  Still 
guessing?  Let  us 
give  you  a clue: 
She's  available 
once  a 
month,  and 
will  arrive 
full  of  the  latest 
gossip.  She’ll  offer  tips. 


you’ll  ever  need  to  know.  She  even 
comes  with  her  own  seedy  room, 
which  is  jam-packed  with  hot 
demos  and  plenty  of  other  good- 
ies. This  is  the  gift  that  just  keeps 
on  giving.  Not  only  will  you  be 
able  to  enjoy  this  little  gem  at 
Christmas  time,  but  you’ll  receive 
a brand-spanking-new  model  each 
month  thereafter,  And  did  we  hap- 
pen to  mention  that,  at  only 
$27.94  for  the  naked  edition, 
she’s  also  extremely  good  value.  If 
you  haven’t  guessed  by  now  what 
we’re  talking  about,  let  us  spell  it 
out  for  you;  CGW. 
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r Santa 's  other  surprises 


CincnuOe  S»C|tre(]f»''| 


Rciil-'I'inic  ciinicni  movciin 
DURING  game  play,  and 
Real  'I'inic  aiiiiiialioii  will) 
Wu.shv()()(l'.s  own  optical 
motion  capture  technology. 


Cliieniatic  Sociuenee 


Wc.stMO«)d’s  ( I 
own  True  Color 
Emulation 
delivers  game 
play  and  break 
thmugli  lighting 
and  special  afTecls  in  liill 
screen  (640  x 4«()). 


Over  70  Real-’l'iine  virtual 
actors  pursuing  their  own 
agendas  that  cllect  your 
final  outcome  each  lime 
you  play. 


■g»nu!  Mcoun 


Bliidc-  KiiiiiiltO  I‘)S2  Blailc  Kuiiirt  I'unncRiliip.  liliidc  Kuiniur'''  Bludu  Kuimcr  l’iiaiii.'iship.  IW?  liludo  KuiincrAVcslw<HKl  I’ 
OIW7  Wi-sIw«ikI  SiuiliiR.  Iiic.  Wcslw(HKl  Stuiliiis  is  ii  rv^iislvrcil  Inidcniiirk  ul'Wcsiu'iKidSludios,  Inc. 


UWW.BLADERUNNER.COn 


The  First  Real-Time  3D  Adventure 

Armed  with  your  investigative  skills  and  the  tools  of  a 21st  century 
BLADE  RUNNERS",  you'll  be  immersed  in  a futuristic  world  that 
revolutionizes  computer  gaming,  and  tests  your  ability  to  survive  in 
one  of  the  richest  and  most  atmospheric  games  ever  created  for  the  PC. 


For  Windows®  9S 


CoMMiNG  November  1 997  to  Retailers  Everywhere  'Wfest WOOO 

OR  Call  1-800-874-4607 


ULTIMATE  CAME  HACHIHE 


Well,  It’S  that  time  of  year  again.  A 
time  when  we  go  in  search  of 
the  one  thing  every  gamer  cov- 
ets. No,  not  a hlind  date  with 
Agent  Sculley,  hut  what  may  well  be  the  next 
best  thing  for  hard-core  gamers:  The  Ultimafe 
Game  Machine  (UGM).  This  time,  we  iooked  for 
the  machine  that  cuts  no  corners,  makes  no 
trade-offs,  and  hifs  on  all  cylinders  from  the 
nanosecond  you  fire  it  up.  Many  showed  up  to 
play,  but  only  a select  few  put  the  right  compo- 
nents in  the  box  and  integrated  those  parts  into  a 
seamtess  unit.  Not  an  easy  task,  given  the  dras- 
tic changes  that  have  unfolded  over  the  past 
year  in  the  world  of  computer-gaming 
hardware. 

Since  last  year’s  tIGM 
roundup,  we’ve  seen  the 
introduction  of  a new 
CPU,  the  Pentium  II  (P-lll; 

Intel’s  Accelerated  Graphics 
Port  (AGP);  a new  generation 
of  faster  3D-graphics  chips;  and 
the  Universal  Serial  Bus  (USB).  The 
Pentium  II  brings  together  several 
key  technologies:  a faster  PG 
(Pentium  Pro)-class  archi- 
tecture, MMX,  and  the  ability 
to  scale  up  clock  speeds 
that  currently  top  out  at 
300MHz. 


As  games  relentlessly  push  hardware  to  its 
limit,  AGP  will  give  the  PCI  bus  some  much- 
needed  relief,  allowing  3D  games  to  Increase 
both  scene  complexity  and  the  amount  of 
texture  maps  used  to  create  next-generation 
titles.  At  the  end  of  the  larger  AGP  pipe  waits 
a new  generation  of  3D  accelerator  engines, 
which,  coupled  with  the  P-ll  CPU,  will  offer 
substantial  speed  and  image-quality  improve- 
ments over  previous  geuerations.  And  while 
USB  will  become  more  important  to  gamers 
over  time,  the  current  dearth  of  controllers, 
combined  with  DirectX/USB  teething  pains, 
seems  to  indicate  that  the  dawn  of  the  USB 
age  is  not  quite  upon  us. 

In  this  first  part  of  our  four- 
part  series,  we  went 
looking  for  the  best 
off-the-shelf  “burn, 
baby,  burn”  sys- 
tem we  could 
find— the  kind  we 
^ would  buy  if  money  was  no 
object.  We  wanted  performance  and 
lots  of  It.  And  we  found  it,  at  times 
in  some  unlikely  places.  So  hold  onto 
your  hat:  We’re  set  to  tell  all  about 
the  folks  who  did— and  didn’t— put 
together  all  the  pieces  of  the 
silicon  puzzle  for  this 
year’s  magnum  opus. 
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ULTIMATE  GAME  MACHINE 


Dell  Dimension  XPS  D300 


A longtime  player  in  the 

home/multimedia  markets, 
Dell  is  starting  to  make 
inroads  into  the  gaming 
machine  market  as  well.  In  its 
new  XPS  D300,  Dell  has  put  together 
some  solid  components,  including  an 
AGP  version  ol  STB's  Riva  128-based 
Velocity  128.  The  result  is  a pretty  stout 
rig  that  fared  well  for  the  most  part  in  test- 
ing and  caused  no  notable  headaches 
during  setup. 

A large  step-by-step  foldout  manual 
details  the  setup  process,  and  we  got 
the  box  ready  to  roll  in  10  minutes.  The 
system's  Phoenix  BIOS  allows  rudimen- 
tary access  to  low-level  system  settings, 
though  it  doesn't  get  into  much  granu- 
larity. Getting  to  the  innards  is  a breeze; 
remove  one  thumb-screw  and  the 
tower’s  side  panel  slides  off  to  reveal 
easily  accessible  system  components. 
Other  accoutrements  include  a 19-inch 
monitor,  an  Altec-Lansing  ACS-490 
speaker  system,  and  Microsoft’s 
Sidewinder  Pro  joystick. 

The  XPS  D300  arrived  with  DirectX 
5.0  installed,  though  this  unit  is  a press 


eval  road-dog,  and  DirectX  may  have 
been  installed  at  its  previous  stop.  In 
real-mode  drivers,  Dell  goes  two  for 
three:  Mouse  and  audio  drivers  are  ready 
to  go,  though  a real-mode  CD-ROM  dri- 
ver wasn’t  included.  In  a quick  look  at  its 
USB  functionality,  the  XPS  D300  detect- 
ed the  ThrustMaster  Top  Gun  joystick 
and  installed  the  driver  without  incident. 


As  for  performance,  sometimes  second- 
best  is  fine.  The  XPS  D300  turned  in  very 
respectable  second-place  finishes  behind 
Falcon  Northwest’s  mighty  Mach  V in  most 
tests  and  actually  edged  out  the  Mach  V in 
the  CD-ROM  WinMark  test.  In  all  four 
game  tests,  the  XPS  D300  posted  very 
speedy  frame  rates,  and  it  never  hiccuped 
during  general  gameplay.  In  fact,  along 
with  the  Falcon,  this  Dell  box  was  one  of 
the  least  troublesome  rigs  we  tested. 

Perhaps  the  XPS  D300’s  only  downer 
is  its  somewhat  plain-Jane  configura- 


tion. While  it  certainly  covered  the  fun- 
damental bases,  including  a US 
Robotics  Sportster  56K  X2  modem,  Dell 
opted  not  to  include  more  game-specif- 
ic hardware,  such  as  a PCI-based  sound 
card  that  supports  3D  positional  audio, 
or  a dedicated  game  card  that  would 
better  hold  calibration  settings  lor  ana- 
log controllers,  Also  absent  was  a Zip 


drive  for  larger  files  and  backup.  Of 
course,  all  these  items  can  be  picked  up 
after-market,  and  the  Zip  drive  is  an 
add-on  option  from  Dell. 

For  about  $3,600,  then,  Dell’s 
Dimension  XPS  D300  delivers  solid 
game  performance  across  the  board. 

You  may  need  to  add  belis  and  whistles 
to  taste,  but 
this  box  pro- 
vides a good 
foundation. 

-DS 


In  alj  four  game  tests,  the  XPS  D300  posted 
very  speedy  frame  rates,  and  It  never  hiccuped 
1 during  general-gameplay. 


iuiii 

RATtP****^ 


DECEMBER  1997 


ccw 


MncOS 


WrmtX  I 


ULTIMATE  CAME  MACHINE 


Falcon  Northwest  Mach  V 


Falcon  Northwest  has  long  built  custom 
systems  tuned  to  the  needs  of  hard-core 
gamers.  This  version  of  the  Mach  V sys- 
tem redefines  the  phrase  "over  the  top." 
Out  of  the  box,  everything  sets  up  easily, 
though  you  may  need  help  hefting  the  21 -inch 
ViewSonic  monitor  onto  your  desk.  Falcon 
Northwst  also  delivers  custom  documentation  that 
lists  your  personal  setup,  including  hardware  and 
software  configurations.  All  the  DOS  real-mode 
drivers-CD-ROM,  mouse,  sound-are  present  and 
configured  into  the  system,  as  was  DirectX  5.0.  Oh, 
and  there's  also  the  famous  black  T-shirt. 

The  Mach  V begins  with  an  ASUS  P2L97  AGP 
motherboard  set  at  a 68MHz  system  bus  clock- 
the  Pentium  II  processor  actually  runs  at  306MHz. 
The  Falcon's  Award  BIOS  has  lots  of  nifty  tricks 
built  into  it  for  tweaking  your  system,  but  be  wary— 
a poor  choice  means  a i/e/y  unstable  system.  Stir 
into  the  mix  128MB  of  100MHz  SDRAM,  toss  in  a 
Diamond  Viper  330  AGP  accelerator  (a  CGW 
Editor’s  Pick  last  month)  and  you  have  a smokin’ 
2D/3D  accelerator.  Hov/ever,  the  RIVA 128  v^sn’ 
good  enough  for  Falcon  Northv/est,  so  it  tossed  in 
the  QuantumSD  Obsidian  100,  which  consists  of 
two  (yes,  two)  linked  3Dfx  Voodoo  PCI  boards, 
each  with  dedicated  frame  buffer  and  texel  proces- 
sors. Of  course,  it  takes  up  two  PCI  slots,  but  the 
result  is  a GL  Quake  TimeOemo  average  (at 
640x480}  of  54.3fps! 


As  you  might  guess,  the  system  performed 
pretty  well  in  other  areas,  too.  The  Plextor 
12/20  CD-ROM  drive  generally  kept  pace  with 
the  supposedly  taster  EIDE  CD-ROMs  in  other 
systems.  In  harmony  with  this  system’s  "every- 
thing ancf  the  kitchen  sink"  philosophy,  Falcon 
Northwest  builds  in  a Creative  Labs  DVD-ROM 
drive.  This  first-generation  DVD  system,  howev- 
er, is  probably  the  weakest  link  in  the  system; 


a better  job  of  slaying  cali- 
brated than  sound  card 
joystick  ports.  The  Mach  V 
also  ships  with  a full  com- 
plement of  CH  flight  controllers,  including  the  F16 
Combat  Stick,  Pro  Throttle,  and  Pro  Pedals,  a setup 
befitting  the  Mach  V moniker.  The  keyboard  is 
about  the  only  mildly  cheesy  detail,  but  everyone 
seems  to  deliver  mushy  keyboards  these  days. 


Of  course,  any  hot-rod  ^tem  needs  fast  mass 
storage,  and  the  Mach  V certainly  delivers.  If  one 
lO.OOORPM  Seagate  Cheetah  Ultra-Wide  SCSI  hard 
drive  is  good,  then  tw  should  be  better-especially 
when  paired  with  a DPT  caching  RAID  controller 
used  to  stripe  data  across  the  matched  pair  of 
Cheetahs.  RAID  Level  0-disk  striping-essentially 
writes  data  across  two  drives  in  the  most  efficient 
manner  possible,  seriously  increasing  disk  through- 
put. The  twin  4.5GB  Cheetahs  are  seen  as  a single 
9GB  volume.  This  mass-storage  subitem  generat- 
ed a Business  Disk  WinMark  nearly  four  times  faster 
than  the  nearest  competitor.  The  drive  subsystem 
comes  formatted  as  a single  FAT32  volume. 


image  quality  isn’t  all  that  great,  nor 
is  performance. 

The  Mach  V racked  up  very  solid  2D  bench- 
marks, and  the  rest  of  the  Direct3D  benchmarks 
were  pretty  stellar.  The  innards  of  the  system  are 
cleanly  laid  out;  to  get  into  the  case  you  merely 
remove  two  thumbscrews  and  pop  the  top  off  the 
midtower  case.  All  connectors  are  labeled.  In  our 
quick  USB  test,  Mach  V saw  the  USB  joystick 
without  a problem,  and  then  loaded  its  driver. 

Gamers  are  Falcon  Northwest’s  bread  and  but- 
ter, and  it  shows  in  the  company’s  attention  to 
detail.  For  example,  the  system  ships  with  a CH 
Products  speed-adjustable  game  card,  which  does 


All  this  excess  of  technology  does  have  one 
downside:  There  are  no  slots  free  in  the  Mach  V.  If 
you  like  to  oocasionally  get  together  with  friends  for 
a network  frag-fest,  you’re  out  of  luck-you’ll  fly  the 
Mach  V sans  wingman.  Of  course,  with  the  Supra 
modem,  you  can  alwzys  play  over  the  internet,  but 
nothing  matches  the  visceral  experience  of  watch- 
ing your  best  friend’s  reaction  as  your  AIM-9X  flies 
up  his  tail  pipe.  We  suggest  that  Falcon  swap  in  the 
Obsidian  50  (which  takes  up  only  one  PCI  slot)  and 
make  a PCI  Ethernet  card  an  option. 

Still,  while  the  Falcon  Mach  V seems  a bit 
excessive,  you’ll  be  hard-pressed  to  find  either 
a belter  performing  system  or  one  better  tuned 
to  the  needs  of 
gamers-it  your 
wallet  can  survive 
the  $8,500  price 
tag.  -LC 
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ULTIMATE  CAME  MACHINE 


Notable  additions  to  this  year’s 
offering  include  an  AGP-based 
Diamond  Viper  330  that  uses 
NVIDIA’S  Riva  128  chip  and 
Carnbridge  SoundWorks’  ) 
MicroWorks  speaker  system. 


Micron 

Millennia  XKu 


Micron  was  the  only  five-star 
rig  reviewed  in  last  year’s 
UGM  Ofl-the-Sheif 
Roundup,  This  year,  it  has 
put  together  another  solid 
box  that  is  an  able  performer  and  has 
many  components  in  common  with  the 
other  top  finishers.  Notable  additions  to 
this  year’s  offering  include  an  AGP-based 
Diamond  Viper  330  that  uses  NVlDIA’s 
Riva  128  chip  and  Cambridge 
SoundWorks’  MicroWorks  speaker  system. 

Getting  the  box  up  and  running  is 
painless,  thanks  to  the  poster-size  instal- 
lation guide.  Ports  are  clearly  labeled, 
and  the  XKu  Is  up  and  running  in  10 
minutes.  Getting  to  the  insides  of  the 
XKu  is  a matter  of  removing  one  thumb- 
screw and  sliding  off  the  case’s  side 
panel  (it  looks  as  though  Dell  and 
Micron  have  found  the  same  case  suppli- 
er). The  system  comes  with  DirectX  5.0 
pre-installed,  though  we  had  to  go  dig- 
ging for  real-mode  drivers  for  mouse, 

CD-ROM,  and  audio  (which  we  eventually 
found),  and  then  we  had  to  configure 
them  ourselves.  The  XKu  did  pass  the 
USB  test  without  any  hiccups,  and  its  Phoenix  BIOS  offers  basic  set- 
tings, though  it  lacks  more  detailed  settings. 


Like  last  year’s  offering.  Micron’s  latest  turns  in  solid  performance  across 
the  board,  and  it’s  comparable  to  the  Dell  system.  Favorable  bumps  came  in 
3D  WinBench  97.  and,  to  a lesser  degree,  running  WinBench  97’s  Graphics 
WinMark  test.  But  Micron's  CD-ROM  WinMark  score  was  much  slower, 
owing  to  its  using  a DVD-ROM  to  pull  double-duty  as  CD-ROM  drive  and 
DVD-ROM,  In  game  testing.  Micron  was  again  nearly  dead-even  with  Dell  in 
just  about  every  test,  but  was  unable  to  run  the  TerraMark  test,  owing  to  a 
firmware  bug  that  will  most  likely  be  fixed  by  the  time  you  read  this. 

Like  Dell,  Micron  opted  to  have  Microsoft’s  Sidewinder  Pro  joystick  be 
the  only  bundled  game  controller,  and  depending  on  your  preference,  you 
may  want  to  nix  it  in  tavor  of  your  controller  of  choice.  Micron’s  box  is  also 
somewhat  plain-Jane,  covering  the  fundamental  bases  well,  but  not  offering 
additional  amenities,  such  as  a choice  of  game  controllers  or  a PCI  audio 
board  that  supports  positional  3D  audio.  Still,  Micron  has  put  together 
another  solid  offering,  which  fares  well  in  nearly  every  test,  though  Dell 
delivers  nearly  equal  performance  and  squarely  beats  the  Micron  on  price. 
Micron  does  provide  better  speakers,  and  the  DVD-ROM  and  decoder  may 
be  useful  (or  you  could  swap  them  out  and 
save  a few  bucks).  Aside  from  the  DVD-ROM, 
the  only  real  difference  between  the  two  sys- 
tems is  the  speakers,  and  that  probably  isn’t 
worth  $500.  —DS 
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The  Internet 
of  Yore 


March  1 0,  1 876:  Alexander 
Graham  Bell  spoke  these  famous 
words  through  his  electrical  speech 
machine,  “Mr,  Watson,  come  here, 

I need  you," 


& 
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Prehistoric 

DVD 


Home 

Entertainment 
of  Yesteryear 


December  28,  1 895: 
Auguste  and  Louis  Lumiere’s 
Cinematographe  projector  was 
publicly  demonstrated. 


Late  1970s:  White  square  is  ponged 
between  two  paddles  in  thousands  of 
homes.  The  revolution  begins. 


pentium®]J 


GArEvmr2ooo 


‘Toh'vp  go!  a friend  in  the  business."'^ 


shopping atui Ki,y  " '"^**7- 
taluobl*  to  fou  Clx<ts<  tin  doorway  into  Qaiiway  that 
ImsI  susliyoujbr  ojLII  rangiol’p'oducii.  Hnicts.end 
Gaffwfy  fVfline  JftwJ  or  choose  aprcduci  Itnt  lejurp 
right  to  our  computers 

The  some  peat  products  and  roliKS  are  crerywlyre,  so, 
com*  on  In. 


I Baunalii-n'*  Hif  Screen  KVTV 


The  Future  is  Here. 

Be  There! 


It’s  the  complete,  digital  home  entertainment  system  for 
the  21“  century:  the  ultimate  Web  cruiser,  a gamer’s  paradise, 
a home  theater,  a music  enthusiast,  a powerful  computer  and  a 
digital-ready  television.  And  you  don’t  need  a degree  in 
consumer  electronics  to  run  it. 

The  New-Look  Gateway  Destination  System 

Gateway’s  Destination™  Digital  Media  Computer  (DMC)  delivers 
digital  media  in  one  complete  system.  The  D6-300XL’s  new  36-inch, 
multi  mode  monitor  brings  it  all  to  life;  whether  you’re  thumping  your 
friends  in  a multi-player  3-D  game  boosted  by  the  Apocalypse™  3Dx 
graphics  accelerator,  ripping  through  the  Web  powered  by  a TelePath® 
modem  with  x2™  Technology  or  watching  digitally  enhanced  movies. 

DVD  Optimized 

Glimpse  your  digital  future  with  DVD  technology.  Not  only  does 
a DVD  hold  seven  times  as  much  data  as  a CD,  but  a Destination 
Digital  Media  Computer  displays  DVD  video  at  720  x 480  resolution. 
And  it  supports  two  surround-sound  standards:  Dolby®  Digital 
and  Dolby  Pro  Logic?  which  is  optimized  by  the  harman/kardon® 
high-fidelity  speaker  system. 

Media  Versatility 

Improve  the  picture  quality  of  your  satellite  TV  feed,  cable  access, 
VCR  and  other  media  devices  through  the  Destination  Digital  Media 
Computer.  With  the  cordless  Field  Mouse®  remote  and  cordless 
keyboard,  you  can  kick  back  from  the  comfort  of 
your  ergonomically  correct  couch  and  enjoy  all 
the  digital  prowess  of  the  Destination  DMC. 

Don’t  live  in  the  past.  Call  today  or  transport 
yourself  to  www.destination.com  and  feel  the 
power  of  the  Destination  Digital  Media 
Computer.  Live  in  the  future. 


penti_um®n 


GatewwTooo 


“You've  got  a friend  in  the  business."'' 


800-846-8571 

www.destination.com 


CIRCLE  READER  SERVICE  #110 


DS-200 


GATEWAY'"  Destination"  Big  Screen  PC/TVs_ 


DS-166 


■ Intel®  166MHzPentium®Processor 
with  MMX'“  Technology 

■ 32MB  SDRAM 

■ .‘il2K  Pipelined  Burst  Cache 

■ Destination  31"  SVGA  Monitor 

■ 2MB  Graphics  Accelerator  with  Cable-Ready  TV  Tuner 

■ 2GB  10ms  Ultra  ATA  Hard  Drive 

■ 12X  min/24X  max  CD-ROM  & 3.5"  Diskette  Drives 

■ Ensoniq®Wavetable  Audio 

► Boston  Acoustics®  MicroMedia”'  Speakers 

■ TelePath®  Modem  for  Windows  with  x2'“  Technology* 

■ 7-Bay  Charcoal-Colored  PC  Case 

■ Cordless  Keyboard  with  Integrated 
EZ  Pad®  Pointing  Device 

■ Cordless  Field  Mouse®  Remote 

■ Microsoft®  Windows®  95 

■ Home  Software  Titles 

■ Gateway  Gold'"  Service  & Support' 
for  Big  Screen  PC/TVs 

$2499  As  lowas^SST/mo. 


■ Intel  200MHz  Pentium  Processor 
with  MMX  Technology 

■ 32MB  SDRAM 

■ 512K  Pipelined  Burst  Cache 

■ Destination  31"  SVGA  Monitor 

■ 2MB  Graphics  Accelerator  with  Cable-Ready  TV  Tuner 

■ 4GB  8.5ms  Ultra  ATA  Hard  Drive 

► DVD-ROM  Drive  & DVD  Decoder  Card 

■ 3.5"  Diskette  Drives 

■ Ensoiiiq  Wavetable  Audio 

► Boston  Acoustics  MicroMedia  Speakers 

■ TelePath  Modem  for  Windows  with  x2  Technology* 

■ 7-Bay  Charcoal-Colored  PC  Case 

■ Cordless  Keyboard  with  Integrated 
EZ  Pad  Pointing  Device 

■ Cordless  Field  Mouse  Remote 

■ MS®  Windows  95 

■ Home  Software  Titles 

■ Gateway  Gold  Service  & Support'' 
for  Big  Screen  PC/TVs 

$2999  As  low  as*  S!04/mo. 


Gateway  Destination 
Big  Screen  PC/TV. 


D6-233 


■ Intel  233MHz  Pentium®  II  Processor  with  512K  Cache 

■ 64MB  EDO  DRAM 

« Destination  31"  SVGA  Monitor 

► 4MB  Apocalypse'"  3Dx  Graphics  Accelerator 

■ 2MB  Graphics  Accelerator 
with  Cable-Ready  TV  Tuner 

■ 4GB  10ms  EIDE  Hard  Drive 

► DVD-ROM  Drived  DVD  Decoder  Card 

■ 3.5"  Diskette  Drive 

■ Ensoniq  Wavetable  Audio 

► harman/kardon®  High-Fidelity  Sound  System 

■ TelePath  Modem  for  Windows  with  x2  Technology' 

■ 7-Bay  Charcoal-Colored  PC  Case 

■ Cordless  Keyboaid  with  Integrated 
EZ  Pad  Pointing  Device 

■ Cordle,s.s  Field  Mouse  Remote 

■ MS  Windows  95 

■ Home  Softwiire  Titles 

■ 3-D  Gamer’s  Bundle" 

■ Gateway  Gold  Service  & Supporf" 
for  Big  Screen  PC/TVs 

$3999  As  low  as*  $139/nio. 


Gateway  Destination 
Digital  Media  Computer. 


D6-300XL 


■ Intel  300MHz  Pentium  II  Processor  with  512K  Cache 

■ 64MB  EDO  DRAM 

► Destination  36"  SVGA  Monitor  (35.5"  viewable) 

► 4MB  Apocalypse  3Dx  Graphics  Accelerator 

■ 2MB  Graphics  Accelerator 
with  Cable-Ready  TV  Tuner 

■ 8.4GB  8.5ms  HIDE  Hard  Drive 

► DVD-ROM  Drive  & DVD  Decoder  Card 

■ 3.5"  Diskette  Drive 

■ Ensoniq  Wavetable  Audio 

► harman/kardon  High-Fidelity  Sound  System 

■ TelePath  Modem  for  IVwcfoiv.r  with  x2  Technology* 

■ 7-Bay  New-Look  Charcoal-Colored  PC  Case 

■ Cordless  Keyboard  with  Integrated 
EZ  Pad  Pointing  Device 

■ Cordless  Field  Mouse  Remote 

■ MS  Windows  95 

■ Home  Software  Titles 

■ 3-D  Gamer’s  Bundle'* 

■ Gateway  Gold  Seivice  & Support' 
for  Digital  Media  Computers 

$4999  As  low  as*  $174/mo. 


'Mwamiini  data  transfer  rule  dependent  ten  ccrtiiin 
mriables  induding  parttadar  modems  with  whkh  yvu  are 
commtnicaling,  telephone  lines,  comnumiaitiim  .\oft\mre 
and  aimmuniailions  pmlocob. 


"You've  got  a friend  in  the  business.  ”® 


"3-D  Gamer's  Bundle  mdudes  Ultimate  Bacef  Virlitiil 
On"' and  Actua  Soca‘d.“ 

'The  De.dinaiion  3l-indi  and  36-inch  5V'C/l  monitors 
are  covered  by  a one-year  limited  warranty.  Call  nr  write 
for  a free  copy. 


800-846-8571 

WWW. destination. com 

610  Gateway  Drive,  P.O.  Box  2000  • Norlli  Sioux  City,  SD  57049-2000 
Phone  605-232-2000  • Fax  605-232-2023 


pentium®n 


01997  Galen  ay  2000.  Icii;.  GATEWAY  2000,  black-aiid-vihile  spot  design.  "0"  logo,  F-Z  Pad.  Field  Mouse.  Telcl’alh  and  "You’ve  got  a Iriend  in  ihe  business"  slogan  are  regisiered  trademarks,  and  CuYTEWAY.  Dcsiinalinn  and  Gateuay  Gold  are 
trademarks  of  Gaicujy  2000,  Inc.  TTie  Intel  Inside  Logo,  Intel  and  Pentium  are  registered  trademarks,  and  MMX  is  a trademark  of  Intel  Corporation.  Not  all  Galeu  ay  Destination  systems  contain  the  Pentium  1!  processor.  All  niher  brands  and  product 
namesare  trademarks  orregisiered  trademarks  oftheir  respective  companies.  Many0qleuay2000productsarecuslomcngmeeredlo0ate«ay  2000  specifications,  which  may  vary  from  the  relail  versions  of  the  software  and/or  hardware  in 
funciionalily,  performance  or  compatibility-  All  prices  and  configurations  are  .subject  in  change  without  noliceor  obligation.  Prices  do  not  includeshipping  or  applicable  sales  tax.  'Financing  available  on  approved  credit  issued  andadminislered  by 
MBNA  America*  Hank.  N.A.  Payment.s  baseil  on  36.monlh  term  at  an  Annual  Percentage  Rale  as  low  as  M.99F. 

CIRCLE  READER  SERVICE  #110 


^ULTIMATE  CAHE  MACHINE  ^ 


Solid  Computing  Game  King 


The  name  is  a little  cheesy  and  the 
box  is  plain-Jane,  but  the  Game  King 
delivers  reasonable  performance  at  a 
decent  price.  Unfortunately,  since 
Solid  is  a fairly  small-fry  reseller,  its 
system  is  a generation  behind  in  components 
and  overall  performance. 

Unpack  the  Game  King  and  you  find  a rather 
unremarkable  beige  box.  Setup  is  pretty  straight- 


forward, but  we  needed  a bit  of  screwdriver  work 
to  open  the  case.  Game  King  arrives  with  DOS 
real-mode  drivers  for  CD-ROM  and  sound  card 
configured,  though  we  had  to  add  the  mouse 
command  line  ourselves.  And  though  the  system 
arrived  with  DirectX  installed,  it  was  the  now-anti- 
quated 3.0  version,  not  the  current  5.0  version. 

In  our  quick  USB  test.  Game  King  detected  the 
USB  ThrustMaster  joystick  and  took  the  driver 
with  no  problem. 

The  system  features  an  Intel  Portland  Pentium 
II  motherboard,  which  uses  the  older  440FX 


chipset-Solid  just  missed  the  boat  on  the  AGP- 
enabled  440LX  motherboards,  meaning  that  its 
system  didn’t  have  the  advantage  of  an  AGP 
graphics  card  or  SDRAM.  Intel’s  AMI  BIOS 
doesn’t  allow  for  much  tweaking,  either,  although 
I’ve  found  that  the  automatic  settings  are  usually 
fairly  optimal. 

Solid's  choice  of  graphics  adapters  is  actually 
very  conservative,  resulting  in  what  would  have 


been  an  “ultimate"  rig  about  six  months  ago.  A 
Hercules  Dynamite  128  Video  chip  handles  the 
normal  2D  Windows  and  VGA-graphics  chores, 
while  3D  acceleration  falls  upon  the  venerable 
Diamond  Monster  3D  card.  The  266MHz 
Pentium  II,  while  a damn  fast  CPU,  isn’t  up  to 
the  300MHz  muscle  of  the  competition. 

The  choice  of  older  components  puts  the 
slower  CPU  at  an  even  greater  disadvantage,  and 
its  performance  numbers  reflect  this. 

Overall  performance  trailed  everyone  except 
the  Sony  Vaio  and  was  almost  even  with  the 


Gateway  Destination  in  benchmark  tests.  One 
nice  surprise  was  the  performance  of  the 
Toshiba  24x  CD-ROM.  We  ran  into  problems  run- 
ning WinOuAKE,  but  a driver  update  fixed  the 
problem.  Game  King  turned  in  a respectable 
27.7fps  average  running  GL  Quake,  and  all  frame 
rates  were  over  30fps  on  the  four  game  tests. 

Despite  some  aging  components.  Game 
King’s  audio  subsystem  is  a pleasant  surprise 
and  includes  Creative’s  AWE-64  value  edition 
(not  a bad  card  in  its  own  right)  and  the 
Diamond  Monster  Sound  for  3D  positional 
audio.  Of  all  the  systems  we  tested,  Game  King 
alone  offered  hardware-accelerated  3D  audio, 
and  the  components  mated  very  nicely  with  the 
Cambridge  SoundWorks  speaker  system. 

Although  the  Game  King  is  nicely  set  up  for 
gamers  and  has  the  most  interesting  audio 
setup  of  any  system  tested,  its  overly  conserv- 
ative components  mean  that  this  system- 
priced  just  under  $3, 500-will  become  obso- 
lete more  quickly.  For  Solid  to  move  into  the 
big  leagues,  it 
needs  to  update  its 
system  to  AGP  and 
faster  graphics. 

~LC 


Game  King  turned  in  a respectable  27. 7fps 
*average  running  GL  Quake,  and  all  frame  rates 
- iwere  over  30fps  on  the  four  game  tests.  ( 
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Consequence  of  RANk  ' As  you  pRoquEss  (rom  iIie  RANk  of  CAclEr  to 
CApiAiN,  you'll  qo  Irom  TAkiNq  orcJers  to  qiviNq  tItem.  Tlif’powER  & iIie 
RESpONSibiliiy  of  coMMANdiNq  an  eniIre  Heet  of  skips  will  Be  youRS. 


Consequence  of  AciioN  ' It's  not  jiST  if  you  wiN  on  (ose,  or  even 
kow  you  pky  tIte  qAME.  EvERyTkiNq  you  do  dETERwiNES  kow  tBe  qAME  is 

EVEN  pUyEd  AT  aH. 


RoskAwbo  ComBat  SiRATEqy  ' SpACE  comBat  wiik  a TwisT.  Your 
skip  is  A Rock.  AnotBer  is  paper,  AnotBer  is  scissoRS.  You  can't  Beat 
tBem  aH  & Tkcy  can't  aH  Beat  you.  PIan  youR  attacBs  ACcoRdiNqly. 


A TkickENiNq  Ploi  ^Wiili  an  uNpARAllElEd  dEpik  of  pUy,  set  AqAiNST  oui-oB 
Tkis-woRld  SCI  qRApkics,  fiquRE  out  a coNSiANTly  ckANqiNq  STORy  as  you  maneU' 

VER  & MASTER  foUR  fiqkTERS,  wiiilE  dcAliNq  WiTk  TkREEdilfERENT  aBeN  RACES. 


Orbital! 
Studiop 
Inc.  / 
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^llinKci:  1lii  GIakIous  Man(Iaii  Is  a iiiAtlHMAtik  i)l  OnbiiAl  Siidins  Inc.  Disiiill>uii<l  by  I’.sisAsiirtli  hiiiiAciivi'  MmIIa  CoMimKy. 


Perfomance  Tests 


How  We  Tested 

It’s  always  a challenge  to  test  systems.  We  assembled  quite  an  arsenal  of  benchmarks  and  games  to  exercise  all  the  sys- 
tems we  gathered.  General  system  testing  was  performed  with  WinBench  97;  we  used  the  Business  Graphics  WinMark, 
Business  Disk  WinMark,  CD-ROM  WinMark,  CPUMark  16,  and  CPUMark  32.  Benchmarking  3D  graphics  began  with  3D 
WinBench  97  and  continued  with  a host  of  games,  including  Microsoft  Flight  Simulator  98,  EA’s  Moto  Racer,  Psygnosis’ 
Wipeout  XL,  Eidos’  TerraMark,  and  Quake  (DOS,  WinQuAKE,  and  GL  Quake,  where  appropriate).  We  also  benchmarked  DQS 
performance  using  CBench. 

We  conducted  the  synthetic  tests  with  each  system  just  as  it  came  out  of  the  box,  since  most  people  don’t  tweak  with  BIOS  set- 
tings or  defrag  the  hard  disk  to  move  all  the  applications  to  the  outer  tracks.  The  Graphics  WinMark  tests  were  conducted  at 
1024x768x65,565  colors  and  800x600xtrue-color  (24-bit  color  for  some  systems,  32-bit  color  for  others).  In  addition  to  the  CD- 
ROM  WinMark,  we  measured  the  CPU  utilization  for  the  CD-ROM,  Be  aware  that  we  did  only  overall  CD  testing,  not  outer-track 
testing,  but  since  most  of  the  drives  were  either  CAV  (constant  angular  velocity)  or  partial-CAV  drives,  the  outer-track  performance 
will  be  better.  Since  most  CDs  aren’t  full,  though,  you’ll  rarely  see  the  maximum  performance  possible  on  some  systems. 


I DOS  Quake 

. TlmeDumus  at  640x480 


WinQuake  TimeDemus 
at  640x480 


GL  Quake  TlmeDemos 
at  040x480 


WiaOench  97  Dusiness 
Graphic  WinMark 
10x7x16 


WinOench  97  Dusiness 
Graphic  WinMark 
8x0x24 


mm 


Many  system  tests  are  performed  out  of  context,  to  stress  a single  part  of  the  system.  While  we  did  our  share  of  those 
kinds  of  tests  (3D  WinBench  97,  for  example),  game  testing  was  performed  with  audio  enabled  and,  where  appropriate,  joy- 
sticks connected.  After  ali,  you  wouidn’t  play  Flight  Simulator  98  with  the  keyboard  and  no  audio,  wouid  you?  Uitimateiy,  we 
wanted  to  see  how  the  systems  behaved  with  reaiistic  ioads. 

We  conducted  ail  the  game  tests  at  640x480,  unless  otherwise  noted.  The  Quake  numbers  are  collected  using  Quake’s 
built-in  TimeDemo  feature.  We  ran  TimeDemos  1 , 2,  and  3 and  averaged  the  results.  We  ran  Microsof  Flight  Simulator  98 
with  detail  features  cranked  up  and  in  full-screen  mode.  You  enable  the  frame-rate  counter  by  pressing  Shift-Z  twice  when  in 
flight  mode.  We  captured  the  frame  rate  using  the  supplied  “new  features”  VCR  replay  that  comes  with  the  title. 

To  enable  the  frame  counter  in  Moto  Racer,  start  the  game  from  a DQS  Window  and  type  “moto  -ijkimnop".  Then,  in  the 
racing  screen,  hit  Shift-FI  to  turn  on  the  frame  counter.  Wipeout  XL’s  frame  counter  is  enabled  by  simply  typing  “framerate” 
at  the  race  screen.  The  TerraMark  benchmark,  based  on  Eidos  Interactive’s  Terracide  game  engine,  was  supplied  to  us  by 
Eidos;  it's  not  available  for  wide  release.  —LC 


TerdaMark 

Microsoft  FlightSim 

Wipeout  XL  Initial 

Moto  Racer  Initial 

98  Test 

Frame  Rate  Test 

Frame  Rale 

112  I 


D3D  HAL  Not  Detected 
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WinRench  87  Rusiness 

Disk  Winmark 

WinRench  97  CPU32 

WinRench  97  CPUie 

CD-ROM  WinMark 

11260; 
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Still  using  an  80's-style  joystick  designed  for  flight- 
simulation  games?  Or  even  worse,  a keyboard? 


Maybe  that's  why  legions  of  butt-ugly  mutants  are 
splattering  your  guts  all  over  the 
galaxy  before  you  advance  even  one  level. 

Don't  crank-up  the  modem  and  start 
downloading  game  cheats.  Just  wrap  your 
fist  around  Techmedia's  SDZoneMaster™ 

Ultrasonic  Positioning  Device  and  wield 
the  power  of  this  state-of-the-art  3D  controller. 

With  SDZoneMaster  there  are  no  wires  and  no  clunky  base. 
Nothing  artificial  to  keep  you  from  becoming  immersed  in  tlie 
action.  Wth  its  unique,  patented  ultrasonic  tracking  and 
ergonomic  pistol-grip  design,  you  move  in  three  dimensions. 


effortlessly,  fluidly,  instinctively-without  hand  or  arm  fatigue. 

The  BDZoneMaster  includes  an  array  of  programmable 
multi-function  buttons  to  let  you  command  all  the  firepower 

each  game  has  to  offer.  And  ifs  ready  out 
of  the  box  with  Wndows95"  drivers, 
Netscape  Navigator,™  exciting  games  and 
a host  of  predefined  game  sets. 

Push  your  skills  to  the  next  dimension! 
Play  the  latest  3D  games  the  way  the 
psycho  inventors  meant  them  to  be  played.  Get  into  the  action 
and  call  1-800-379-0077 

for  the  location  of  the  7eC/7/77e£//d. 

Unexpected  Performance. 


Techmedia  dealer 


nearest  you. 


Unexpected  Price.' 


c 1997.  SDZoneMasier  is  a trademark  and  the  Techmedia  name  and  logo  are  registered  trademarks  of  Techmedia  Computer  Systems  Corp.  All  other  trademarks  are  the  property  of  their  respective  companies. 


CIRCLE  READER  SERVICE  #134 


ULTIMATE  CAME  HACHIHE 


Gateway  2000  Destination 


Though  designed  to  live  in  the  living  room, 
the  Gateway  2000  Destination  (D6)  is  still 
a full-bore  PC  that  turns  out  to  be  a rea- 
sonably solid  gaming  rig.  Two  things 
make  it  especially  compelling:  a colossal, 
31 -inch  monitor  and  the  brawny  Harmon-Kardon 
Dolby  ProLogic  audio  system.  But  the  good  news 
for  gamers  is  that  Gateiway  has  finally  added  a 
long-missing  component:  3D  iron  in  the  form  of 
VideoLogic's  PowerVR-based  Apocalypse  3Dx 
card.  In  addition.  Gatev/ay  has  added  a Toshiba 
DVD  drive  and  MPEG-2  decoder  to  make  DVD 
movie-watching  quite  an  experience. 

Setting  up  the  D6  is  pretty  intuitive-thanks  to 
the  foldout,  step-by-step  installation  poster-but 
moving  the  31 -inch  monitor  is  a task  for  at  least 
two  burly  types,  and  maybe  three.  The  speakers 
for  the  Harmon-Kardon  receiver  are  a 5.1  config- 
uration. and  Gateway  includes  a spool  of  mon- 
ster-cable for  wiring  them.  Getting  into  the  box 
requires  a screwdriver,  but  six  screws  later  you 
can  get  at  most  the  components  without  skinned 
knuckles.  The  AMI  BIOS  offers  basic  access  to 
system  settings,  though  more  detailed  settings, 
such  as  memory  timings,  aren’t  exposed. 


As  for  game-readiness,  06  didn’t  arrive  with 
DirectX  installed,  and  though  the  unit  shipped 
with  real-mode  drivers  for  mouse,  DVD-ROM, 
and  audio,  we  had  to  manually  set  those  up.  D6 
didn't  ship  with  the  Windows  95  OSR  2.1  USB 
patch,  but  after  we  installed  it,  D6  had  no  prob- 
lem finding  the  USB  Top  Gun  joystick. 

When  it  came  to  the  tests,  D6’s  benchmark 
numbers  fell  decidedly  in  midpack,  except  for  the 
CD-ROM  WinMark  test,  where  it  fared  poorly,  owing 
to  the  presence  of  only  a Toshiba  DVD-ROM.  And 
because  the  D6’s  monitor  supports  a maximum 
resolution  of  only  720x480  (3:2  aspect  ratio,  mak- 
ing the  Desktop  a bit  wider},  we  couldn’t  get  an 
apples-to-apples  comparison  there.  But  at 
720x480,  the  D6  turned  in  an  unimpressive  79.3 
Graphics  WinMark,  one  of  the  slowest  scores  seen 
this  roundup.  CPU  and  storage  subsystem  bench- 
mark results  were  respectable,  and  3D  WinBench 
97  came  in  at  112;  a decent  score,  though  it  pales 
in  comparison  to  some  other  contestants.  Quake 
and  WinQuAKE  TimeDemo  scores  at  640x480  were 
unimpressive,  but  GL  Quake  on  the  PowerVR  was 
truly  a sight  to  behold.  TimeDemo  scores  averaged 
32fps,  and  gameplay  was  a gas.  Fast  3D  accelera- 


tion, big  screen,  big  sound,  ’nuff  said.  Running 
Direct3D  games,  we  discovered  that  the  D6’s  2D 
board  has  to  be  set  to  at  least  a 72Hz  refresh  rate 
or  it  and  the  PowerVR  card  won’t  play  nice  together. 
We  saw  a rather  strange  behavior  in  which  the 
PowerVR  ran  TerraMark  and  Wipeout  XL  without 
problem,  but  Moro  Racer  wouldn’t  recognize  the 
PowerVR  card.  The  D6  posted  good  frame  rates  on 
those  first  two  titles,  though  they  were  a good  bit 
slower  than  the  frame  rates  on  the  Dell  and  the 
Falcon.  DVD  pl^back  on  this  unit  v;as  terrific,  and 
not  just  because  of  the  big  screen/sound:  The  actu- 
al MPEG-2  decode  quality  was  impressive. 

All  told,  the  verdict  on  the  D6  is,  well,  mixed.  It’s 
an  impressive  living-room  PC,  but  that  does  not  a 
great  game  rig  make.  The  PowerVR  card  is  a vjel- 
come  addition,  and  performance  is  generally  good, 
though  not  great,  save  for  GL  Quake.  If  you  want 
your  next  rig  to  reside  in  the  living  room,  then  D6- 
at  about  $4,400-is  your  guy,  but  if  you're  looking 
for  a more  conven- 
tional, bad-ass  gaming 
box,  you’d  do  well  to 
cast  an  eye  toward 
Dell  or  Falcon.  ~DS 
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MEDIEVAL  CATHEDRAL  OFTEN 
SERVED  AS  A CENTER  FOR  LEARNING. 

THIS  IS  GOING  TO_^  BE  A VERY 
P^INFPL  LESSON.  , • - ’ ' 

■ 'Tlie;FoujHorsen\eDoffheA^cal)^scluikintfieshad- 
ndti^onc.  Eidolon,  the  list-known 


ows  before  you.  And  they 
Serpent  Rider,  lives.  All  of  humanity  his  fcUen  to  the  archfiend  and 
his 'Hell-spawned  hordes.  As  the  Necromancer,  the  Ass^sin,  the 
Crusader,  or  the  Paladin,  you  must  put  an  end  to  this  ravenous 
onsliugllt.  ■ But  first,  you  liiust  defeat  the  Dark  Generals.  Each  of 
thdh  awaits  ;ybut  arrival  separately  .in  one  of  four  demon-infested 
worlds.  Yon  W know  them  when  you  see  them.  They  will  be  Death, 
Pestdence,  Famine  and  War.  ^iU  you  be  the  teacher?  Or  the  student? 


•*^<9Sscss  distinct  spells,  povers  and  weapons.  • 
; ^ Witt  experience,  gait  levels.*  more 
, hit  points  and  certain  abilities  that  apply  to  your 
specific  character  classi  such  as 
increased’  speed,  firc'powcr  and  jump  distance. 


’ Btperience  the  Quake  Engine's  true, 
polygon-based  modeling  for  the  most  realistic, 
detailed  envirqnmcnts  ever  sect  in'3D  gaming. 


Bludgeon  your  way  through  four  demon-infested 
worlds  — Medieval,  Egyptian, 
Mesoimcrkan  and  Roman.  Smash  stained  glass 
endows.  Collapse  structural 
, beams,’ pulv’crizd^j^s  and.shattcr  egos.  ‘ 


www.afcifvlsion. 


AdiVisioH. 


Available  Now  on 

Windows®  95  CD-ROM 


Sony  Vaio 


For  this  roundup,  Sony 
wins  kudos  for  the  most 
unusuaiiy  colored  box; 
purpie.  The  home  electron- 
ics behemoth  has  been  ship- 
ping PCs  for  a little  more  than  a year 
now,  and  its  latest  Vaio  ("vie-o")  puts  a 
few  interesting  twists  on  the  conventional 
PC-like  front-mounted  video  and  audio 
inputs,  for  example.  And  while  embedding 
speakers  in  a monitor  isn’t  a new  idea, 

Sony  puts  a woofer  in  the  monitor’s  base  to 
beef  up  the  overall  sound.  The  Vaio  isn’t  touted 
as  a game-specific  box  per  se,  but  this  could  be  an 
interesting  machine  lor  part-time  gamers. 

Setup  was  very  straightforward;  The  combination  of  a step- 
by-step  foldout  poster  and  color-coded  cables  made  for  a 10- 
minute  installation.  Because  Sony  is  positioning  the  Vaio  as 
a consumer  rig,  it  even  hides  the  boot-up  sequence  behind 
its  logo  (“Ignore  that  man  behind  the  curtain").  One  key-press 
reveals  the  boot-up  sequence,  and  you  can  then  get  inside  the  Vaio’s 
Phoenix  BIOS  by  hitting  FI.  Like  most  Phoenix  BIOSes,  it’s  long  on  basic 
tweaks  and  short  on  granularity.  Getting  into  the  Vaio  is  as  easy  as  pushing 
one  button  and  removing  a side  panel.  DirectX  was  nowhere  to  be  found  on 
this  system,  though  real-mode  drivers  for  audio,  mouse,  and  CD-ROfyi  were 
preconfigured  and  good  to  go.  Vaio  also  detected  the  USB  ThrustMaster  joy- 
stick without  a hitch.  In  terms  of  audio,  the  Yamaha  OPL-SA  chipset  sounds 
fine  under  Windows  95,  but  its  Sound  Blaster  audio  is  very  tinny,  and  DOS 
gaming  audio  has  an  annoying  ring  to  it. 

Neatly  tucked  away  on  the  front  panel  is  a drop-down  door,  behind  which  are 
CD-ROM,  floppy,  and  Zip  drives.  In  addition  to  a woofer  in  its  base,  the  Vaio’s 
monitor  also  has  one  USB  port  and  a WalkMan  headphone  jack  so  you  can 
mute  the  speakers  for  play-time  in  the  wee  small  hours.  But  despite  all  the  well- 
thought-out  design  touches,  the  Vaio  turns  out  to  be  an  underachiever  as  a 
gaming  box.  Conspicuously  absent  is  any  game  controller,  and  Vaio’s  numbers 
are,  for  the  most  part,  less  than  stellar. 

The  system  turned  in  consistently  slow  numbers,  bringing  up  the  rear  in 
most  benchmark  tests.  These  underwhelming  numbers  stem  in  large  part  Irom 
the  Vaio’s  slower  233MHz  Pentium  II  clock-speed  and  from  Sony’s  decision  to 
use  ATI’s  PCI-based  VGA  All-in-Wonder,  which,  though  versatile,  uses  the  aging 
Rage  II  chipset.  Vaio  turned  in  surprising  second-place  finishes  in  both  Quake 
and  WinQuAKE  TimeDemo  tests.  In  D3D  game  testing,  Vaio’s  frame  rales  trailed 
well  behind  all  other  contestants,  and  gameplay  was  sluggish  in  most  titles 
except  Quake  and  WinQuAKE. 

For  gamers  who  are  less  concerned  about  fiery  3D  performance  and  who  want 
a versatile  box  that  can  pull  part-time  gaming  duty, 
the  Vaio,  priced  at  about  $3,300,  might  be  a good 
choice.  But  in  this  roundup,  that  wasn’t  what  we 
were  after.  And  so  for  the  killer  gaming  rig,  we’d  rec- 
ommend that  you  look  elsewhere.  ~DS 


SLABS 

RATED** 


j 


fIGHT  IN  irt^ftANDS 


You’ve  never  seen  chess  like  this.  One  moment  you’re  testing  yourself  at  Grand  Master  level  on  a standard  board.  Then,  with  the  click  of  a mouse, 
the  pieces  have  taken  on  an  awesome  life  of  their  own  - and  you’re  locked  into  a battle  between  good  and  evil,  where  losing  just  isn’t  an  option 
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ULTIMATE  CAME  MACHINE 


Table  of  Features 


Dell  Dimension 
XPS  D300 


Falcon  NW 

Mach  V 


Gateway  2000 

Destination 


CPU 

P-li  300MHz 

P-ll  300MHz 

P-ll  266MHz 

Motherboard 

Intei  Portiand 

ASUS 

Intel  Portland 

Chipset 

440LX 

440LX 

440LX 

RAM  (Arrount/Type) 

64MB  SDRAM 

128MB  SDRAM 

64MB  EDO  RAM 

2D  Graphics  (chip,  AGP/PCI) 

STB  Velocity  128,  AGP 

Diamond  Viper  330,  AGP 

STB  Video  Rage  II,  PCI 

3D  Graphics  (chip,  AGP/PCI) 

STB  Veiocity  128,  AGP 

Diamond  Viper  330  (AGP) 
and  Obsidian  3D,  PCI 

Apocalypse  3Dx 

Hard-Drive  (Size/Type) 

8,4GB  IBM  Deskstar  EIDE 

Twin  4.5GB  Seagate  Cheetahs, 

4.5GB  U/W  SCSI 

6.4GB  EIDE  Quantum  Fireball 

CD-ROM  or  DVD 

12/24  Toshiba 

12/20  Plex  and  Creative  DVD 

Toshiba  DVD 

Monitor 

Deii  17-inch 

ViewSonic  G810  21-inch 

Gateway  31-inch 

Audio  Subsystem 

Creative  AWE  64 

Creative  SB16  w/Yamaha  DB50XG 

ENSONIQ  SoundScape  VIVO 

Speakers 

Altec  Lansing  ACS  490s 

Altec  Lansing  ACS  600s 

Harmon  Kardon  6-channel 

Modem 

USR  Sportster  56K  Voice  Internal 

SupraExpress  56Ke 

Telepath  Windows  X2 

Game  Controiier(s) 

Microsoft  Sidewinder 

CH  Stick,  Throttle,  Wheel,  Pedals 

Microsoft  Sidewinder 

BIOS 

Phoenix 

Award  Modular 

AMI  Bios 

Price 

$3,579 

$8,495 

$4,399 

CG  Labs'  Rating 

* * * >r  > 

Phone  Number 

(800)  BUY-DELL 

(800)  258-6778 

(800)  8^4208 

Web  Address 

wvw.dell.com 

www.falcon-nw.com 

www.gateway.com 

nia  XKu 


Solid  Computing 

Game  King 


Sony 


P-ll  300MHz 

P-li  266MHz 

Pentium  with  MMX  233MH2 

Intel  AL440LX 

Intel 

Intel  AM430IX 

440LX 

440FX 

430TX 

64MB  RAM  SDRAM 

64MB  EDO  RAM 

32MB  EDO  RAM 

Diamond  Viper  330,  AGP 

Hercules  Dynamite  128,  PCI 

ATI  Rage  & Rage  II  PCI 

Diamond  Viper  330,  AGP 

Diamond  Monster  3D,  PCI 

ATI  Rage  & Rage  II  PCI 

8.4GB  IBM  Deskstar  EIDE 

6.5GB  EIDE  Diamond  Maxter  87000D 

4GB  EIDE  Quantum  Fireball  ST  4.3A 

Hitachi  DVD-ROM 

12/24  Toshiba 

Sony 

Micron  17-inch 

ViewSonic  (JTTTO  17-inch 

Sony  15-inch  w/embedded  speakers 

Creative  AWE  64 

AWE-64  Value,  Diamond  Monster  Sound, 

Yamaha  OPL3-SAx,  Intel  Virtual  Audio 

Cambridge  SoundWorks  MicroWorks 

Cambridge  SoundWorks  MicroWorks 

Sony,  embedded  in  monitor 

USR  Sportster  56K  Fax  Internal 

USR  Sportster  56K  Fax  Internal 

LI  Win  Modem 

Microsoft  Sidewinder 

X Fighter  Thrustmaster 

None 

Phoenix 

AMi  Bios 

Phoenix^^^^^^ 

$4,128 

$3,470 

$2,528 

1 

BSH 

(800)  209-9686 

(888)-3244984 

(800)  352-7669 

www.mei, micron.com 

www.valuepc.com 

www.ita.sel.sony.com/products/pc/ 

The  editors  of  hoot  magazine  never  did,  either. 


Never  saw  a desktop  that  even  came  close  to 
the  Micron™  Millennia'®  Xru  with  Fusion  3D,™ 
or  a notebook  that  topped  the  Transport®  Xke,  that  is. 


That’s  why  boot  gave  both  systems  an  ass-kicking  10  out  of  10. 
There’s  no  better  way  to  describe  them. 

For  desktop  kicks,  the  Millennia  Xku’s  rabid  speed,  performance  and  power  will 
blow  you  away,  thanks  to  out  raging  Fusion  3D  option  with  DVD,  2D  and  3D  video 
cards,  and  a speaker  system  that’ll  hurl  your  boots  back  to  the  cow'  they  came  from. 

And  when  you  buy  a Millennia  with  Fusion  3D  now  you’ll  also 
get  our  wUd-eyed  multimedia  gaming  bundle,  and  you’ll  pick  one  of 
four  software  bundles.  pent'W"!’ 

Tire  editors  of  hoot  called  the  Transport  Xke  portable  “the  creme-de-la-creme 
of  notebooks’,’  and  they  said  the  Millennia  Xru  with  Fusion  3D  is  the  closest  thing 
to  their  dream  machine  you  can  buy  Strong  language?  We  deserve  every  word. 

Call  us  or  visit  our  Web  site  today. 


Call  now  to  order 

888-669-0969 

www.micronpc.com 


Configured  For  Your  Lifer 
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MICRON™  MILLENNIA  Mme 

MICRON  MILLENNIA  Xku 

STANDARD  FEATURES 

STANDARD  FEATURES 

512KB  pipeline  burst  cache,  flash  BIOS 

82440LX  chipset 

Integraied  lOOMB  Iomega  Zip  drive.  3.5‘  floppy  drive 

512KB  internal  L2  cache,  2MB  BIOS 

32  voice  wavciabie  stereo  smmd  with  speakers 

Integrated  100MB  Iomega  Zip  drive.  3.5'  lloppy  drive 

USR  Sportster  56K  x2  daia'fax  modem' 

32  voice  waveiable  steieo  sound  Advent  009  spcafcrs 

PCI  64-bit  3D  video,  Ml’KG,  4MB  EDO  DRAM 

with  subwoofer 

.Microsoft  liitelliMoiiser'  USB  Connections 

USR  Sportster  56K  x2  daui'fax  modem' 

Microsoft  Windows  95  luid  MS  Plus! 

Diiimond  Viper  V330  128-bit  3D  video  wiUi  4MB  SGR/\M 

Microsoft  Office  97  Small  Business  Edition 

Microsoft  IntolliMoiisc,  USB  connections 

Choice  of  Micron  Software  Solutions  Pak 

Microsoft  Windows  95  and  MS  Pius! 

5-Yr/3-yr  Micron  Power'"  limited  warranty 

Microsoft  Office  97  Small  Business  Edition 

Choice  of  Micron  Software  Solui  ions  Pak 

5-yTar/3-year  Micron  i’ower  liniiied  warranty 

MICRON  MILLENNIA  Mme  166 


Intel  I66M1IZ  Pentium  processor 
with  MMX”' technology 
16MB  SDRAM 
3.2GB  UltraATA  hard  drive 
24X  EIDE  variable  speed  CD-ROM  drive 
15'  .Micron  500FGx.  .28dp  (13.7"  display) 


MICRON  MILLENNIA  Mme  200 


Intel  200MHz  Pentium  processor 
with  MMX  technology 
48MB  SDRAM 
4GB  Ultra  ATA  hard  drive 
24X  EIDE  variable  speed  CD-ROM  drive 
17"Micron  700FGx,  .26dp  (16"  display) 


MICRON  MILLENNIA  Mme  233 


Intel  233MHz  Pentium  processor 
uilh  MMX  technology 
64MB SDRAM 
6.4GB  Ultra  ATA  hard  drive 
24X  EIDE  variable  speed  CD-ROM  drive 
17"  Micron  700FGx,  .26dp(16"  display) 


"The  CD-ROM  drive  will  be  removed  upon  the  purchase  of  ilic 
DVD  upgrade. 


■■'Available  only  on  MillenniaMMEsysiems. 


Pentium’ 


MICRON  MILLENNIA  Xku  266 


Intel  266MHzPenliuni  II  processor  (features  MMX  technology) 
64MBSDRy\M 
6.4GB  Ultra  ATA  hard  drive 
24X  EIDE  variable  speed  CD-ROM  dri 
17"  Micron  700FGx.  .26dp  (16‘  display) 


MICRON  MILLENNIA  Xku  300 


Intel  300MHz  Pentium  II  processor 
(features  MMX  technology) 
128MB  SDRAM 


8,4GB  Ultra  ATA  hard  drive 
24X  EIDE  variable  speed  CD-ROM  drive 
17"  Micron  700FGx,  .26dp  ( 16"  display) / 


^3,299 


FUSION  3D™  OPTION  PAK 


DVD-ROM:  DVD  soliwarc 

E4  Cool  DVD  PCI  decoder  card:  6 channel  AC -3  lo  2 chanacl  out 
capability,  SPDII'  output  (digital  audio  out) 

AWE  64 1&\  sound  c.ird 
Cambridge  Sound Work-VMicroWorks- 
2 spe^r  satelliie  with  subwoofer  semo  system 
Monster  3D  cniphic.s  card  with  4MB  memory''^ 
liision  3D  game  pak:  Mech  Warrior  2:  Mercenaries  D3D  versioa 
Al  1-64D  Longbow,  ILS.  Navy  Fighters  '97 
Comirand  & Conquer,  Ibrnuil;!  I D3D  version 
MS  Sidewinder  Pro  joystick 

Witli  Millcmiia  Xki:  add  S549 
With  Milleitnia  Mme  add  S699 


MICRON  SOFTWARESOLUnONS  PARS 


Choice  of  one  Solutions  Pak  with  the  purchase 
of  a Millennia  system 

QUICKEN  FINANCIAL  PAK 

Quicken  Deluxe,  l amily  l.awver.  Parents'  Guide  to  Money, 

Financial  Planner 

EDVENTUREPAK 

Includes  children's  educaiional  and  entertainmeiu  software, 
ages  3-10 

HOME  PRODUCTIVITY  PAK 

Family  Doctor,  Comiuons  Encyclopedia  '97  Mavis  Beacon 
Teachas  Typinc.  Primshop  Ensemble  3.  Net  Nanny.  Crayola 
Magic  3D 

ARCADE  PAK 

X-wing  vs.  Tie  Figiiier,  Need  4 Speed  2,  Command 
and  Conquer  Red  Alert,  Thrubimaster  Game  i’ad 


MICRON  TRANSPORT  Xke 


STANDARD  FEATURES 

512KB  pipeline  burst  cache 
128-bit,  2MB  ORAM  graphics 
20X  CD-ROM  drive  with  AutoPlay'“  technology 
Dragon  Systems'  NatiirallySpeakiiig  Personal  voice 
recognition  soft^vare 
Pick-a-Point'"  dual  pointing  devices 
Microphone  and  16-bit  stereo  sound 
Integrated  33.6Kbps  modern  (upgradable  to  56Kbps) 
full  duplex 

CardBus-  and  zoomed  video-ready 
2 infrared  ports.  S-video,  NTSC,  game,  US13  ports 
Management"'  and  Executive  Travel"'  software  pak 
2 modular  expansion  bays 
Microsoft  Office  97  Small  Business  tilitlon 
Miaosoft  Wuiiws  95  aiKl  MS  Hus! 

5-year/3-year  Micron  Powr  limited  warranty 
Custom  nylon  cirrying  case 


MICRON  TRANSPORT  Xke  166 

!66MHz.  Mobile  Intel  Penliuin  processor  with  MMX  leclinology 


32MDEDORAM 
I.6GB  removable  hard  drive 
12, 1’TFTXGA  display 


3,899 


MICRON  TRANSPORT  Xke  233 


233MHz  Mobile  Intel  Pentium  processor 
tilth  MMX  technology 
48MB  EDO  RAM  (192MB  max.) 

3GB  removable  hard  drive 
13.3"  TFT  XGA  display 


MICRON 

POWER" 


S.]t4rirTMd«aniclycn  ni  . 
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Micron  Sales  lirs;  Mon-Fn,  6am-i0pni,  Sal,  7am-5pm  (M  0 
Technical  Support  Available  24  Hours  A Dav  7 Days  A 
Wtek  • Toil  free  from  Mexico;  95-800-708-17^  ■ Toll  free 
from  Canada  800-708-1758  • Toll  free  from  Puerto  Rico: 
800-708-1756  • International  Sales;  208-893-8970 
International  Fax;  208-893-7»3 


C.jpgiec  egy  if>d  nuf  C#  y MgmiM  cf  dm  rei. 
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Call  now  to  order 

888-669-0969 

www.micronpc.com 


Configured  For  Your  Lifel” 
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The  Power  Macintosh:  A Different 


and  the  image  quality  was  pretty  good,  though 
not  up  to  3Dtx  standards. 

Speaking  of  3Dfx.  there's  now  a 3Dfx  board 
available  for  the  Power  Macintosh:  the  Techworks 
Power3D.  We  couldn’t  get  one  to  test  before  dead- 
line, but  we'll  be  checking  it  out  in  the  near  future. 

One  of  the  truisms  about  Mac  gaming  is  that 
many  of  the  better  PC  games  make  it  to  the 
Macintosh-eventuaily,  The  wait  can  be  in 
excess  of  a year,  though.  As  CGkVs  sports  editor 
Jeff  Green  laments,  however,  action  sports 
games  almost  never  make  it  to  the  Macintosh. 
Exclusive  development  of  Macintosh  games  is 
becoming  a thing  of  the  past  as  well.  Education 
titles  fare  better-most  come  with  both  Mac  and 
Windows  versions  in  the  same  package. 

So  what’s  a Mac  user  to  do?  You  might  try  an 
interesting  software  package  that  was  released 
recently:  insignia’s  RealPC  software  emulator. 
Insignia  claims  it  will  run  any  DOS  game,  emu- 
late MMX  and  Sound  Blaster  audio,  and  run 
most  Windows  95  DirectX  titles  if  the  user  sup- 
plies his  own  copy  of  Windows  95,  Again,  we'll 
check  this  out  in  a future  issue. 

Overall,  the  Macintosh  6500/300  is  a nice  sys- 
tem that  would  make  a great  gaming  box  if  only 
leading-edge  games  were  delivered  on  it  in  a 
timely  fashion.  Perhaps  if  Apple’s  fortunes  turn 
around,  Macintosh  gamers  won't  have  to  play 
the  worst  game  of  all:  the  waiting  game.  —LC 


Power  Macintosh  6500/300 
Contact:  Apple  Computer,  (800)  538- 
9596;  www.powermacinlosh.apple.com 


With  all  the  public  scrutiny  over 
Apple  Computer  in  the  past  few 
months,  we  felt  compelled  to 
take  a look  at  the  Macintosh 
line  of  computers  as  a gaming 
platform,  Apple  supplied  us  with  a Power 
Macintosh  6500/300,  which  uses  the  PowerPC 
603e  clocking  at  300MHz.  The  system  comes 
with  64M8  of  RAM,  512KB  Of  Level  2 cache,  and 
an  onboard  ATI  Rage  11  chip  with  2MB  SGRAM 
for  graphics.  The  system  we  tested  also  came 
with  a 12x  CD-ROM  drive  (some  models  have  a 
24x  drive),  a 4GB  hard  disk,  a buiit-in  Zip  drive, 
and  a 33-Kbps  modem. 

As  expected,  setup  is  a snap.  Unplug  the  sys- 
tem, plug  in  the  various  cables,  and  turn  it  on. 
There’s  a small  woofer  actually  built  into  the 
base  of  the  midsized  tower;  the  sound  quality, 
while  not  reaching  eardrum-splitting  levels,  is 
balanced  and  pleasing.  We  had  to  install  Apple’s 
latest  system  software  update,  System  8,  as  this 
Mac  arrived  with  7.6.3, 

It’s  hard  to  compare  Macintosh  performance 
to  PC  performance.  Games  that  are  ported  from 
the  PC  run-not  surprisingly-slower  than  their 
PC  counterparts.  For  example,  MacQuake  gets 
around  13-14tps  at  640x480- 
about  the  same  as  on  a Pentium 
P55C/200  with  a good  graphics 
card.  Duke  Nukem  3D  for  the  Mac  is 
even  worse,  at  around  30fps  (as 
opposed  to  40-45fps  on  a 200MHz 
Pentium  system  with  a good  graph- 
ics card).  Duke  isn’t  really  a good 
benchmark  for  the  PowerPC, 
though,  since  it  uses  a lot  of  8-  and 
16-bit  data  structures  initially 
designed  to  wring  the  last  ounce  of 
performance  out  of  Intel  CPUs. 

Macintosh  games  fared  better. 

Marathon  2 looked  smoother  than 
MacQuake,  although  we  didn’t  get 
actual  frame-rate  numbers.  Included 
in  the  box  is  a 3D-accelerated  ver- 
sion of  MechWarrior  2.  Its  perfor- 
mance seemed  reasonably  good, 
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Conclusion 


We  asked  the  vendors  for  the  best  cut  at  high-performance 
systems  for  computer  gamers.  Falcon  Northwest,  alone, 
really  took  us  at  our  word.  Although  way  over  the  top,  Its 
Mach  V shows  the  attention  to  gamers  on  which  Falcon 
Northwest  has  built  its  reputation.  The  other  companies 
interpreted  our  request  a little  differently, 

Dell  delivered  a very  high  performance  system  with  a fairly  straightfor- 
ward selection  of  components  and  few  frills.  Solid’s  Game  King  bundled 
some  aging  technology  (except  for  audio},  but  did  perhaps  the  best  it  could 
with  the  resources  of  a small  reseller.  With  a technology  facelift,  this  would 
make  for  an  interesting  system.  Until  then,  it's  hard  to  give  it  a strong  rec- 


ommendation. Gateway’s  Destination  came  through  as  a pretty  solid  gam- 
ing rig,  and  GL  Quake  on  the  PowerVR  has  the  potential  to  suck  you  in  for 
marathon  sessions  in  front  of  the  Destination’s  31-inch  screen.  Of  all  the 
systems  we  tested,  the  Sony  was  probably  the  most  undistinguished,  Sony 
really  needs  to  get  off  the  dime  and  do  a better  job  of  delivering  bleeding- 
edge  game  performance. 

If  your  pockets  are  very  deep,  the  Falcon  Northwest  Mach  V makes  a very 
compelling  argument  for  the  kitchen-sink  approach.  It’s  clear  from  the  overall 
choice  of  componenls'that  the  guys  at  Falcon  know  what  gamers  need  and 
try  hard  to  take  care  of  them.  If  you’re  wallet  can’t  handle  the  Mach  V,  the 
Dell  Dimension  is  a very  solid,  albeit  austerely  equipped  rig,  % 


Next  Month 

We’ll  be  back  with  the  results  of  our  off-the-shelf,  “bang  for  the 
buck"  Ultimate  Game  Machine  for  under  $2,500.  And  here’s 
a breakdown  of  what  else  is  in  store  this  year  in  CGI/i/’s 
Ultimate  Game  Machine  series: 

Part  1:  Off-the-shelf— Burn,  Baby,  Burn 
Part  2:  Off-the-shelf— Bang  for  the  Buck 
Part  3;  Build  Your  Own,  Turbo/Nitro,  Upgrades  ,:4: 
Part  4:  Laptops 


W;  Lise  II  ■■ 


"ns  BLOQQIER  THAN 

MONOLITH, -S  BLOOD'“ARO  MORE 

EXPLOSIVE  THAN  lO'S  QUAKE”! 

PC  Multimedia  & Entertainment  Me 


Computer  Gaming  World 


'tHETECK'NltALAhO 
; 6AHE  ARE 

AnvOamcco"’ 


"SURE.SENSELES! 

MORE  FUUVREN IV 


Computer 


PLAYER 


HODEH  HADNESS 


> 


quite  a bit  ot  fast  telk 
about  taster  data  rates  for  getting  on 
the  Internet.  With  at  least  half  a dozen 
different  modem  types  all  vying  for 
dominance,  and  an  ongoing  stan- 
dards squabble  still  raging  over  56K 
technologies,  the  landscape  has 


become  cluttered,  to  s^  the  least.  These 
technologies  range  from  the  fairly  familiar 
(56K,  ISDN}  to  the  more  exotic  (Hughes 
Network  Systems’  DirecPC  satellite  dish). 
But  one  has  to  wonder:  Is  enhanced 
throughput  the  sole  requisite  for  a better 
time  online?  If  all  you  do  is  surf  the  Web, 
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then  it  pretty  much 
For  gamers,  on  the 
other  hand,  more  speed 
is  certainly  weicome,  but 
two  things-tatency  and 
dropped  data  packets-wiii 
make  or  break  your  oniine  gaming 
experience  no  matter  hovr  fast  the  con- 
nection speed  (for  more  on  iatency,  see 
the  “How  We  Tested”  sidebar). 

The  good  news  for  oniine  gamers  is  that 
developers  are  creating  more  content  with  the 
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LAGGING  NO  MORE 

ISDN  (Integrated  Services  Digital  Network)  has  been 
something  of  a stepchild  in  the  data/communications 
community.  Too  expensive  for  most  homes  in  the  past 
and  too  slow  for  most  businesses,  ISDN  was  often  referred 


Internet  as  the  primary  run-time  pialtorm,  not  as  just  an 
afterthought.  So  as  the  data  pipes  into  our  homes  continue 
to  widen,  developers  are  learning  how  to  make  games  that 
are  not  only  tolerable  to  play  on  the  Internet,  but  are  also 
truly  compelling.  Take,  lor  example,  Interactive  Magic,  with 
its  WWII  flight-sim  title  Warbirds,  or  id  Software’s  reworking 
of  Quake  into  QuakeWorld,  a much  more  Internet-friendly 
version  of  the  original  title. 

Despite  these  encouraging  trends,  however,  we  need  to 
face  the  fact  that  a lot  of  online  gaming  is  still,  well,  sub- 
optimal-especially  if  you’re  accessing  the  online  world 
using  an  aging  14.4Kbps  modem.  Or  perhaps  your  once- 
speedy  V.34  33.6Kbps  modem  is  starting  to  feel  a bit 
poky.  What's  your  next  move?  Will  a 56K  modem  deliver 
enough  additional  performance  to  make  it  worth  shelling 
out  $100-200  bucks,  or  do  you  get  more  aggressive, 
and  opt  for  ISDN  or  some  other  burgeoning  higher-band- 
width technology? 

We  tested  several  56K  modems  and  ISON  terminal 
adapters  and  came  away  with  some  interesting  findings.  We 
examined  not  only  how  fast  these  units  can  bring  the  online 
world  to  your  screen,  but  also  something  equally,  if  not 
more,  important  for  gamers:  how  much  latency  they  intro- 
duce. We  also  took  a look  at  the  current  state  of  evolving 
technologies  on  the  radar  screen,  such  as  ADSL  and  cable 
modems.  So  without  further  ado,  let’s  see  what  these 
babies  can  do. 


to  jokingly  as  “I  Still  Don’t  Need  (it).” 

But  deregulation  in  the  telecommunications  industry  is  changing  much  of  that  in 
some  parts  of  the  country,  with  many  of  the  Bell  Operating  companies  now  offering 
home  ISDN  services,  mainly  for  Internet  access. 

If  you’re  one  of  the  lucky  ones  who  lives  in  a part  of  the  country  with  low-cost 
ISDN  availability,  be  aware  that  it’s  not  quite  as  simple  as  adding  another  phone 
line.  Although  terminal  adapters  (aka  ISDN  “modems”)  are  much  easier  to  use,  it's 
still  helpful  to  understand  the  basics. 

ISDN  service  into  your  home  is  known  as  a BRI,  or  Basic  Rate  Interface.  It  consists 
of  two  64Kbps  (that’s  kiloMs  per  second)  B channels  plus  another  16Kbps 
D channel  that’s  shared  between  the  two  B channels  and  is  used  mostly  for  signaling 
(for  example,  ringing  the  phone).  The  D channel  can  actually  be  used  for  data  after  a 

call  is  initiated,  giving  a 
potential  aggregate  through- 
put (before  compression)  of 
64Kbp3  + 64Kbps  + 
16Kbps,  or  144Kbps  total. 
You'll  be  assigned  two 
phone  numbers.  In  addition, 
most  phone  companies 
assign  SPIDs  (Service 
Provider  IDsJ  to  each  line, 
For  example,  my  Regional 
Bell  Operating  Company, 
Pacific  Bell,  just  tacks  0101 
at  the  end  of  each  phone 
number  for  the  SPID,  Not 
all  areas  make  proper  use 
of  the  D channel,  however. 
Some  parts  of  Pacific  Bell 
(mine,  for  example)  instead 
"steal"  8Kbps  of  bandwidth 
from  each  B channel  for 
signaling  purposes.  Thus, 
instead  of  two  64Kbps  + 
one  16Kbps-144Kbps 
total-1  have  a pair  of 
56Kbps  lines,  or  112Kbps 
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total.  This  temporary  situation  will  lade  as  digital 
switches  are  upgraded, 

ISDN  is  much  cheaper  now,  but  still  not  as 
cheap  as  POTS  (Plain  Old  Telephone  Service). 
While  typical  monthly  rates  for  a pair  of  ISDN 
lines  are  only  a little  more  than  a single  analog 
phone  line,  even  local  calls  have  a per-minute 
charge  during  the  business  day-but  you  get  up 
to  200  free  hours  at  night. 

The  fast  data  pipe  is  certainly  attractive:  You 
can  do  better-than-postage-stamp  video- 
conferencing,  though  it’s  still  pretty  jerky.  You 
can  download  those  game  patches  much  faster. 
However,  for  gamers,  IDSN’s  real  benefit  is 
reduced  latency.  Anyone  playing  games  over  the 
Internet  knows  what  a killer  high  lag-times  can 
be.  In  tests  using  the  Windows  95  TraceRoute 
program,  even  the  slowest  ISDN  terminal 
adapter  had  packet  round-trips  about  two  thirds 
that  of  a 33.6Kbps  modem-the  fastest  adapter 
could  send  and  retrieve  a packet  of  data  in  only 
25  percent  of  the  time  it  took  a standard 
modem.  More  noteworthy  is  that  ISDN  terminal 
adapters  turned  in  lower  TraceRoute  times  than 
even  the  fastest  56K  modem  tested  here  as  well. 

As  with  modems,  all  ISON  terminal  adapters 
(TAs)  are  not  created  equal.  We  took  a look  at 
three  representative  TAs,  and  found  that  each 
has  its  own  unique  way  of  connecting  you  to 
the  Net. 


he  3Com  ImpactlQ  behaves  much  like 
I a traditional  external  modem, 

I although  the  external  case  more 
closely  resembles  3Com’s  Ethernet  hubs. 
There  are  convenient  connectors  on  (he  back 
for  two  analog  telephony  devices,  such  as  a 
standard  telephone  or  fax  machine.  Unlike 
most  modems,  there  is  no  power  switch;  it's 
always  running,  which  is  a good  thing  if  you 
have  a phone  or  fax  attached.  There’s  an  RJ- 
45  jack  for  the  ISDN  connection  and  a 25-pin 
serial  port  for  connecting  to  the  computer. 
3Com  supplies  both  cables. 

Installation  and  setup  is  the  easiest  of  all 
the  TAs  tested.  Since  it’s  external,  all  you 
need  to  do  is  plug  in  the  power  brick,  attach 
the  serial  cable  at  both  ends,  and  plug  in  the 
ISDN  cable.  The  real  gem,  though,  is  the 
software  for  setting  up  the  phone  lines.  You 
don’t  have  to  enter  anything;  The  ImpactlQ 
software  autodetects  the  switch  type,  sets  the 
numbers,  and  sets  up  your  SPIDs.  It  was  one 
of  the  simplest  setups  I’d  ever  done, 

ImpactlQ  uses  the  standard  Hayes  AT 
command  set  to  communicate  with  your 
computer.  I was  able  to  establish  a direct 


connection  to  a CompuServe  ISDN 
number  by  dialing  direct,  which  is 
convenient.  ' 

In  our  TraceRoute  tests,  the  ImpactlQ 
proved  to  be  the  slowest,  probably  part- 
ly due  to  the  serial  port  overhead.  Still. 
TraceRoute  times  averaged  about  82  mil- 
liseconds (ms),  versus  the  116ms  posted  by 
the  SupraSonic  33.6  baseline  V.34  modem. 
And  despite  its  poor  performance  versus 
other  ISDN  TAs,  it's  still  faster  than  even  the 
fastest  56K  modem. 

Overall,  the  3Com  is  the  simplest  to  set  up 
and  use-almost  a “no-brainer."  Although  a 
little  on  the  slow  side,  the  two  always-active 
telephony  connections  and  ease  of  use  make 
the  3Com  a contender.  -LC 

ImpactlQ  External 

Price:  $275 

Contact:  3Com,  (800)  638-3266 

www.3cotn.com 


DIAMOND  SUPRA  NETCOMMANlltR 


The  NetCommander  differs  from  the 
other  two  ISDN  devices  by  appearing 
as  a network  interface  card  for  your 
computer.  It  shows  up  in  Windows  95’s 
Device  Manager  as  a WAN/NDIS  device.  The 
benefit  is  faster  connection  times,  especially 
if  you  have  a true  2B+D  channel  connec- 
tion. The  downside  is  that  you  can't  direct- 
dial  another  ISDN  adapter. 


NetCommande 


Hardware  setup  is  about  as  easy  as  any 
ISA  card.  The  NetCommander  is  a Plug-and- 
Play  device,  and  since  it's  not  seen  as  a 
modem,  it  doesn't  conllict  with  the  serial 
port  (but  it  does  need  its  own  IRQ). 
Configuring  the  ISDN  lines  wasn't  quite  as 
easy,  but  the  NetCommander's  utility  had  a 
pretty  simple  user  interface.  Thai's  good, 
because  the  manual  is  nearly  useless  once 
you  get  past  installing  the  hardware;  the 
online  help  was  only  a little  better.  It  does 
have  a connection  for  a POTS  device  suoh 
as  a telephone,  but  the  connection  is  live 
only  while  the  computer  is  powered  up. 

Once  connected,  the  NetCommander 
posted  some  of  the  fastest  TraceRoute 
times  we've  seen,  averaging  a little  under 


36ms.  This  card  may  be  the 
closest  thing  to  nirvana  for 
the  Internet  gamer,  if  you 
can  get  an  ISDN  line.  If  you're  inter- 
ested in  getting  Into  ISDN  for  relatively  little 
cost,  check  out  the  NetCommander.  -ZC 

Supra  NetCommander 

Price:  $249  (MSRP) 

Contact:  Diamond  Multimedia, 
(800)468-5846 

www.dlaniondmm.com 


, CONS:  Poor 
documentation. 
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ZOOM/DUO 


Zoom/Puo 

Price:  $299  (MSRP) 

Contact:  Zoom  Telephonies.  (800)  631-3116 

www.zoomtel.coin 


PROS:  Integrated 
V.34  and  ISDN  in 
one  card. 


COHS:  Pooriy 
organized  docu- 
mentation; setup 
can  be  difficult 


At  first  glance,  the  Zoom/Duo  looks 
like  the  best  of  both  worlds.  It  com- 
bines a standard,  33.6Kbps  V.34 
modem  and  an  ISDN  terminal  adapter  on 
the  same  card.  The  reality  is  a bit  different.  It 
works-but  getting  there  is  a rough  ride. 

The  Duo's  setup  was  pretty  annoying. 
First,  the  documentation,  while  complele, 
was  poorly  organized.  Selling  up  phone 
numbers  and  SPIDs  involved  using  the 
third-party  Sitcom 
software,  but  there 
was  no  mention  of 
this  in  the  main  manu- 
al; a loose  sheet  of 
paper  points  you 
toward  the  Sitcom 
software.  Since  the 
ZoomfDuo  is  a Plug- 


and-Play  card,  hardware  installation  was 
fairly  smooth.  The  Duo  looks  like  a modem 
to  the  system,  so  I did  have  to  disable  a 
serial  port  to  avoid  cohflicts. 

Even  after  I found  the  Bitware  modem 
setup  program,  my  troubles  weren't  over:  I 
couldn't  connect  to  my  ISDN  line.  A long 
support  call  to  Zoom  revealed  that  the  Duo 
assumes  you  have  a 2S-fD  channel  setup, 
and  it  couldn't  handle  my  2B/56Kbps  line. 

An  AT  command  fixed 
the  problem,  and  I 
was  able  to  connect- 
linally.  It's  likely  that 
most  ISDN  users 
won't  run  into  these 
problems,  since  most 
lines  in  this  country 
are  2B-FD. 


ZOOM/ISDN  DU01 


Once  the  connection  was  established,  the 
TraceRoute  tests  revealed  that  the  Zoom  was 
pretty  quick,  averaging  about  53ms. 

The  Duo  is  an  attractively  priced,  ver- 
satile unit  that  performs  pretty  well,  but 
buyers  should  beware  the  setup:  It  may  not 
be  trivial.  -tC 


HOW  WE  TESTED 


Of  any  computer-related  technolo- 
gy, modem  testing  is  truly  a black 
art,  usually  best  left  to  magi, 
swamis,  and  clairvoyants.  The  difficulty 
of  the  task  is  compounded  by  the  fact 
that  modems  are  used,  by  and  large,  to 
connect  to  the  Internet,  itself  a very 
unpredictable  beast.  With  that  in  mind, 
our  testing  centered  around  trying  to 
remove  as  many  other  components  from 
the  equation  as  possible.  Now  bear  in 
mind  that  in  the  real  world,  any  one  of 
these  components  (your  ISP's  modems, 
a slow  router,  phone-line  conditions. 


planetary  alignment)  can  still  affect  per- 
formance. Our  testing  breaks  down  into 
two  areas:  throughput  and  average  ping 
time  to  and  from  terminal  server. 

To  gauge  throughput  of  the  56K 
modems,  we  ran  tests  over  a public 
switched  telephone  network  (PSTN)  simu- 
lator, which  follows  the  proposed  guide- 
lines initially  described  by  International 
Telecommunications  Union  (ITU),  The 
Throughput  versus  File  Type  (TVF)  test 
evaluates  a modem’s  compression  capa- 
bility on  a line  with  low  impairment  levels 
for  three  representative  file  types;  moder- 


ately compressible  text,  slightly  com- 
pressible executable,  and  an  incompress- 
ible file.  The  files  were  transferred  from 
the  digital  server  to  the  client  modems 
and  throughput  performance  was  noted. 

Perhaps  more  than  throughput,  the  real 
party-killer  for  gamers  can  be  latency,  a 
measure  (in  milliseconds)  of  how  long  it 
takes  a piece  of  data  to  be  sent  from  one 
modem  to  another,  and  for  the  receiving 
modem  to  send  back  an  acknowledgment 
that  it  received  the  data.  Lower  ping 
times  are  better.  To  give  you  an  idea,  on 
an  Ethernet  local  area  network  (LAN), 


: [VIODEiVlS  AVERAGE  THROUGHPUT  VS.  FILE  TYPE 


USRSporjster 

ZoornfaxModem 
Diamond  SupraExpress  4^ 
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OTHER  ON-RAMPS 


Until  now,  the  only  wide- 
spread alternative  to  analog 
phone  lines  for  home  users 
has  been  ISDN.  In  the  coming 
year,  that  will  begin  to  change. 

The  hunt  for  faster  data  pipes  and 
reduced  latency  is  in  full  force. 

The  Holy  Grail  of  Net  gaming- 
latency  equivalent  to  a local  area 
network— may  not  be  as  far  off  as 
feared.  Almost  all  of  the  new  ser- 
vices are  asymmetric  in  nature: 
Downloads  typically  occur  faster 
than  data  going  to  the  network 
from  your  PC— albeit  faster  than  a 
standard  modem  (except  for 
DirecDuo). 


A lucky  few  in  some  parts  of  the  country  are 
beginning  to  get  cable  modems.  Cable  modems 
are  rolling  out  slowly,  though,  partly  because 
many  local  cable  networks  were  never  designed 
for  two-way  communication,  and  have  to  be  retro- 
fitted. Another  reason  is  that  cable-modem  stan- 
dards have  fluctuated  until  recently,  A cable 
modem  attaches  to  your  system  via  an  Ethernet 
connection,  so  in  addition  to  the  cable  modem, 
you’ll  need  a LAN  adapter.  One  of  the  unresolved 
controversies  is  performance.  You  may  see  great 
performance  when  you're  the  only  connection  at 
your  head  end,  but  as  more  users  are  added  in 
your  neighborhood,  the  bandwidth  gets  shared, 
and  individual  modem  performance  will  most 
likely  suffer. 

The  various  regional  phone  systems  have 
finally  woken  up  to  the  threat  of  cable  modems, 
and  have  responded  with  XDSL,  “XDSL"  is  a 
catchphrase  describing  a set  of  digital  subscriber 
line  services  (hence  the  "DSL").  The  one  that 
will  affect  consumers  the  most  is  ADSL 
(Asymmetric  Digital  Subscriber  Line).  ADSL  is 
cool  in  that  it  doesn't  require  upgrading  your 
telephone  lines  (if  they’re  fairly  new)— it  works 


over  copper.  However  current  technology 
requires  you  to  be  within  3.5  miles  of  the  central 
office,  leaving  rural  areas  and  many  outlying 
suburbs  out  of  the  picture.  This  minimum  dis- 
tance will  probably  increase  as  the  technology 
gets  better  Pacific  Bell,  for  example,  will  be 
offering  two  types  of  ADSL.  One  form  will  allow 
downstream  speeds  of  up  to  1.5Mbits/sec,  but 
upstream  is  only  at  384Kbps.  The  other  service 
option  is  384Kbps  in  either  direction  (not  really 
"asymmetric,"  but  the  technology  is  the  same). 
Pricing  hasn't  yet  been  set. 

One  final  alternative  is  DirecDuo,  from  Hughes. 
You  can  get  cable-quality  television  and  Internet 
services  from  a single  source.  However,  the 
implementation  appears  a bit  kludgy  for  gaming 
purposes.  You  communicate  upstream  to  the  ISP 
via  your  good  old  analog  modem.  Downloads  are 
handled  through  a small  (roughly  18  inches  in 
diameter)  satellite  dish  that  picks  up  a transmis- 
sion from  geosynchronous  orbit  (roughly  23,000 
miles  up).  Can  you  say  “lag  time"? 

It's  very  possible  that  within  a year,  many  peo- 
ple will  be  using  alternatives  to  your  good  old 
analog  modems.  Still,  it's  hard  to  beat  the  low 
cost  of  today's  56Kbps  modems.  Even  if  you 
throw  in  a second  phone  line,  it’s  still  a pretty 
cheap  way  to  connect.  But  it  will  never  give  you 
the  low  latencies  of  a LAN.  —LC 


HOW  WE  TESTED 


ping  times  are  often  under  10ms,  and  in 
a game  iike  Quake,  are  usuaily  some- 
where around  20-40ms.  On  the  internet, 
ping  times  are  usuaily  in  the  200-300ms 
range,  or  worse.  Modems  can  sometimes 
account  for  nearly  100ms  of  that  latency, 
so  finding  a modem  with  the  iowest  ping 
time  can  make  quite  a difference. 

To  figure  out  both  the  56K  and  ISDN 
modems’  ping  times,  we  used  a Win- 
dows 95  program  caiied  TraceRoute 


(tracert.exe),  which  wiii  report,  hop-by- 
hop, how  long  the  round-trip  transmis- 
sion/receipt acknowledgment  took.  We 
focused  on  the  first  hop.  which  is  from 
the  client  modem  to  the  ISP’s  terminal 
server  modem,  took  50  samples,  and 
then  averaged  them.  For  testing  56K 
modems,  we  used  two  different  ISPs, 
CompuWorld  and  InReach,  both  of  which 
are  currently  supporting  both  56K  stan- 
dards. For  comparison,  we  also  tested 


Diamond’s  SupraSonic  336V-!-  V,34 
modem  as  a baseline  to  see  how  much 
faster  the  56K  modems  would  be.  For 
ISDN  TraceRoute  tests,  we  used  Pacific 
Bell’s  ISP  service.  When  looking  at  laten- 
cy numbers,  assume  that  the  client 
modem  is  responsible  for  about  half  of 
the  latency,  and  the  terminal  server 
modem  for  the  other  half. 

—Dave  Salvator,  with  Rob  Schenk  and 
Brian  Fikes,  Computer  Shopper  Labs 


AVERAGE  TRACE  ROUTES  TO  TERMINAL  SERVER 
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Milliseconds  - Lower  Is  Belter 


Limited  Time  Offer 

FREE  STRATEGY  GUIDE 
and  $10.00  REBATE 

to  owners  of  KKnD™,  C&C” 
and  Warcraft'^”  owners, 
while  supplies  last. 
Details 
inside 
each  box. 


Master  tough  Al  to  survive  50  missions 


After  a nuclear  apocalypse,  two  bands 
of  stragglers  battle  for  control  of  the 
wasteland.  Mutants.  Survivors.  ..-  J 'jf 

Lots  of  killin’.  J ' 

The  future  rules!  * . 


90%  Rating— PC  Gamer,  UK  Edition 
Game  of  Distinction  Award  Winner 


XTREME  'Producer’s  Cut’  missions 


XTREME  KAOS'Skirmish  witii  computer 
opponents  and  allies 
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MODEM  MADNESS 


MODEMS 


Despite  more  exotic  offerings, 

56K  modems  stiii  represent  the  main  Internet  hookup  option  for 
many  people.  With  technologies  such  as  ISDN,  ADSL,  and  cable 
modems,  there  may  not  be  a local  service  provider,  or,  for  that  matter,  an 
ISP  who  offers  these  connectivity  options.  But  the  biggest  problem  with  56K 
modems  is  that  this  technology  has  splintered  into  two  variants:  X2  and 
K56Flex,  Which  standard  will  win  the  day  is  still  an  open  question.  So,  the 
more  important  question  is:  Will  the  56K  modem  I buy  today  still  work  after 
the  new  single  56K  standard  is  solidified  sometime  next  year?  Most  modem 
vendors  are  promising  upgrades  to  this  new  standard  (some  of  them  free), 
so  the  news  on  the  continued  compatibility  front  seems  pretty  good. 


Even  with  56K,  however,  your  ISP  may  not  yet  even  offer  these  services,  or  may  have  opted  to  offer 
only  one.  That  could  therefore  limit  your  choice  of  which  56K  modem  to  consider,  In  addition,  you 
may  have  to  look  for  a new  ISP  to  take  advantage  of  your  56K  modem.  Before  making  any  investment, 
find  out  from  your  ISP  which  flavor  it  is  supporting  or  plans  to  support. 

Another  issue  to  consider:  Your  mileage  may  vary  from  ISP  to  ISP  There  are  a myriad  of  possible 
explanations  for  this  variance,  but  you  should  remember  that,  just  because  you  got  a hot  new  56K 
modem,  you  won’t  automatically  see  the  50Kbps+  data  rates  brazenly  promised  by  modem  makers. 
In  fact,  the  best  rates  we  saw  from  the  four  units  reviewed  here  was  right  about  50Kbsp.  Apparently, 
there’s  some  current  FCC  regulation  that  caps  peak  X2  modem  throughput  at  53Kbps,  and  you'll 
most  likely  get  that  speed  only  on  a sunny  day  going  downhill  with  a tail  wind.  Still,  50Kbps  is  faster 
than  the  data  rates  most  of  us  currently  live  with.  And  there's  more  good  news  for  gamers. 

Most  of  the  56K  units  here  get  better  ping  times  than  the  V.34  baseline  modem  used,  and  the  dif- 
ference can  be  dramatic.  Echoing  last  year's  message,  we  recommend  external  modems,  simply 
because  their  installation  is  so  simple.  All  four  units  installed  problem-free,  and  because  the  COM 

port's  I/O  resources  are  readily 
known  to  DOS,  older  DOS 
titles  should  have  no  problem 
getting  at  the  modem  either. 
And  despite  the  current 
schism  in  the  56K  world,  all 
four  units  reviewed  here  are 
software-upgradable,  and  all 
lour  companies  are  offering 
free  upgrades  to  the  new  sin- 
gle 56K  standard  when  it 
arrives  sometime  next  year. 

So  if  you’re  in  the  market 
for  a 56K  modem,  check  out 
our  evaluations  of  these  units. 


USR  SPORTSnR 
56K 

A longtime  player  in  the  modem  mar- 
ket, US  Robotics  (USR)  developed, 
and  has  been  the  main  proponent 
of,  X2  56K  technology.  Even  alter  being 
recently  acquired  by  3Com,  a driving  force 
behind  the  Open56K  specification  (see 
sidebar),  USR  continues  to  heavily  evange- 
lize X2  technology,  and  has  lined  up  a fairly 
hefty  array  of  Internet  Service  Providers 
(ISPs)  in  its  camp. 

Getting  the  Sportster  up  and  running  was 
fairly  straightforward,  though  USR  doesn't 
include  a serial  cable  needed  to  connect 
the  unit  to  your  machine.  Sportster's  ports 
are  clearly  labeled,  and  though  there  are 
DIP  switches  lor  enabling/disabling  different 
features,  they  loo  are  clearly  labeled.  The 
unit  also  has  a power  switch  and  volume 
control,  and  its  tronl-panel  status  lights  will 
give  you  a good  idea  what  the  unit's  up  to 
during  operation. 

While  Sportster's  numbers  show  that  it's 
not  quite  the  fastest  of  the  lot,  it  Is  still  con- 
sistently fast.  It  had  the  highest  reported  ini- 
tial connect  speeds  of  all  the  56K  units  we 
looked  at  (around  50Kbps),  and  Its  ping 
times  to  ISP  terminal  servers  were  again,  not 
the  fastest,  but  not  the  slowest.  Its  ping-time 
numbers  and  reported  initial  connect  speeds 
between  the  two  ISPs  we  tested  with  were 
pretty  consistent  however. 

USR  has  publicly  staled  that  it  will  otfer 
free  upgrades  to  the  forthcoming  single  56K 
specification  when  It  is  finalized,  so  Sportster 
will  continue  to  be  Net-worthy.  If  your  local 
ISP  is  supporting  X2,  the  Sportster  should 
serve  you  well.  —DS 

Sportster  56K 

Price:  $219  w/  $50  mail-in  rebate 
Contact:  USR/3Com.  (800)  342-5877 

www.x2.usr.com 

PROS:  Good  features;  _ - 

consistent 
performanca 
CONS:  Serial 
cable  not 
I provided. 


cover  a new  hmizon 
Isle  AD&lTrole  p%ing. 


RPG  on  a g;rand  scale  first  be^an,  now 

comes  alive  in  stunning,  g;rapKic  detail.  Y our  quest?  Lead  a party  of  adventurers  on  a j oumey  to 
save  the  Sword  Coast  re^on  from  a sinister  plot  that  involves  impending  war,  dark  prophecies, 
betrayed  alliances...even  your  own  soul. 


Huge  game  world  ■ 5 CDs  filled  with  nearly  10,000 
game  screens  in  striking  SVGA,  all 
rendered  in  glorious  16'bit  color 


Authentic  AD&D®characters,  each  represented 
accurately  omscreen  down  to  individual  class,  race, 
gender,  skin  and  hair  color,  armor  and  weaponry 


Incredibly  detailed  structures  and  environments? 
dynamic  lightings  day/night,  rain,  snow,  fog,  and 
lightning  effects 


Manage  up  to  a 6"character  party  on  a gripping, 
non'linear  adventure  spanning  seven  chapters 
with  multiple  twisting  subplots 


Arriving  March,  1998 


GAMF.KS.KIK  (i.VMERS. 


www.iitt«aTilay.c'»in 

&1997  BioWare  Corp.  All  rights  reserved.  ADVANCED  DUNGEONS  & DRAGONS,  AD8D,  FORGOTTEN  REALMS  and  the  TSR  logo  are  registered  trademark; 
of  TSR,  Inc.  BALDUR'S  GATE  is  a trademark  of  TSR,  Inc.  Interplay  is  a trademark  of  Interplay  Productions.  TSR  is  a subsidiary  of  Wizards  of  the  Coast,  Inc. 
All  rights  reserved.  All  other  trademarks  are  property  of  their  respective  owners. 
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0PEN56K: 

PANACEA  OR  PIPE  DREAM? 

If  56K  technology  had  an  astrological  sign,  it 
would  be  Gemini.  Since  its  inception,  there’s 
been  a twin-track  of  development,  splintering 
into  Rockwell/Lucenl  Technology's  K56Flex,  and 
3Com/USR’s  X2,  Unfortunately,  these  two  flavors 
of  56K,  though  in  many  ways  similar,  are  different 
enough  that  they  won’t  interoperate.  And  as  these 
behemoths  duke  it  out  lor  dominance  over  what 
will  be  the  prevalent  method  for  connecting  to  the 
internet  for  the  next  couple  of  years,  it’s  we,  the 
end-users,  who  wind  up  having  to  tolerate  the 
headaches  created  by  this  megaspat.  Why  can’t 
the  players  involved  just  get  along? 

The  controversy  stems  from  several  factors: 
The  principals,  USR/3Com  and  Lucent 
Technologies,  are  each  trying  to  leverage  their 
intellectual  properly  (IP)  patents-some  held, 
some  pending-and  in  turn  are  trying  to  pul  into 
place  licensing  fee  structures  for  use  of  their 
respective  technologies.  At  a recent  meeting  of 
the  International  Telecommunications  Union 
(ITU)  Study  Group  16  in  September,  the  major 
players  failed  to  produce  a "determined  docu- 
ment" outlining  technical  details  of  the  new  “uni- 
versal" 56K  modem  specification,  dubbed 
V.PCM.  The  result  is  that  a final  version  of 
V.PCM  that  vendors  can  actually  use  probably 
won’t  show  up  until  sometime  next  spring. 
Fortunately  for  end-users,  almost  all  modem 
vendors  worth  their  salt  are  offering  free 
upgrades  to  the  new  V.PCM  standard  once  the 
ITU  and  the  players  involved  iron  out  the  details, 
What's  at  stake  here?  Big  bucks.  Until  other 
communications  technologies  can  compete  on 
both  price  and  performance,  the  winner  of  the 
lion’s  share  of  the  burgeoning  56K  modem  mar- 
ket will  be  laughing  all  the  way  to  the  bank. 
Should  you  hold  off  until  next  year,  when  the 
new  V.PCM  modems  are  available?  Not  neces- 
sarily. If  you’re  still  slogging  along  with  a 
14,4Kbps  modem,  anew 
56K  modem,  X2  or  K56Flex, 
will  offer  a considerable  per- 
formance boost.  Come  next 
year,  you  should  be  able  to 
upgrade  it  to  remain  com- 
patible with  the  new  V.PCM 
standard.  -DS 


DIAMOND  SUPRAEXPRESS  S6E 


Diamond  Mullimedia  bought  its -way 
into  the  modem  business  by  acquiring 
Supra  several  years  ago.  The  company 
has  ottered  a line  ot  modems  ranging  trom  a 
tairly  basic  model  up  through  Its  SupraSonic 
(the  V.34  version  that  we  used  as  a baseline 
tor  comparison  in  our  initial  connect  speed 

time  tests). 

Diamond's 

latest 

K56Flex. 

based  SupraExpress  56e  is  a pretty  basic 
56K  ottering. 

The  unit  itselt  is  pretty  small,  and  its  ports 
are  unlabeled.  It  does  come  with  hard-wired 
serial  cable,  but  lacks  a power  switch  and 
onboard  volume  control.  Its  front-panel  status 
lights  are  pretty  minimal:  They  show  power, 
send  data,  receive  data,  and  otf-hook. . 

The  SupraExpress's  performance  is  decid- 
edly mixed,  On  the  one  hand,  it  was  the  poor- 
est performer  across  all  three  tile  types  in  the 
average  throughput  test.  It  also  had  lust  about 
the  slowest  reported  initial-connect  speeds 
with  both  test  ISPs.  On  the  other  hand,  it  had 
the  best  ping-times  with  both  ISPs,  a real  plus 
for  gamers.  And  in  gameplay  testing,  if  A 

SupraExpress  held  Its  own.  ' I 

At  $140,  the  SupraExpress  delivers  fast  1 1 
TraceRoute  times,  but  bear  In  mind  its  spotty  N* 
throughput  performance^^S  r 


ZDOM  56KX 

Pefbaps  hoping  for  brand  recognition  from 
a generation  of  users  raised  on  PBS  edu- 
cational programming,  Zoom  has  both  a 
56K  modem  and  an  ISDN  unit  in  this  roundup. 
The  company’s  K56Fiex-based  56Kx  modem, 
however,  presents  something  of  a mixed  bag. 

The  unit  has  labeled  ports  and  a front- 
mounted  power  switch  (nice  touch),  but 
doesn't  ship  with  a serial  cable  to  connect  it 
to  your  machine.  The  front  panel  has  the  most 
elaborate  array  of  status  lights  of  any  56K  unit 
tested,  and  will  even  indicate  in  which  mode 
you’re  connected:  V.34  (33.6Kbps)  or  56K. 


SupraExpress  56e 

Price: $140 

Contact:  Diamond  Multimedia, 
(800)468-5846 

www.iliamonilmm.com 

PROS:  Fastest 
ping-times; 
inexpensive. 

CONS;  Poor 
perfemiance  on 
ttiroughput  tests. 


56Kx’s  throughput  numbers  are  unre- 
markable, though  they  are  taster  than 
Diamond’s.  In  just  about  every  test  except 
for  the  ZIP  file,  the  56Kx  is  slower  than  both 
X2  units.  Its  average  initial  connect  speeds 
were  also  somewhat  disappointing,  in  the 
lower  40s.  in  ping-lime  tests,  we  saw  some- 
thing of  a Jekyil-and-Hyde  effect.  When 
connected  to  CompuWorld,  56Kx’s  ping- 
times  were  the  fastest  (tied  with  Diamond), 
but  when  connected  to  InReach,  they  were 
slower  even  than  the  V.34  baseline  unit,  and 
we  saw  numerous  time-outs,  indicating 
, dropped  packets.  Gameplay  confirmed  this 
number,  as  the  56Kx  seemed  to  cause 
numerous  hiccups.  Its  gameplay  perfor- 
mance was  smoother  when  connected  to 
CompuWorld,  however. 

The  56Kx  has  its  moments,  and  the  slug- 
gish performance  we  encountered  was  only 
going  through  one  iSP.  But  that,  coupled  with 
its  unremarkable  throughput  numbers  and 
average  repotted  initial  connect  speeds  leaves 
us  somewhat  reluctant  to  recommend  the 
56Kx  as  a gaming  modem.  -DS 

56KX 

Price:  $149 

Contact;  Zoom  Telephonies,  (800)  631-3116 

www.zoamtel.cam 

PROS;  Complete  array  of  status  fights; 
front-mounted 

power  switch.  I B . I T 1 

CONS;  Spotty  ping-  lC_  I i j I • i *4 
time  perfoimance;  1.1  Ini 

so-so  throughput 
perfornianc& 
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BLOW  THE  OPPOSITION  OUT  OF  THE  SKY. 


VVE  HAVE 


espite  advances  by  56K 
modems,  and  several  interest- 
ing connectivity  technologies 
on  the  horizon,  ISDN  is  the  my  to 
go  for  now  it  you  can  get  service  in 
your  area.  Though  certainly  not  as 
cheap  as  standard  dial-up  service, 
ISDN  clearly  delivers  lower  latency, 
and  setting  up  an  ISDN  terminal 
adapter,  though  not  always  stupid- 
simple,  has  gotten  considerably  eas- 
ier. If  ISDN  isn’t  an  option,  56K 
modems  do  deliver  better  latency 
performance  than  their  V.34  prede- 
cessors, but  that  performance  can 
vary  widely  from  ISP  to  ISP. 

So,  in  addition  to  investing  in  a new  56K 
modem,  you  may  find  yourseif  having  to  seek 
out  another  ISP  to  gel  optimal  latency  times. 

For  the  purposes  of  Internet  gaming  (there's 


another  use  for  the  Internet?  Oh,  yeah,  down- 
loading game  patches}  the  Supra  NelCom- 
mander  seems  to  be  the  sweet  spot.  The  3Com 
ImpactlQ  deserves  kudos  for  convenience  and 
ease  of  setup,  but  the  relatively  slow  speed  is  a 
concern.  Finally,  the  Zoom/Duo  may  be  of  inter- 
est to  someone  who 
really  needs  the 
V.34+)SDNcapabili- 
ty-and  it’s  certainly 
fast  enough-but  be 
aware  that  setup  may 
be  troublesome. 

As  for  the  56K  guys. 

Diamond’s 
SupraExpress  56e 
delivered  the  best  per- 
formance in  terms  of 
latency,  though  its 
throughput  numbers 
underwhelmed.  The  X2 
units  both  turned  in 
identical  latency  perfor- 
mance, which  was 


consistent,  though  not  as  fast  as  Diamond’s. 

And  while  the  difference  in  latency  times  com- 
pared to  Diamond  was  noteworthy  when  con- 
nected to  one  ISP,  it  was  negligible  when  con- 
nected to  the  other.  Their  throughput  numbers 
were  also  better  across  different  file  types,  how- 
ever. Zoom's  56Kx  delivered  spotty  latency  per- 
formance, and  mid-pack  throughput.  If  your  ISP 
offers  only  K56Flex,  we  would  lean  toward  the 
Diamond.  If  your  ISP  offers  only  X2  service,  we’d 
give  the  nod  to  Global  Village.  % 
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Feeling  Boxed  In  By  Your  PC’s  Multimedia  Capabilities? 


f.mj  I l.lLiilalai 

ism 


It’s  Time  To  Upgrade  Your  PC  With  Creative! 


spUNOBlySSliRf 


SPEAKERS 


GRAPHICS  CARDS 


The  Hottest  Upgrades  Create  the  Coolest  PC 


WWW.  S □ UNDBLASTER.CDM 


<D1997  Creative  Technology  Ltd.  All  other  brand  or  product  rtames  listed  ate  trademarks  or  registered  trarlemarks  and  are  property  of  their  respective  holders. 
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©1997  Creative  Technology  Ltd.  All  other  brand  or  product  rtames  listed  are  trademarks  or  registered  trademarks  and  are  property  of  their  res^tive  holders.  Sartdius^  Sourxl  Synthesis  made  under  license  horn  the  Board  of  Trustees 
of  the  leland  Stanford  Junior  University.  Sondius^  and  the  Sondius"  symbol  are  trademarks  of  The  Board  ol  Trustees  of  thoLeland  Stanford  Junior  University,  this  [voduci  contains  one  ormorepotected  programs  under  international  and  U.S.  copyright 
laws  as  unpublished  works.  They  are  conlidential  end  popietarytothe  Board  olTrusleesol  the  Leland  Stanlord  Junior  University.  Their  reproduction  or  disclosure,  in  whole  or  in  part,  or  the  production  ol  derivative  works  therelrom  without  the  oxpess 
permission  of  tho  Board  ol  Trustees  of  the  Leland  Slanford  Junior  University  is  prohibited.  Copyright  1992, 1993,  1994, 1995, 1996  by  the  Board  ol  Trustees  of  tlie  Leland  Stanford  Junior  University.  All  rights  reserved. 
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SOUNDBLASTERS 


For  your  listening  pleasure. . 
you  cant  beat  this  board. 

— Computer  Life 


Sound  Blaster®  Makes  Listening  to  Your  PC  a Blast! 

Step  up  to  the  next  level  In  audio  fidelity.  Glass-shattering  highs.  Thundering  lows.  Sound  that  makes  your  heart 
pound  and  your  toes  tingle.  The  Sound  Blaster®  AWE64  line  offers  incredibly  smooth,  expressive  and  realistic  audio 
with  64  voices  of  Advanced  WavEffects~  Synthesis  and  WaveGulde  Technology.  You  get  rich  audio  with  crisp,  clear 
digital  output.  The  onboard  memory  and  SoundFont™  technology  enables  you  to  add  unique  new  sounds  or  create 
some  of  your  own.  With  the  award-winning  Sound  Blaster®  AWE64  Gold  you  can  output  glorious  sound  in  20-bit 
fidelity,  just  like  the  pros!  Choose  either  of  these  solutions  and  receive  the  superior  audio  quality,  expandability 
and  Sound  Blaster®  compatibility  you  need  to  meet  the  most  demanding  gaming  and  multimedia  tasks. 


Sound  Blaster®  AWE64  Value 

• 64  voices  of  Advanced  WavEffects"  Synthesis  and  WaveGuide  Technology 

* 512k  onboard  RAM  for  SoundFont"  samples  and  3D  Positional  Audio 

• Accelerates  Microsoft®  DirectSound"  and  DirectSound  3D'" 

* Designed  for  today's  demanding  gaming  and  multimedia  applications 


Sound  Blaster®  AWE64  Gold 

• Superior  quality,  low  distortion,  90db  analog  and  120db  digital  audio  outputs 

• 4MB  onboard  RAM  for  SoundFont"  samples  to  experience  E-mu  3D  Positional  Audio 

• 64  voices  of  Advanced  WavEffects"  Synthesis  and  WaveGuide  Technology 

• Includes  S/PDIF  output,  gold-plated  RCA  line  outs 


The  Hottest  Upgrades  Create  the  Coolest  PC 


CREATIVE' 


WWW.SaUNDBLASTER.CnM 


CIRCLE  READER  SERVICE  #070 

‘Estimated  Street  Rice  For  more  information,  check  out  our  Website  at  www.soundblaster.com  or  call  1 .800.998.5227. 


SPEAKERS 


Upgrade  to  Chest-Thuinping, 
Soul-Satisfying  Sound. 

o — I 


“May  Just  Outclass 
Your  Home  Hi-Fi.” 

— PC  Gatner 


Turn  Your  PC  into  a High-Performance 
Sound  System! 

Why  settle  for  the  tinny  sound  of  the  speakers  that  came 
with  your  PC?  Creative  and  Cambridge  SoundWorks® — 
designers  of  highly  acclaimed  home  theater  speakers — bring 
you  the  ultimate  high  performance,  value-priced  speaker 
systems  for  your  PC.  These  amplified  subwoofer/satellite 
speakers  are  carefully  fine-tuned  to  produce  highly  accurate, 
realistic,  wide-range  sound — including  thunderous  bass. 
Creative  and  Cambridge  SoundWorks® — bringing  home 
stereo  audio  to  your  PC  at  prices  that  can’t  be  beat! 


PC  Works  “ 

The  most  affordable  PC  audio  system  that 
offers  true  high-performance  sound. 

“You'll  Be  Astounded... Sounds  Like  It's  Worth  $500." 
- CINET 


SoundWorkS’^^' 

Experience  amazing  wide-range  sound — 
including  great  bass — on  your  PC. 

“Simply  Sounded  Like  A Good  Home  Stereo." 
• PC  Magazine 


The  ultimate  PC  sound  system,  with 
crystal-clear  highs  and  room-shaking  bass. 

“I  Assumed  That  They  Were  Powered  By 
Testosterone  Rather  Than  Electricity." 

- PC  World 


The  Hottest  Upgrades  Create  the  Coolest  PC 


CREATIVE’ 

•[siimated  Street  Price 

©1997  Creative  Teclinology  Ltd. 

AN  other  brand  or  product  names 
listed  are  trademarks  or  registered 
trademarks  and  ate  property  of 
tlieir  respective  boltlors. 


WWW.SDUNDBLASTER.CDM 
CIRCLE  READER  SERVICE  #070 

For  more  information,  check  out  our  Website  at  www.soundblaster.com  or  call  1 .800,998.5227. 
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And  the 
Verdict  Is. . . 


■ * 


Finally-the  Answer  to  the  Eternal  “DOS  vs.  Win  95”  Questioi 


hen  1 wrote  my  col- 
umii'‘Performance 
on  Trial”  I knew  I 
\TOuld  get  rcspoases. 
And  I did,  Wliat  sur- 
prised me,  thoiigli, 
wasn't  the  volume, 
but  tlie  outcome. 

First,  let  me  state  my  bias  up  front:  1 
use  Windows  95  almost  exclusively,  even 
when  playing  DOS  games.  For  one 
thing,  I find  myself  playing  fewer  and 
fewer  DOS  games.  Part  of  the  reason  is 
the  emerging  preponderance  of 
Windows  games.  Part  of  the  reason  is 
time— 1 need  to  muck  around  with  con- 
figurations much  less  with  DOS  games 
than  1 did  in  the  past.  To  be  honest,  get- 
ting here  has  been  a long  road — taming 
the  beast  hasn’t  been  easy.  But  like 
Gandalf  and  Shadowfax,  1 find  this  horse 
to  be  better  than  past  mounts. 

Now;  on  to  the  votes.  In  fact,  it  was 
pretty  even.  There  were  24  guilty  ver- 
dicts (that  ninning  games  on  Windows 
95  was  a bad  idea),  23  not  guilty,  four 
readers  for“probation” 


(which  basically  means  wait  and  see), 
and  two  Macintosh  aficionados  suggest- 
ing that  they  had  a better  altemath’c 
than  cither  DOS  or  Win  95. 

'^I'his  is  by  no  means  a scientific  sam- 
ple, but  I was  surprised  at  how  even  the 
responses  were.  Given  the  email  I tend 
to  get,  I was  convinced  that  I would  get 
far  more  guilty  than  not-guilty  verdicts. 
Interestingly,  the  users  voting  guilty  were 
often  more  vehement  tlian  the  not-guilt)' 
voters.  Some  seemed  to  dislike  Windows 
95  for  no  other  reason  than  it  was  from 
Microsoft,  The  guilty  votes  also  tended 
to  come  from  highly  technical  PC  users, 
whereas  the  majority  (though  by  no 
means  all)  of  the  not-guilty  votes  were 
from  less  technically  sophisticated  users. 

Of  counic,  one  of  tlx?  main  issues  with 
Windows  95  has  been  DirectX,  which  has 
generated  a lot  of  controversy  Despite  pre- 
ferring Windows  95  in  general.  I’ve  had  my 
share  of  problems  with  I!)irecLX,  though 
my  woes  haven’t  been  nearly  as  terrible  as 
some  I’ve  seen.  As  with  any  new  technolo- 
gy, DirectX  has  had  teething  [rroblems. 

But  unlike  past  technology  innovations — 


CD-ROM,  for  cxam])le — DirectX  has 
affected  many  more  users  in  a much 
shorter  period  of  lime.  Which  brings  me 
to  this  months  topic. 


DirectX  Setup 


Oispley  Driver  Install 

Matrox  MGA  Millennium  PowerDesk  (active) 


Setup  does  not  recognize  the  existing  driver  for  this  device. 


If  you  experience  problems  after  installing  the  new  driver,  you  can  restore  the  original  driver  by 
running  Add/Remove  Programs  and  selecting  Directs  Drivers.  Add/Remove  Programs  can 
be  found  by  clicking  Start ->  Settings  ->  Control  Panel. 


Install  new  driver?  (not  recommended) 


Yes 


bio 


□ 


t ^ Some- 


DIRECTX  5.0:  THE  ROAD  TO 
REDEMPTION 

I've  been  playing  around  lately  with 
Microsofts  latest  incarnation  of  DireclX, 
version  5.0  (there  w'as  no  4,0,  by  the 
way).  The  gang  in  Redmond  has  added  a 
lot  of  features  to  DirectX,  includiiig  a 
new'  mode,  DrawPrimitivc,  that  greatly 
eases  development  of  3D-accelerated 
games.  Multipiaj'er  eapabili  ties — partie- 
ularly  Internet  multiplayer—  have  been 
boosted.  Directinput  now  has  a force- 
feedback  component,  courtesy  of  the 
folks  at  1-Forcc.  And  a 3D  positional 
component  has  been  added  to 
DirectSound, 

Wdiile  the  new  features  are  interest- 
ing, what  excited  me  about  this  release 
was  how'  much  control  had  been 
relumed  to  users. 

Its  alw'ays  a hit  daunting  installing  a 
new  version  of  DirectX.  Paranoia  moves 


times,  mix- 
ing new  and 
old  technol- 
ogy results 
in  a whole 
that  is  much 
less  than  the 
sum  of  its 
parts.  99 
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to  the  forefront:  Will  niv  games  get  hosed? 
Will  1 have  to  reinstall  Windows?  Will  my 
carefully  tuned  driver  setup  he  reduced  to 
digital  drcck? 

On  iny  systems,  the  answer  was  no.  I 
have  mad  of  otlx;r  users  who  have  had 
])rohleins.  but  my  regular  corresjwndenls 
seem  mucli  happier  with  !iie  new  release — 
as  am  I,  In  fact,  1 felt  a great  sense  of  relief 
when  llie  display  driver  inslall  screen 
])oppcd  up  during  the  installation  (figure  1). 

Riially,  I thought,  the  installation  rou- 
tine actually  gives  a recommendation  that 
makes  sense.  Even  though  the  DirectX 
install  didn’t  see  a“certified”  dri\'er.  it 
didn’t  feel  as  if  it  had  to  slep  on  my  sys- 
tem to  tell  me  who  was  boss  (yes,  that’s  a 
“not  recommended”  next  to  the  “install 
new  driver”  c|nestion).  Even  more  impor- 
tant, DirectX  5.0  now  provides  a method 


^FIGURE  3 
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for  rcslorin 

g your  old  driver. 

Mallclujah! 

glance,  all  the  different  graphics  modes  your  gmpiiics 
accelerator  supports,  as  well  as  the  acceleration  capa- 
bilities. You  can  now  specify  “mode  X”  for  certain 
graphics  resolutions;  this  can  affect  perfomiance  posi- 
tively or  adversely,  depending  on  the  graphics  chip. 

Click  on  the  “Advanced  Settings”  butlon,  and  up 
pops  a curious  screen,  whicfi  seems  to  be  useful 
mainlv  for  troubleshooting  (figure  5). 

'file  setting  that  looked  the  most  intere.sting  was  the 
“Show  frame  rate”  checkbox,  but  checking  it  didn’t  do 
any'lhing,  as  near  as  1 could  tell  It  may  njTnTTSI 


As  in  all  things  software,  its  not  perfect; 
at  least  one  reader’s  system  failed  to  revert 
to  the  old  driver,  but  in  my  testing,  1 was 
able  to  restore  dri\ers  easilv. 


DirectX  j Direct3D  DirsdDraw  j Directinput  ] DirsdPl^j  DiredSoundl 
Version:  4.05.00.01 55  Your  display  driver  is  r»ot  certified 


RELEASING  CONTROL 

1 \\~a.s  basking  in  llie  glo\s'  of  ibis  unex- 
pected find  when  I made  the  next  astound- 
ing di,scovery.  Tlierc  it  a|)pearcd  in  my 
control  panel,  unlxiralded  (figure  2). 

Wliat  was  Ihis  l)luc  and  yellow 
icon . . . and  what  the  lieck  happened  to 
my  joystick  control  panel?  Clicking  on  the 
blue  icon  broughi  up  the— ga,sp! — 
DireclX  control  panel  (figure  3). 

Note  the“lles"torc  drivers”  button  and  a 
list  of  version  niunbers.  Note,  also,  the  labs 
at  the  lop.  Most  of  the  controls  arc  still 
somcw'hat  s|)arse,  but  the  DirectDraw  tal) 
res’eals  a seritable  geeks  delight  (figure  4). 

”nierc  arc  a couple  of  interesting  items 
on  this  screen.  You  can  now  tell,  at  a 


.!*•  Options—— 

|l  r Enable  PrinScreen  Key 

f Performance — r: ^ 

Iv  pse  Hardware  Accelereliot^ 
,rus0  ModeXfor320byX 
P'Bo'rik-sfi^tcfted 


, Capabilities- 
I Sit 
! [bit 

I BUTQUEUE 
! DLTFOURCC 
] BLTSTRETCH 
I BLTCOLORFia 
j BLTDEPTHfILL 


Ovaries 

Jd 


OK 


Advanced  Settings ...  | 

Dispis^  Properties ...  I 


Installed  Drivers... 


Supported  Modes 


320x200x8  (ModeX) 

320x200x24 

320x200x32 

320x200x16(565) 

320x240x0  (ModeX) 

320x240x24 


"1 


- Video  Memoiy-fr- 
Total;  4094.0k 
Free:  255B.0k 


Advanced 


Cancel  : j; 
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HOME  STUDIO  PRO  64'"  is  a powerful  64-voice  sound  card  that  uses  wavetable 
synthesis.  It  will  transform  your  PC  into  a 16  track  direct-to-disk  digital  audio 
studio.  Easily  record,  edit  and  mix  audio  or  MIDI  tracks.  Then  add  and  control 
real-time  effects  like  reverb,  echo,  and  chorus  on  separate  tracks.  Includes 
S/PDIF  digital  input  and  output  and  gold-plated  connectors,  resulting  in  clean, 
professional  sound.  Features  expandable  wavetable  synthesis  (up  to  96 
voices),  4MB  onboard  RAM  (expandable  to  20MB},  a 50  MIPS  Digital  Signal 
Processor,  bundled  software,  MIDI  cable  and  microphone. 


'Sound 


A Nfw  Dimensicr  InScunj 


'Sound 


GAME  THEATER  64'"  is  an  award-winning  audio  enhancement  card 
designed  specially  for  serious  gamers  and  audiophiles.  It's  the  first 
PC  soundcard  to  combine  64-voice  GMGS,  wavetable  synthesis, 
dynamic  30  audio,  4-channel  output,  and  real-time  surround  sound 
and  special  effects.  Features  expandable  polyphony  (up  to  96 
voices),  4MB  onboard  RAM  (expandable  to  20MB),  a 50  MIPS 
Digital  Signal  Processor,  bundled  software,  and  50  enhanced 
settings  for  top-selling  games. 


3D(b»phlaAccdeiator 

Ixperitnce  Aimiirit  fatds  Qiukty 
CrMUcsfn  roA/iHitf«s(i)Du.i<':. . 


CARDS  BRING  UNPARALLELED 
CLARITY,  DEPTH  AND  VIVIDNESS  TO  YOUR  HOME 
PC  EXPERIENCE. 


UNLEASH  CREK^TIVITY  AND  INDULGE  IN  THE 

IMPRESSIVW^ALITY  THAT  THESE  PROFESSIONAL, 
POWERFUL,  AND  AFFORDABLE  CARDS  PROVIDE. 


GAMER  3D™  is  a revolutionary  accelerator  card  which  provides  full- 
screen, full  motion  3D  graphics  and  special  effects.  Based  on  3Dh( 
interactive  Voodoo  Graphics™,  GAMER  3D  works  alongside  your  existing 
2D  graphics  card  and  features  APIS  support,  4MB  RAM,  texture 
mapping,  polygonal-based  Gouraud  shading,  anti-aliasirig^  fog  and 
transparency  effects,  and  one  million  triangles  per  second.  Includes 
support  for  top-selling  games,  bundled  software,  driverSr'^i^yGA  link 
cable.  Team  it  with  the  GAME  THEATER  64™  audio  card  and  enjoy  the 
ultimate  PC  gaming  experience. 


TECHNICAL  SPECIFICATIONS 

All  cards  feature  plug-and-play  compatibility,  CPU-independent  operations, 
bundled  software,  online  upgrades,  technical  support,  and  warranty. 


HSRP  $299 

HARDWARE  ARCHITECTURE 

5D  MIPS  Digital  Signal  Processor:  Dream” 

Audio  Codec:  ESS  Audiodrive  1B68  and  Dream” 


oecai'DcaisMiS)' 

HSRP  $199 

HARDWARE  ARCHITECTURE 

so  MIPS  Digital  Signal  Processor;  Dream™ 

Audio  Codec:  ESS  Audiodrive  1668  and  Dream™ 


M^x/GrapMcs 


SYNTHESIZER 

64-voice  polyphony  {expandable  to  96) 

Wavetable  synthesis 

16  multi  limbral  channels  expandable  to  32 

DIGITAL  AUDIO 

16  track  direct-to-disk,  real-time  effects  editing 
4kMz -44.1kHz  16-bic  stereo  sampling 
16/1B-bit  AOC/DAC  converters 
Enhanced  full  duplex 

WAVETABLE  SOUND  SETS 

355  instruments,  126  General  MIDI™  instruments 
169  variations,  9 drum  kits,  1 SFX  set 
New  sound  sets  available  through  website 

INPUTS 

MIDI/joystick  port  and  joystick-exclusive  port 
Microphone  and  stereo  line  inputs 
CD/Aux  (stereo) 

Stereo  digital  in  IS/P  DIF -44.1  KHz) 

RCA  gold-plated  stereo  analog  in 

OUTPUTS 

4-speaker  output  (1  main  stereo  and  1 stereo  surround) 
Stereo  digital  out  (S/P  DIF -44.1  KHz) 

RCA  gold-plated  stereo  analog  out 
Line  out 

DRIVERS/API  SUPPORT 

DDS,  Windows®3.1,  Windows®  95 
DirectSound™  with  hardware  acceleration 
Maxi™  Sound  Dynamic  30  Audio 

SUPPORT  STANDARDS 

General  MIDI™ 

General  Standard™ 

Sound  Blaster™  and  Sound  Blaster  Pro™ 

Roland  MPU-401™  Mode  UART 
DLS™.  Intel®.  Cyrix® 

SYSTEM  REQUIREMENTS 

48BDX  66MHz  or  higher  (Pentium®  recommended) 
3.5MB  per  second  hard  disk  transfer  rate 
16-bit  ISA  slot,  8MB  RAM,  CD-ROM  Drivo 
Windows®  3.1  or  Windows®  95 


SYNTHESIZER 

64-voice  polyphony  (expendable  to  96) 

Wavetable  synthesis 
16  MIDI  channels 

DIGITAL  AUDIO 

4kMz- 44.1kHz  16-bit  stereo  sampling 
16/16-bit  ADC/DAC  conveners 
Enhanced  full  duplex 

WAVETABLE  SOUND  SETS 

355  instruments,  126  General  MIDI™  instruments 
189  variations,  9 drum  kits,  1 SFX  set 
New  sound  sets  available  through  website 

INPUTS 

MIDI/joystick  port  and  joystick-exclusive  port 
Microphone  end  stereo  line  inputs' 

CD/Aux  (stereo) 

OUTPUTS 

4-speaker  output  (I  main  stereo  and  1 stereo  surround) 
Line  out 

DRIVERS/API  SUPPORT 

DDS,  Windows®3.1,  Windows®95 
DirectSound™  with  hardware  acceleration 
Maxi™  Sound  Dynamic  3D  Audio 

SUPPORT  STANDARDS 

General  MIDI™ 

General  Standard™ 

Sound  Blaster™  and  Sound  Blaster  Pro™ 

Roland  MPU-401™  Mode  DART 
DLS™,  Intat®.  Cyrix® 

SYSTEM  REQUIREMENTS 

486DX  66MHz  or  higher  (Pentium®  recommended) 
16-bit  ISA  slot 

4MB  RAM  (6MB  required  for  Windows®  95) 

Windows®  3.1  or  Windows®  95 


HSRP  $199 


HARDWARE  ARCHITECTURE 

3Dfx  Interactive  Voodoo  Graphics™  Technology 
APIS  support 

3D  FEATURES 

Perspective  correct  texture  mapping 

Bi-linear  and  advanced  texture  filtering 

MIP  mapping 

Sub-pixel  correction 

Polygonal-based  Gouraud  shading 

Z-Buffering 

Anti-aliasing 

Alpha  blending 

SPECIAL  EFFECTS 

Fog,  transparency,  translucency 

Texture  morphing,  compositing,  and  animation 

PERFORMANCE 

45  Mpixels/sec  sustained  fill  rale 

1 million  triangles/sec  polygon 

Simultaneously  runs  color  fill,  texture  and  polygon  display 


COMPATIBILITY 

PCI  bus  2.1  compliant 
Most  3D  APIS 

Dperates  alongside  SVGA  and  Windows  accelerators 

SYSTEM  REQUIREMENTS 

Pentium®  90  or  higher 
8 MB  RAM 
Available  PCI  slot 
SVGA  graphics  card 
CD-ROM  or  DVD-ROM  drive 
Compatible  SVGA  monitor 
Windows®  95 


pioneering  multimedia  worldwide 


Guillemot  International  is  a major  contributor  to  the  multimedia  field  through  its  innovative 
line  of  peripherals.  With  an  extensive  in-house  technology  development  center  and  years 
of  PC  sound  and  gaming  experience,  Gliillemot  International  is  setting  standards  with  its 
Maxi  Sound  and  Maxi  Graphics  hardware  product  lines. 


WANT  MORE  DETAILS?  CALL  1-800-967-0863 
OR  VISIT  US  AT  http://www.guiLLeraot.com 

Guillsnunlnlemstional,  Gl.  Msxl  Sound.  Maxi  Graphics,  Game  Tliealor  64,  Homs  Sludio  Pro  64,  andCamarJD  are  trademarks  and/or  regisleredlradernarMalGuiliemot 
Intern ation at  Aii  other  trademarks  etid/or  tegislerad  trademarks  are  properties  of  their  teapeclive  owners.  <D  Guiilenioi  imemationai.  Ail  tights  reserved. 

Covet  photo  by  Steven  Nordsirliii), 
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haven’t  opened 
that  can  of 
«omis  )-et. 

'Ilien  there 
w'as  the  mysteri- 
ous new '‘Caine 
controllers"  icon. 
Clicking  on  that 
brought  up  a 
re\amped  jo)'- 
slick  control 
panel  (figure  6). 

In  truth,  it’s  pret- 
ty much  an  updat- 
ed version  of  tlx; 


and  D3D  games  are  finally  hitting  the 
streets  in  quantit);  Microsoft  continues  to 
drag  its  feet  \\’lx;n  it  comes  to  OpenGL 
acceleration  for  W'tndows  95.  Tliis  has  the 
effect  of  reducing  choice  for  the  end 
users.  With  flic  host  of  fast  3D  accelera- 
tors now  on  tire  street,  its  really  unfortu- 
nate that  GL  QU'W.  and  all  its  cousins 
and  siblings  continue  to  be  supported  on 
only  a couple  of  3D  chipsets. 

DirectX  5.0  is  worth  getting,  howev  er, 
if  only  for  the  setup  and  user  control 
enhancements.  At  this  rate,  Windows 
gaming  might  one  day  actually  be  easy, 
stable,  and  fasl.% 


be  a DirectX  5.0  feature  that  doesn’t 
work  with  games  written  for  eariier  ver- 
sions of  DirectX,  but  that’s  only  a guess. 

i could  devote  an  entire  column  to 
exploring  all  the  buttons  on  DirectDraw. 
Suffice  it  to  sa)'  )ou  can  now  get  more 
information  than  you  ever  desired — and 
even  alter  .some  DirectX  behaviors.  'Pliis 
makes  troubleshooting  a lot  easier:  You 
can  turn  features  on  and  off,  turn  hard- 
ware acceleration  on  and  off,  and  even 
activ  ate  a “debug”  mode,  though  1 


old  joystick  contml  panel, 
but  it  docs  look  a lot  more 
like  a standard  Wndows 
95  control  panel. 

A WORK  IN 
PROGRESS 

DirectX  5.0  feels  a lot 
more  polished  than  [rast 
releases,  but  its  still  a 
work  in  |5rogress.  Wliile 
Direct3D  is  more  robust. 
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GEHING  REAL  (MODE,  THAT  IS) 

One  of  the  thornier  issues  with 
Windows  95  games  is  running  titles 
from  the  DOS  prompt.  If  you  run  from 
a Windows  95  DOS  box,  pertormance 
may  suffer  If  you  ‘'Restart  the  comput- 
er in  MS-DOS  mode,"  you  need  to 
have  your  DOS  CD-ROM  and  other 
necessary  drivers  loaded  in 
CONFIG.SYS.  The  problem  with  this  is 
that  some  CD-ROM  device  drivers, 
when  loaded  before  Windows  95  starts 
up,  put  Windows  into  "compatibility 
mode"— and  performance  suffers.  (You 
can  tell  by  popping  up  the  “System" 
control  panel  applet  and  selecting  the 
performance  tab.) 

However,  if  you’re  the  lucky  owner 
of  a Creative  Labs  sound  card,  you 
may  have  a better  alternative.  It's 


called  CTLOAD.  CTLOAD  is  a small 
program  that  lets  you  load  a device 
driver  from  the  DOS  prompt.  Why  is 
this  useful? 

The  answer  lies  in  the  DOSSTAFfT.* 
BAT  file,  which  executes  when  you  run 
the  "Restart  in  MS-DOS  mode”  shut- 
down option.  Sure,  you  can  always 
create  custom  configurations  that  will 
load  all  your  drivers,  but  this  is  easier. 
Here’s  an  example  of  CTLOAD  in  action 
in  a DOSSTAFfT.BAT  file: 
C:\ASPI8D0S.SYS  10 
CTLOAD  C:\ASP1CD.SYS/D; 

MSCD001 

C:\mscdex.exe  /d:mscd001  /ni:16 
C:\logitech\niouse\mouse 

ASPI8D0S  and  ASPICD.SYS  are 
required  for  running  DOS  games  off 
a CD-ROM,  but  I sure  don’t  need 
them  cluttering  up  my  CONFIG.SYS 
file.  Luckily,  CTLOAD  solves  that 
problem  nicely. 


SHEDDING  OLD  FUR 

If  you’ve  been  digging  around  in 
your  root  directory,  you  may  have 
noticed  a couple  of  hidden  extraneous 
files  taking  up  space.  The  names  of 
the  files  are  SUHDLOG.DAT, 
W95UND0.DAT,  and  W95UND0.INI. 
These  files  are  created  when  you 
upgrade  over  an  existing  Windows  3.x 
installation.  W95UNDO.OAT,  in  particu- 
lar, can  take  up  more  than  6MB  of  disk 
space,  since  it  contains  compressed 
versions  of  Windows  3.x  files  that  were 
replaced  by  the  Windows  95  upgrade 
process,  if  you  don’t  think  you’ll  be 
going  back  to  Windows  3,x.  you  can 
safely  remove  the  files  by  running  the 
“Add/Remove  Programs"  control  panel 
applet  and  uninstalling  the  “old 
Windows  3.x  and  MS-DOS  files"  entry. 
Don’t  just  delete  them,  unless  you’ve 
reinstalled  Windows  95  from  scratch 
since  the  original  upgrade. 
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HARDWARE 


Want  it.  BAD 
Get  it.  FREE 
Live  it.  NOW 


166MHzTD-25 

• Intel  1 66MHz  Pentium*  Piocessor  with  MMX 
•32MB  (1-32MB)  DIMM 

• 5I2K  Pipelined  Bwst  Cache 
•Intense  30  1 00  W/4MB  EDO  RAM 

• 17".27dp,  1280x1024  Monitor  (16.0"viewoble) 

• IJGBIOms  ElOE  Hard  Disk 

• Floppv  3.5",  1.44MB 

• 7 slots  (3  PCI,  3 ISA,  1 Shored),  6 Drive  Boys 

• 2 USB  Ports,  1 Parallel  Port,  2 Serial  Ports 

• Dual  EIDE  chonnei/Ultro  DMA  33/4  devices 


233MHzTD-25 

• Intel  233MHz  Pentium*  Processor  with  MMX 

• 32Mfi  (1-32MB)  DIMM 

• 51 2K  Pipelined  Burst  Cache 
•Intense  3D  100  W/4MB  EDO  RAM 

• 17".27dp,  1280x1024  Monitor  (16.0"vievrtible) 
•3.5GB  10ms  EIDE  Hard  Disk 

•Floppy  3.5",  1.44MB 

• 7 slots  (3  PQ,  3 ISA,  1 Shared),  6 Drive  Boys 

• 2 USB  Ports,  1 Porollel  Port,  2 Serial  Ports 

• Dual  EIDE  chonnel/Ultro  DMA  33/4  devices 


233MHzTD-225 

• Intel  233MHz  Pentium"  II  Processor 
•64MB  (2-32MB)  EDO  SIMMs 

• 51 2K  Pipelined  Burst  Cache 

• Intense  3D  100  W/4MB  EDO  RAM 

• 1 7".27dp,  1 280x1 024  Monitor  (1 6.0"viewable) 

• 1.76B  10ms  EIDE  Hard  Disk 
•Floppy  3.5",  1.44MB 

• 7 slots  (4  PCI,  2 ISA,  1 Shored),  6 Drive  Boys 

• 2 USB  Ports,  1 Parallel  Port,  2 Serial  Ports 

• Ouol  EIDE  chonnel/4  devices 


Systems  include;  30-day  money-back  guarantee,  3 year  limited  warranty.’one  year  on  site,  Windows  95*w/30  Days  Free  Phone  Support,  MicrasofT 
IntelliMousC  Windows"  95  ready  1 04-key  keyboard,  ^i«iUS  Robotics  33.6  KBPS  Fory'Dota  modem,  tool-free  mini  tower  case,  and  Ensonig  Wnvetable 
Card,  Speakers  & Mic,  .t.s'.24X  Variable  CD-ROM 


live  the  3D  experience.  This  s no  game  OurPCs  are 

serious  3D  graphics  machines.  The  kind  that  make  your  eyeballs  jitter  with  ecstasy. 

And  aur  direct  prices  are  really  low.  But  the  best  part  - these  systems  have  the  Intergraph 
name  on  them.  A rome  thot  means  graphics. 

Go  ahead,  compare  our  3D  PC  prices  with  other  manufacturers'  PCs  without  3D.  You'll  see. 
Buying  Intergraph  is  like  getting  3D  for  FREE.  No  Lie! 

So,  live  the  3D  experience.  Immerse  yourself  in  the  new  and  vivid  universe  of  3D. 

Let  it  caress  your  imogination  and  excite  your  soul. 

• 3D  Graphics.  Unbelievable  ot  these  prices!  You  get  real  3D  acceleration  for 

Direct3D^  apps,  mind-blowing  3D  games  and  multimedia,  it's  a world  of  3D  realism  with 
correct  textures,  Gouraud  shading,  . . 

environment  mapping  - * WnCrC^ 

serious  stuff.  you're  going. 

• 30  Sound.  Totally  3D.  We'll  take 

you  there. 


serious  stuff. 

• 30  Sound.  Totally  3D. 

Our  Ensoniq™  3D  sound  card, 
mic  and  speakers  deliver  stereo 
surround,  wrap-around  effects  ond  wavetable  synthesis,  plunging  you  into  a realm  of 
3D  sight  flflr/ sound. 

• Spectacular  Video.  Of  course!  Intergraph  PCs  give  you  MPEG  and  AVI 
compatibility,  full-screen,  smooth-motion  video  at  30  frames  per  second  at  resolutions 
up  to  800  X 600.  And  you  can  scale,  zoom  and  stretch  in  real  time. 

am 

91.  And  the  3D  is  FREE!  Don't  wait.  Get  it  NOW, 


Get  Intergraph. 


INTERGRAPH 

COMPUTER  SYSTEMS 


266MHzTD-225 

• Intel  266MHz  Penlium‘11  Processof 
•64MB(2-32Me)  EDO  SIMMs 

• 512K  Pipelined  Burst  Cache 
•Intense  3D  Pro  1 000  w/1 6MB  RAM 

• 21".25  dp,  1600x1 200  Monitor  (20.0"  viewable) 
•3.56B  10ms  EIDE  Hard  Disk 

•floppy  3.5",  1.44MB 

• 7 slots  (4  PCI,  2 ISA,  lShar4  6 Drive  Bays 

• 2 USB  Ports,  1 Parallel  Port,  2 Serial  Ports 

• Dual  EIDE  channel/4  devices 


$5,37^ 


Order  Direct  Now! 
1-800-692-8069 

or  order  on-line 
www.intergraph.coni/express 
Next-day  shipment  available. 

'Smce|>(x^btliisrs>ophCgrpoaixmOii-siltufnamTflc(b>anilobhitiinititmreliic«iiiiis.30-(tnnoiirr-bMipciic*iii»Mlii>dudeoiigM 
Pripranl.  Fa  0 cmriilag  con  9l  wt  lenrn  oni  iMdiiMos  ol ot  glnuMte  luefFopti  One  UxHlim  iMlinlnol  bk  StopCmSO,  HuiilsviBi,  U 

n6llgsuppr«liiu.(ykssondsp«toiii(isoieM«dfolF9VS.oolyoikIot<wl>iei<tocl»iigawihouioDtia.lYi(ei(gt>iliodi>kshippiojotidMi>g.U[putilim  Incagtiph  ond  it.  loicigtopli 

Capoioiicit.  UCVroSdl  Intergraph  Computer  Systems  1-20^7SO-S44I 


HARDWARE 


★ ★★★★ 


Price:  S99 
Vendor:  Diamond 
Multimedia, 
San  Jose,  CA 
(800)  468-5846 
www.dianiondmm.com 
Reader  Service  it:  317 


REVIEW  • DIAMOND  STEALTH  II 


Fast  3D  for  Less 

New  Diamond  Stealth  II  Breaks  the  $100  Barrier 

by  Loyd  Case 


very  now  anci  then  some 
product  coincs  out  of  left 
field,  grabs  me  by  my  lapels, 
and  screams  “Riy  attention!" 
Tlie  Diamond  Stealth  11  is 
such  a product.  It  uses 
Renditions  new  V2100 
2D/3D  accelerator  chip,  and 
the  combination  of 
Diamonds  driver-writing 
abilities  coupled  with  the  innovative 
architecture  of  tlie  Rendition  chip 
make  for  a very  interesting  product. 
Tlirow  in  4MB  of  12-nanosecond 
SGlViM  and  sell  it  for  $99,  and  it 
mo\'es  from  the  “interesting”  column  to 
the  “jaw  lands  here"  column. 

Ihc  card  installed  very  smoothly, 
and  Diamond’s  by-now-familiar  driver 
seiu))  process  also  went  smoothly. 
During  testing,  we  encountered  only 
one  glitch:  Tlie  CBencii  SVGA-graph- 
ics  test  crashed  with  a divide  overflow', 
but  vve  had  no  problems  with  QlIAKE, 
DkscI'N'I'  11,  or  Dukf.  Nukem  3D  in 
SVGA-graphics  mode. 

Using  our  test-bed  .system,  a 200MHz 
Pentium  with  MMX,  the  WinBench  97s 
Business  Grapiiics  WinMarks  scores 
were  pretty  good:  85.2  at  1024x768x16 
and  80.7  at  800x600>32.  More  impres- 
sive was  the  Stealth’s  3D  WnBench 
score.  At  126,  it  was  just  a tad  shy  of 
Diamond’s  3Dfx-based  Monster  3D 
(which  posted  a 130). 

Actual  gameplay  was  pretty  good, 
too.  Dircct3D  games  played  smoothly 
for  the  most  part  and  looked  great. 
Flici  it  Simulator  98  ran  at  a steady 
18-22fps,  and  Mai'O  R,\Ci'.R  ran 
25-40fps.  DirectDraw  perfomiance 
was  good,  too,  with  both  WinQuAKE 
(using -nowindirect)  and  DESCENT 
11/95  running  smoothly,  SVGA-graph- 
ics  scores  were  also  quite  good:  47fps 
for  DukeBench  and  16.2fps  running 
DOS  QuakI'.’s  three  TimcDemo  tests. 
Wliile  standard  VGA-graphics 


performance  in  Renditions  new'cst 
chip  has  improved  somewhat,  it  was 
still  pretty  slow.  We  saw'  only  39.1fps  in 
CBench  VGA  graphics  and  an  average 
of  28.1  fi)s  in  QuakI’:  using  its  DOS 
VGA-graphics  mode. 

Still,  with  VGA  graphics  increasingly 
becoming  a moot  issue,  the  overall  per- 
fomiance  of  the  Stealth  1 1 wa.s  a very' 
plca,sant  surprise.  It’s  not  just  that  its  very 
affordable;  it’s  about  the  best  5100  card 
I’ve  ever  .seen.  % 


THIS  MONTH  IN 


286  ASUS  AGP  Motherboard 
286  Goldstar  24X  CD-ROM 
291  Audiotrix  3D  XG 

291  Thrustmaster  Millennium  Joystick 

292  Logitech  Wingman  Extreme 
294  CH  Racing  Wheel 

294  OR  Technelogy  LS-120 


^APPEAL:  Gamers  on  a tight  bud- 
get looking  for  a fast  3D  accelerator. 
^PROS:  Very  good  3D  and  2D 
Windows  peiformance;  good  SVGA- 
graphics  perfoimance;  very  low  cost 
>CONS: 

Poor  stan- 
dard VGA- 
graphics 
perfor- 
mance. 
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Experience  the  outer  limits  of  30  gaming  ijuith 
the  neuj  Matrox  m3D  upgrade  for  games  - 


Matrox  m3D  delivers  over  30  frames  per  second  r 
of  non-stop,  arcade-action  game  play.  Its  extensive  set  of 
3D  special  effects  offers  breathtaking,  realistic  graphics 
for  a more  immersive  gaming  experience.  You’ll  be  able  to 
play  Tomb  Raider.  Hexen  II.  IJUitiBoit  ^erracicfe,  &n[P 
other  hot  30  game  titles  at  resolutions  up  to  IDSM  x 758  for 
superior  image  quality. 


LUhafs  more.  Matrox  m3D  comes  ujith  the  complete  retail 
version  of  Ultim@te  Race^'^.  and  over  20  game  demos.  For 
only  $99.  Matrox  m3D  is  the  most  cost-effective,  full 
featured  30  upgrade  for  your  PC.  Visit  our  UUeb  site  for 
more  information! 


Matrox  m30 


► Ideal  upgrade  for  P133  PCI,  and  PGP  systems 
Lulth  compatible  PCI  slots 

► LUorks  ujIth  all  5 MB  PCI  graphics  cards,  and 
Matrox  Mystique''.  Mystique  32Q'-.  Millennium 
and  Millennium  II  graphics  boards 

► PoLuer  VR3  30  controller  ujith  M MB  of 
5DRRM  memory 

► 30  features  Include  perspective  correct  texture 
mapping,  bilinear  filtering,  MIP  mapping,  fogging, 
alpha  blending,  and  transparency 


Esiimaled  street  price.  wMatroi  is  ^ registered  trademark  of  Matrox  Graphics  Inc.  Matrox  leservestho  right  to  chartge  product  spsDlic.'itions  without  notice.  Ultimjitc  Race  is  a RtvverVR  Exlrema  ' sottware  genre  PoncrVR 
arrd  PovrerVR  Extreme"  are  trademarks  or  registered  trademarks  of  VideoLogic  Ltd.  (UK).  All  rights  leservad.  Used  with  permission.  NEC  EJoctronics  Inc.  |USA)  aitd  Matrox  Graphics  Inc.  iCartadal  are  aulhorizcd  distnOutors 
of  Ullim^le  Race.  NEC  Electronics  Inc.  is  a worldwide  distripjlor  and  licensee  ol  PowerVR  software  games  developed  by  Kalisto  Enieriainmeni  S.A.  (Prance). 
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REVIEW  • ASUS  P2L97-S  MOTHERBOARD 


Price:  S325 
(without  CPU) 
Vendor: 
ASUS  Computer 
International 
(408)  474-0567 
www.asus.com 
Reader  Service  d:  316 


Do-It-Yourself  AGP 

by  Loyd  Case 


If  you’ve  been  wuiling  with  bated 
breatli  to  upgrade  your  system  to 
AGP,  then  read  on.  Tlie  ASUS 
P2L97-S  represents  the  first  of  a new 
breed  of  inollierboards,  as  it  inte- 
grates the  Intel  4401 X chipset  with  a 
buiit-in  Adaptec  Ultra-Wide  SCSI  in  a 
compact,  Al  X fonu-faclor  package. 

Accelerated  Cra[>hics  Port  (AGl^)  is 
designed  as  a high  speed,  dedicated  bus 
specifically  for  graphics,  AGP  doesn’t 
help  much  for  2D  gra[)hics,  hut  docs 
enhance  3D  graphics  perfomiance— 
especially  when  there  are  textures  too 
large  to  fit  in  the  R/XiVI  on  the  video  card. 
'The  4401^  has  full  support  for  Zxside- 
band  addressing  and  AGP  texturing,  and 
the  dedicated  bus  should  also  help,  once 
contention  with  tlic  PCI  bus  begins  to 
increase.  Tlie  440LX  also  supports 
SDR/\i\'l — though  only  at  a 66M  Plz  sys- 
tem clock— and  UlliaDMA/33  hard 
dris'es.  Tlic  double-decker  rear  jiancl 


AlXporl  layout  has  two  USB  ports  in 
addition  to  the  usual  parallel,  2-scrial, 
mouse,  and  keyboard  ports, 

Tliercs  also  a CD  containing 
Windows  95  bus-mastering  EiDl;'.  drivers 
and  an  INF  update  for  the  chipset,  as 
w'cll  as  some  sy'slem  management, 

/\SUS  even  sup]ilics  the  flash  update 
utility  on  the  CD  for  future  BIOS 
updates.  'Hie  manual  is  wcll-w'rittcn, 
though  at  limes  it’s  a bit  terse. 

Installation  is  pretty  typical  for  a 
motherboard,  though  lire  ASUS’  com- 
pact size  makes  it  a bit  easier  to  install 
than  your  average  board.  ’^Ilic  AIX  fonn 
factor  eliminates  the  need  to  figure  out 
serial  connections.  TTis  board  onlywses 
Dlh'IMs,  so  be  prepared  to  pony  up  for 
SDRAM  or  3.3  volt  unbuffered  EDO 
DIMMs,  It  takes  up  to  384MB  of  IIVVI 
in  three  DIMM  slots;  parity'  and  ECC 
RAM  is  supported.  Tlie  onboard  SCSI 
interface  is  easy'  to  connect,  but  you  need 


a s|iecial  adapter  (not  su[>plied)  to  con- 
nect to  external  devices.  One  other  cool 
feature  is  that  you  .set  the  CPU  speed  in 
the  BIOS  — no  longer  do  you  need  to 
play  “hunt  the  jumper,’’  For  .serious  gear- 
heads  who  w'ant  to  know,  the  board 
comes  w'ith  the  A3  stepping  of  the 
44()[Xchip.set. 

Oi  crall,  tlie  P2L97-S  is  another  step 
in  the  evolution  of  system  boards.  'File 
road  to  AGP  has  finally  been  opened  for 
do-it-yourself  upgraders.  % 


^AI^EAL:  Do-it-yourselfers  look- 
ing for  a solid  AGP  motherboard. 
►PROS:  AGP;  UltraDMA/33  and 
onboard  SCSI  support;  jumperless; 
ATX  form  factor. 


►CONS: 

Typical 

mother- 

board 

installation. 


pils 
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A A A A REVIEW  • GOLDSTAR  CRD-824IB  SLOT  DRIVE 

Caddie-Lack 

by  Loyd  Case 


Price:  S179  (MSRP) 
Vendor:  LG  Electronics 
(800)  243-0000 

www.lgeus.com 
Reader  Service  #;  31 8 


Every'  ix)\\'  and  tlien  you  come  across  a 
paxiuct  with  an  imptessii  e new  fea- 
ture that  Iransfonus  uhat  might  oth- 
ervvi,se  be  a ho-hum  device  into 
something  tl  lat  raises  eyebrows.  ’ I lie 
Goldstar  CRD-S241B  is  just  tliat, 

'llie  first  thingyou  notice  wlien  you 
unpack  this  drive  is  tlx;  hungry-looking  slot 
ill  tlie  front,  '^nxres  no  door  or  caddie.  If 
you  have  Window's  95,  installing  the  drive  is 
pretty'Straiglilforwaxi— screw  the  drive  in; 
attach  \our  power,  lDi:l,  and  sound-card 
cables;  and  turn  tlx  system  on.  One  reboot 
later,  you’re  tt\c.  If  you  have  DOS  or 
Wnclows  3X  Iheies  a su]DjiIicd  driver  disk 
’ 1 he  front  jiand  has  a full  set  of  CD  trans- 
port controls  (Piay/Fjecl,  Ski[),  and  Fasl- 
I'bnvard)  and  tlxrcs  ev  en  a SP/F)IF(Soiiy- 
Piiilijis  Digital  Interface)  on  tlie  back  for 
digital  audio  oulpul.  ’^Ilie  drive  reads  just 
about  every  ]x>.ssible  CD  foniiat  indiiding 
tlic  new'  Cl^-RW  disks. 


Tlierc's  no  CD  travaiid  no  caddie  on 
tliis  drive.  Instead,  you  slip  the  CD  into 
the  fronl  slot  (as  with  most  car  CD  play- 
ers). '^Ilie  slot  is  really  a handy  feature. 
Recently,  I irashed  a CD-ROM  drive  in 
my'  tow'cr  system  when  I buni]ied  the 
opened  trav  w itli  my'  knee.  Small  chil- 
dren also  seem  to  have  an  easier  lime 
witli  the  slot  drive. 

As  is  typical  with  the,se  liigh-.spccd 
EIDF,  CD-ROM  drive,s,  the  vandoni- 
access  Iransfcr  rates  for  very  small  files 
is  fairly  .slow'— 22KB/scc  for  files  just 
2KB  in  size.  Once  the  file  sizes  get  big- 
ger than  (SKB,  tlie  performance  ratch- 
ets lip  considerably.  Sequential  trans- 
fers arc  much  faster;  all  the  sequential 
transfers  run  at  1600-170()KB/sec. 

Since  the  Goldstar  is  a CAV  drive,  I 
also  tested  the  outer-track  performance 
for  transfer  rates.  Not  surprisingly,  I saw 
speeds  on  the  outer  tracks  of 


2500-3500KB/sec.  Note  that  most 
CDs  don’t  have  much  data  in  the  outer 
tracks.  CPU  utilization  u'as  pleasantly 
low  for  an  EIDE  drive — 43  percent  on 
average,  and  only  16.2  percent  at  a 
600KB/sec  transfer  rate. 

If  you’re  in  the  market  fora  liigh- 
.spccd,  EIDE  CD  drive,  and  the  slightly 
higher  price  of  the  Goldstar  doasii’t  put 
you  off,  its  worth  a closer  look  % 


►APPEAL:  Users  looking  for  an 
easy-to-use,  high  speed  IDE  CD 
drive. 


►PROS:  Slot  loading  minimizes 
chance  of  drive  damage;  low  CPU 
utilization  for  an  EIDE  drive;  fast 
spin  up  from  idle, 


►CONS:  A 

little  slow 
for  random 
transfers  of 
small  files. 


ratedaaaa 


y«ure  n«t  in  the  came 


KaGArEvm2ooo 


'You’ve  go!  (I  friend  in  the  business. 


Searching  for  the  ultimate  digital  media  experience?  Close  out  your  search  engines  because  the  Destination  Digital 
Media  Computer  is  here.  Not  only  is  the  D6-300XL  powered  by  the  300MHz  Pentium®  II  processor,  but  it  also  puts 
gaming  in  your  face  with  the  Apocalypse"'  3Dx  graphics  accelerator. 

The  Apocalypse  accelerator’s  high-frame  rates  produce  killer  image  quality  and  fantastic  3-D  realism;  which  is 
enhanced  by  perspective-correct  texture  mapping,  pixel-perfect  hidden  surface  removal,  real-time  shadows  and  smooth 
shading.  Bilinear  filtering  eliminates  blocky  pixels  and  smoothes  them  into  realistic  images. 

But  what  good  is  all  that  realism  without  the  proper  monitor  to  put  the  game  upside  your  head.  The  Destination 
SVGA  monitor  brings  it  all  to  life  with  36  inches  of  gaining  paradise  and  800  x 600  resolution. 

When  you  order  a Destination  system  with  the  Apocalypse  3Dx  card  you  will  receive  the  3-D  Gamer’s  Bundle  that 
will  push  your  senses  to  their  limit:  Ultimate  Race,”  Virtual  On™  and  Aetna  Soccer™ 

Call  Gateway  today  or  put  www.destination.com  in  your  face.  Get  in  the  game. 


GATEWAY^"  Destination™ 
Big  Screen  PC/TV  — 


D3-200 


■ Intel®  200MHz  Pentium®  Processor 
with  MMX’''  Technology 

■ 32MB  SDRAM 

■ 512K  Pipelined  Burst  Cache 

■ Destination  31"  SVGA  Color  Monitor 

■ 2MB  Graphics  Accelerator 
with  Cable-Ready  TV  Tuner 

■ 4GB  11ms  Ultra  ATA  Hard  Drive 

► DVD-ROM  Drive  & Decoder  Card 

■ 3.5"  Diskette  Drive 

■ Ensoniq®  Wavetable  Audio 

■ Boston  Acoustics®MicroMcdia'" 

3-Piece  Speaker  System 

■ TelePath®Modem/o/- 
with  x2'''  Technology' 

■ 7-Bay  Charcoal-Colored  PC  Case 

■ Cordless  Keyboard  w/  Integrated 
EZ  Pad®  Pointing  Device 

■ Cordless  Field  Mouse®  Remote 

■ Microsoft®  Windows®  95 

■ Home  Software  Titles 

■ Gateway  Gold™  Service  and  Support** 
for  Big  Screen  PC/TVs 
$2999  As  low  as"  $104/mo. 

Add  Apocalypse  3Dx  Graphics  Accelerator  for 
onlySI29,  and  gel  the  3-D  Gamer's  Bundle. 


Gateway  Destination 
Digital  Media  Computer. 


D6-300XL 


■ Intel  300  MHz  Pentium®  II  Processor 
with512K  Cache 

■ 64MB  EDO  DRAM 

■ Destination  36"  SVGA  Color  Monitor  (35.5"  viewable) 

■ 2MB  Graphics  Accelerator 
with  Cable-Ready  TV  Tuner 

► 4MB  Apocalypse’"  3Dx  Graphics  Accelerator 

■ 8.4GB  8.5ms  EIDE  Hard  Drive 

► DVD-ROM  Drive  & Decoder  Card 

■ 3.5”  Diskette  Drive 

■ Ensoniq  Wavetable  Audio 

► harman/kardon®  High-Fidelity  Sound  System 

■ TelePath  Modem  for  Windows 
with  x2  Technology' 

■ 7-Bay  New-Look  Charcoal-Colored  PC  Case 

■ Cordless  Keyboard  w/  Integrated 
EZ  Pad  Pointing  Device 

■ Cordless  Field  Mouse  Remote 

■ Microsoft  Windows  95 

■ Home  Software  Titles 

► 3-D  Gamer’s  Bundle 

■ Gateway  Gold  Service  and  Support*' 
for  Digital  Media  Computers 

$4999  Aslo\v'as"$t63/mo. 


'Mtuimim  data  transfer  rale  dependent  on 
ceaain  variables  hwluding  particular 
miidtms  with  which  you  are  communicating, 
telephone  lines,  commumcalions  software 
and  commumcalions  protocols. 


GArE\mr2ooo 


“ You've  got  a friend  in  the  business. " ® 


"The  Daslinalim  31-inch  and  36-inch 
5KC/1  monitors  are  cowred  by  a one-year 
limited  warranty.  Call  or  write  for  a 
free  copy. 


800-846-8571 

www.destination.com 

6t0  Galeway  Drive,  P.O.  Box  2000  • North  Sioux  City.  SD  57049-2000 
Phone  605-232-2000  ■ Fax  605-232-2023 


Pentium®]! 


01997Galt«a>' 2000.  Inc.  GATEWAY2000.  black-and-uhilespol  design,  Field  Muusc.'ti"  logo.  EZi’ad.  TcIcPothand '‘you 'vegoia  friend  in  Ihe  business"  slogan  atrrtgisli'rcdltadcparks,  and  Destination.  GATEWAY  and  Gateway  Goldarc  trademarks 
ufGalesray  2000.  Inc.  Tbc  Intel  Inside  Uga,  Itilel  and  Pentium  are  registered  Irademarki,  and  M.MXisatrademarii  of  Intel  Cotpetfalion.  Not  ail  Desfinalion  systems  contain  the  Pemiura  11  processor.  All  other  brands  and  product  names  arc  trademarks  or 
registeml  trademarks  of  their  respective  companies.  All  pricesand  configurations  are  subject  to  change  without  noticeor  obligation.  Prices  do  not  include  shipping  or  applicable  sales  las.  Many  Gateway  2000  products  arc  custom  engineered  to  Gateway  2000 
specifications,  which  may  vary  from  retail  sersioasoftbe  software  and/or  hardware  in  functionality,  pcrfonnanceorcompalibilily.  "Financing  availableon  approved  credit  issued  andadministcredby  MBNA /Vneria*  Bank,  N.  A.  r3yTnenl5ba.sedon 


at  an  Annual  Percentage  Rate  as 
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AUDIOTRIX  3D-XG  • REVIEW  A A 7/ 


ISA’s  Last  Stand 

by  Loyd  Case 


|(s  a sad  truth  that  jiist  as  a teclii>o!(;g>' 
matures  aixl  geLs  easier  to  set  u[)  and 
use,  its  also  made  obsolete  by  tlie  next 
tcchnok^ysliift.  So  it  goes  wth  sound 
cards, '[  lx:  next  generation  of  sound 
cards  will  be  PCI  based  and  offer  sophisti- 
cated, 3D-ix)sitional  audio.  But  tlxrcs  still 
life  left  in  tlx  world  of  ISA  sound  cards,  as 
evidenced  by  tlx  MediaTriX  Audiotrix  (siiy 
that  tlirec  times,  quickly)  3D-XG. 

The  3D-XG  is  about  as  eas)'  to  install  as 
an\'  Plug-and-Pla\'audio  card.  If  you  have  a 
fairly  plain  system,  lixn  y ou'U  have  ix»  prolv 
lems;  with  some  sy  stems,  you  may  have  to 
tweak  some  of  tlx  I/O  address  settings  in 
tlx  Device  Manager,  "^nxies  also  a handy 
DOS  (renxmbcr  DOS?)  control  panel  for 
adjusting  settings  for  DOS  games. 

At  first,  tlx  specs  for  tlris  card  look  very 
interesting,  llxy  feature  an  attached, 
Yamaha-manufactured  S\V60XC 
vvavetable  daughtercard.  The  fly  in  this 
ointment,  though,  is  the  Yimaha  OPfrSA 


sound  chip  (“S/\”  staixls  for  “Sound  Blaster 
Architecture”).  In  addition  to  Sound 
Blaster  compatibility,  it  has  Windows 
Sound  System  com]ratibilily,  kind  of  silly 
considering  that  this  novv-dcfunct  standard 
eats  up  an  IRQ  for  no  good  reason.  The 
“3D”  audio  is  not  tme  positional  3D,  but 
ratlxr  a stereo  “ficld-vv'idetxr.” 

In  testing,  tlx  drivers  .seemed  a bit  uirsla- 
ble,  diough  we  encountered  no  problems 
with  several  Windows  95  games.  But,  using 
Wmdovv^  95s  Media  Pkryer  to  play'  MIDI 
files  would  occasionally  wreak  havtx  witli 
tlx  system — problems  even  included  tlx 
dteaded‘'Blue  Screen  o’  Death." 

In  DOS,  both  QdaW';  and  Dukf, 
Nukem  3D  sounded  good,  although  the 
digital  audio  in  DOS  games  was  a little 
muddy'  (this  wasn’t  tlx  case  witli  native 
Wndciw5  95  games). ’llx3D-XGsup]X)rts 
only  Sound  Blaster  Pro  com])atibility — iw 
16-bit  audio  in  DOS  (Wndows  audio  is 
full  16-bit).  Overall  sound  quality  in 


Wndovvs  95 —including 
low-resolution  .WAV  audio —was 
])retty  darned  good,  though, 

Desjrite  tlx  good  sounds  in  Wndovvs 
95,  tlx  crash  problem  with  Media  Player  is 
troubling.  Wiats  more,  3D-XG  doesn’t 
come  cixap  at  S295.  If  MediaTriX  can 
address  some  of  this  instability— and  free 
up  the  IRQ  unnece,s.sarily  grabbed  for 
Wndovvs  Sound  System  compatibility— 
this  could  be  a more  interesting  card.  % 


^APPE;^:  Anyone  looking  for  an 
alternative  to  Creative  Labs. 
^PROS:  Great  wavetable;  clean 
sound  in  Windows  95. 


^CONS:  Expensive;  DOS  digital 


a III* 

tie  muddy; 
occasional 
crashes 
with  Media 
Player. 


Price:  S295 
Vendor:  MediaTriX 
(819)  829-8749 
www.mediatrix.com 
Reader  Service  d:  319 


THRUSTHASTER  MILLENNIUM  3D  INCEPTOR  • REVIEW  A AAA 

Not  Just  Rock  ’n’  Roll 


by  Greg  Fortune 

The'’ninistmaster  iN'Iillennium  3D 
liiccptor  (M3D1)  is  certainly  tlx 
.strangest  joystick  I’ve  ever  put  iny 
hands  on.  This  is  iwt  due  to  any 
funky'  ergonomic  design  or  strange 
multifunction  b;isc,  but  rather  its  unique 
approach  to  joystick  motion.  Modeled 
after  tlx  control  sticks  on  the  space  shiillle, 
wliich  hav'e  a gimhaled  Y-axis,  tlx  M3DI  is 
an  accurate  and  versatile  joystick. 

First,  tlx  basics,  "fix  M3D1  is  a digital 
\V1irdovvs  95-oniy  controller.  If  you  want  to 
nin  DOS  gimcs  with  this  stick,  ymil!  Iiiivc 
to  do  it  out  of  a DOS  window  under  Wn 
95.  !t  ha.s  six  buttons  (including  tlx  trigger), 
one  four-vv'ay  hat,  and  a throttle  control. 
Tlx  buttons  arc  completely  mappablc  via 
tlx  included  .software.  Overall,  the  M3D1 
feels  like  a sturdy,  well-built  piece  of  ec]ui[> 
nxnt  witli  a comfortable  grip  and  well- 
placed  buttons. 


The  real  suqirise  comes  vvlxn  you  first 
move  the  stick.  Pushing  tlx  stick  left  and 
right  works  as  does  any  other  joystick,  with 
the  fiilcaim  in  tlx  base.  Tlx  stick  twists  left 
arxl  right  fiaryavv  control  as  well,  similar  to 
tlx  Sidewinder  joysticks.  But,  instead  of 
pushing  tlx  slick  forward  and  backward  to 
]3itch  u]3  and  dovv'ii,  tlx  grip  rofafesforvvarcl 
and  back,  as  if  you  were  turning  a side- 
mounted  whccT  with  your  hand.  In  fact, 
tlxre  is  no  Y-axLs  motion  at  tlx  base  at  all. 

By  liav'ing  two  se[)arale  movemenLs  for 
tixxand  y axes,  you  grin  accuracy.  In  a 
flight  sim,  tlxtels  ixr  chance  tliatyou  will 
inadvertently  affect  tlx  vertical  pitch  of 
your  plane  vvlxn  you  [iiksh  tlx  stick  over  for 
a banking  tirm.  Tills  controller  worked  well 
for  tlx  ^mes  1 tested  it  on,  including  J;\NI',’S 
LoNGBOWand  US  NAVfDctrreRS97. 

Tlx  motion  of  the  Millennium  3D 
Inceptor  is  easy  to  get  used  to  and 


provides  the  ability  to  adjust 
movement  iir  one  direction 
without  affecting  any  other 
in))ul.s.  TTx  one  glaring 
omission  is  native  DOS  .su[3port,  and 
this  is  rny'  only'  gri[)e.  Is  this  tlx  frrture  of 
joystick  design?  I'm  not  sure.  But  one 
tiling  is  certain  — for  many  Wn  95 
games,  I’ve  got  a new  favorite  joystick.  *b 

^APPEAL:  Win-95  gamers  looking 
for  a new  twist  in  game  control. 
>PRO$:  Easy  configuration;  solid 
construction;  highly  accurate,  digital 
output;  easy-to-use  programming 
front-end. 

►CONS: 

No  direct 
DOS  sup- 
port for 
legacy 
games. 


mm 

RATIDAaaa 


Price:  S89.98 
Vendor:  Thrustmaster 
(503)  615-3200 
www.thrustmaster.com 
Reader  Service  d:  321 


HARDWARE  HARDWARE 


Saitek  X36 


-k'k'k'A 


Ul 


REVIEW  • LOGITECH  WIHCHAN  EXTREME 

To  the  Extreme 

by  Jack  Rodrigues 


Price:  $49 
Vendor:  Logitech 
(800)  231-7717 
www.logitech.com 
Redder  Service  H:  320 


Iogitech’s  latc-sl  offering,  the 

WngMan  l£xtrcnic  Digital,  has  sev- 
eral distinguishing  features:  a com- 
fortable (pros'ided  you’re  right-hand- 
ed), molded  contour  grip,  rubber- 
coated  buttons,  a throttle  with  a bullet- 
shaped  nub,  and  a weighted  base  (which 
gives  the  controller  a solid  feel). 

llie  best  feature,  howes  er,  is  the  eas\’  to 
install  (and  asc)  lo^itech  Flntcrtainment 
Control  Center  (LECC)  software  that  is 
used  to  customize  the  WingMan’s  buttons. 
After  )'OU  attach  the  sttek,  the  WlngMans 
CID  installs  the  LECC  and  adds  an  icon  to 
the  Windows  95  Control  Eanel.  It’s  a quick 
process  ifyou  have  Autoi’laj' enabled. 
Tlrere  arc  6 buttons  that  can  Ire  jrro- 
graninied  (10,  if  )ou  decide  to  reassi^  tlxj 
four-wii}' directional  hat).  Four  are  on  tlie 
stick  and  hvo  more  are  on  tlx;  base  unit. 

’I  he  LECC  consists  of  two  tabs: 
Game  Setiijr  and  joystick  Setup.  In 
Game  Setup,  you  add  a game  and  create 


a .set  of  commands  for  it.  In  joystick 
Setup,  when  you  click  on  a game  title  the 
drop-down  menu  for  each  button  dis- 
plays the  list  of  the  commands  you  ha\’e 
created.  Select  an  item  on  the  menu  list 
and  it  is  assigned  to  that  button.  7hc,sc 
settings  arc  saved  to  disk  The  last  game 
settings  you  selected  in  the  LECC  jranel 
will  be  assigned  to  the  jo}Stick  and  will 
remain  in  effect  until  you  change  them. 

You  calibrate  tlx:  jo)Stick  using  the 
DircclX  5.0  Game  Controller  (which 
replaces  tlx;  joystick  icon)  in  the  Control 
Panel,  though  some  games  have  their  own 
calibiation  jrrograins.  'flie  WingMan  holds 
calibration  well  after  prolonged  daily  u.se. 

'nx;re  Ls  oik-  .sour  note:  Tire  throttle  can’t 
be  programmed  and  will  hinction  only  if 
tlx;  game  rrru're  plaring  supports  aid  rccc^- 
nizes  it.  1 was  able  to  get  tire  Chi  Pro  Pedals 
to  function  as  a nidder  in  conjunction  with 
the  jo)'stick  in  flight  sims,  but  not  as  pedals 
in  racing  sims.  WngMan's  customi/od 


buttons  function  onl)'  for  games 
mnning  under  Windows  95.  For  DOS-only 
giimes,  tire  joystick  emulates  eitlrer  tire  basic 
Thmstmaster  ECS  with  tire  directional  hat 
or  tire  CH  Fliglrtstick  Pro  with  a throttle. 

Despite  a few'  glitches,  the  WngMan  is 
a solid,  easily  programmed,  inexpensive 
stick  that’s  ideal  for  gamers  on  a budget.  % 

^APPEAL:  Gamers  who  want  a pro- 
grammable joystick  that  is  flexible 
enough  to  work  with  most  games. 
kPROS:  Inexpensive;  comfortable 
grip  with  a weighted  base  and  easy- 
to-use  software. 

^CONS:  The  throttle  doesn’t  func- 
tion in  all  games;  customized  but- 
tons can’t  be  used  in  DOS-only 
games; 
stick 

movement 
may  be  a 
bit  stiff  for 
some 
gamers. 
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Visit  our  web  site  at  http://www.saitek.com 


CIRCLE  READER  SERVICE  #163 


Grab  it 


Fully  featured  throttle  and 
stick  combo  with  dozens  of 
programmable  killer  controls 


If  you  don't  say  "Oooh!"  don't  buy  it 


• Superb  feel,  perfectly  molded 
grip  ■ More  than  250  hands- 
on  game  functions  ■ Unique, 
super-responsive  built-in  rud- 
der control  on  X35T  throttle  ■ 
Silver  Medal  Winner,  1997  E3 
Best-of-Show  - AAG 


"Rating:  Awesome. 

the  feel  of  the 
joystick  is  perfect." 
•ALLABOUT  GAMES 


An  exceptional  value. 
X36  Throttie  and  Stick  System 
$149’ 


Can  be  purchased  separately. 


Easy  Windows  programming 


Play  it 

on  a Falcon 

\IIACH 


Vant  unreal 
performance 

fom 


CALL  TOLL  FREE: 

1-888-FALCON-1 

www.falcon-nw.com 

latflffiR  ''5>  n 


€>!>  RhS 

ICdDmi  RIQBltj  ri  s 97 

Custom  built  PCs  starting  at  $2,495  for  game  playing,  graphics, 


VLCON  NORTHWEST 

3MPU.TER  SYSTEMS 


EpicUegflgamvs. Inc  All Aiglib Roserxed 
Oiin]  t dilntxilM  bi  CT  inMiddivg  Softwan,  Caip 


game  design  > or  even  getting  some  work  done 


d.  CicaMd  by  Sixe  Mcstgairwd.  I 
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REVIEW  • OR  TECHHOLOCY  LS-I20  FLOPTICAL  DRIVE 


Floppy  Heir  or  Just  a Flop? 


by  Loyd  Case 


Price:  S149 
Vendor:  OR  Technology 
(408)  866-3000 
www.ortechnology.com 
Reader  Service  #;  324 


I he  lowly  l.44Ml^,  3,5-inch  floppy 
disk  drive  has  been  ihe  mainstay  of 
removable  storage  in  PCs  since  tlic 
Pleistocene  era,  or  so  it  seems. 
Recently,  a couple  of  challengers 
have  come  along.  First,  (omega  arrived 
on  t!ie  scene  with  the  Zip  Drive,  a 
100MB  removable  using  a flo[)pylike 
technology  that’s  quite  a bit  faster. 
Shortly  after  that,  the  LS-I20  arrived  on 
the  scene.  Tiie  LS-I20  uses  magneto- 
optical media  to  deliver  120MB  in  a car- 
tridge that  looks  remarkaljly  like  a stan- 
dard 1,44MB  floi)j)y  di  ive,  and  can  also 
read  and  write  to  standard  floppy  disks. 

Iliis  seems  like  a winning  combina- 
tion, but  there  arc  a few  problems.  First, 
you  need  to  liave  a fairly  new  mother- 
board with  a recent  BIOS.  Tlie  floppy 
drive  is  the  default  boot  device  when 
there  are  no  hard  disks  j^resent,  and  you 
don’t  want  to  be  witlioul  one  should  )'ou 
need  to  refomiat  your  boot  drive  and  re- 


install tlie  operating  .sj'stem.  The  LS-120 
is  an  IDE  device  — but  won't  be  recog- 
nized as  a boot  device  unless  the  BIOS 
knows  about  it. 

Second,  if  )Ou  want  to  avoid  driver 
hell,  you’ll  need  either  Windows  95 
OSR/2  (revision  950  B)  or  Windows  NT 
4.0.  Alternatively,  j'ou  can  get  a new 
IDE,  controller  for  ^our  ISA  or  i^CI  slot. 

In  my  testing,  the  dri\  e was  supposed 
to  show  up  as  a D:  dri\'c,  Init  on  my  test 
system  it  appeared  as  the  A:  drive  (good). 
'ITiat  put  the  system  into  the  slower  com- 
patibility mode  (bad).  1 couldn’t  come 
up  with  a workaround,  though  new  dri- 
vers were  in  the  works  at  ]5rcss  time. 

On  the  plus  side,  tiicre’s  the  con\’e- 
nience  factor.  Having  a single  slot  for 
both  media  types  has  a lot  going  for  it.  It 
would  have  been  even  more  convenient 
had  Microsoft  allowed  the  120MB  flopti- 
cal to  be  a recover)'  disk,  but,  alas,  the 
bo)'s  in  Redmond  let  )OU  use  only 


standard  floppies.  Ifyoursy-stem  meets 
all  the  right  requirements  and  the  phase 
of  the  moon  is  right,  then  this  might  be  a 
good  solution;  otherwise,  wait  for  the 
technology' to  mature  a bit,  ‘t 


^APPEAL:  Those  looking  for 
an  alternative  to  the  1.44MB 
floppy  driva 

^PROS:  120MB  flopticals  are  more 
resilient  than  magnetic  aitematives. 
^CONS:  Installation  is  tricky; 


system 
require- 
ments are 
fairly  strict. 
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RATED**^ 


AAAAA  REVIEW  • CH  RACING  WHEEL 


Get  Your  Motor  Running 


by  Greg  Fortune 


Price:  589,95 
Vendor:  CH  Products 
(619)  598-2518 
www.chproducts.com 
Reader  Service  d:  323 


(H  Products,  a long-time  maker 
of  sturdy  game  controllers,  has 
done  it  again.  Its  new  CH 
Racing  WliecI,  an  analog,  four- 
button  steering  wheel,  is  just  the 
ticket  for  racing-  and  driviiig-game 
enthusiasts  who  want  to  improve  their 
lap  times  and  still  have  a little  cash  left 
over  for  gas. 

Setup  of  the  wheel  is  straightfor- 
ward and  painless,  'llie  wheel  attaches 
to  mo.st  flat  table  surfaces  with  a pair 
of  suction  cups  and  a pair  of  clamps.  It 
took  all  of  five  minutes  to  connect, 
configure  the  Windows  95  Control 
Panel,  and  be  up  and  running  in 
iN’l'ii'.icsTATE  ’76.  You  can  change 
between  “wheel  only”  and  “wheel  witli 
pedals  ” mode  with  a flick  of  a .su'itch 
on  the  unit.  Wheel-only  mode  sets  the 
buttons  on  the  back  of  the  spokes  to 
emulate  the  joy.stick  x-axis  movement, 


allow'ing  speed  control  without  taking 
your  hands  off  the  wheel.  If  you  hap- 
pen to  have  a set  of  rudder  pedals,  all 
four  buttons  on  the  w'hcel  become 
available  for  functioirs  mappable  by 
your  game. 

Tlie  Racing  Wheel  feels  .solid  and 
doesn’t  exhibit  any  rattle  or  looseness 
in  the  steering  coluinn.  One  curious 
exception:  There’s  no  .spring  to  center 
the  wheel  and  provide  resistance.  The 
wheel  doesn’t  suffer  tremendously  due 
to  Ihe  absence  of  a resistance  mecha- 
nism, but  I did  blow'  a couple  of  starts 
by  not  being  centered  when  1 “popped 
the  clutch"  as  the  light  turned  green. 
And  while  the  CH  Racing  Wlicel  is  an 
analog  device,  it  held  calibration  well, 
with  no  perceptible  drift. 

'lire  CI-I  Racing  Wdrecl  is  a solid  con- 
tnrller  that  features  cas)'  installation,  good 
jrcrfonnance,  and  a very  reasonable  price. 


If  you  are  in  tlic  market  to  Iniy 
an  entry-level  wheel,  the  CH  is  a 
solid  choice. 


^APPEAL:  Entry-level  motorheads 
looking  to  upgrade  their  driving 
gear. 


^PROS:  Inexpensive;  good  overall 


feel. 


>COHS: 

Lack  of 

centering 

spring. 
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iiost  people 


enjoy  the 


lord  Cliesterxield 


Compete  head-to-head.  Surrender  nothing. 

The  Microsoft'  SideWinder'  game  pad  brings  the  action  of  video  game  play 
to  the  PC.  Now,  as  many  as  four  of  you  can  play  Windows  95-based  games  by 
daisy-chaining  these  pads  together  without  losing  any  functionality.  Only  SideWinder 
game  pads  do  this. 

Map  complicated,  hard-to-remember  multi-button  moves  to  a single  button  for 
execution  of  lethal  maneuvers.  And  it's  a perfect  fit  for  hands  of  all  sizes,  letting  you 
keep  a solid  grip  and  making  it  easier  to  use  any  of  the  buttons  or  triggers.  So,  the 
more  SideWinder  game  pads  you  own,  the  more  friends  you  can  take  advantage  of. 


www.microsoft.com  /siclewindei 


©1997  Microsoft  Corporation  All  rights  reserved  Microsoft,  Sidewinder,  Where  do  you  want  to  go  today?.  Windows  end  the  Windows  logo  are  registered  trademarks  of  Microsoft  Corporation, 


Itie  client  is  drop-deacl 
gfeaeous.  Her  father  isyust  ' 
plainaeact^fvan  api^r^t::.!:: 
suicicle.-  Sfi^certaih -hfidas 
■purdered.andls  wilijng  tiSitSi 
an>(thi.ng  to  proue:  it.,':iTei< 
SHurphji,  the  ,l?:l.,  iis  uJilllng  tp 
do^IrriOst^nything: tii  irialse ^ : 
rent.  The  investl^atlbnSleadSa 
Tex  into  tbe''heart.  oT^ark  jj 
secret,  (fri'eilte  teciiii|,drV' 
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something;  uhspeak-:; 
able.  noun,  each  oT. 
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The  Most  Respected  Reviews 
in  the  Industry  for  15  Years 


CG  Choice  Games  This  Month 


"One  has  to  give  Sierra  credit  for  some  serious  chutzpah  for  bringing 
out  a sequel  to  a game  that  only  recently  was  knocked  out  of  first 
place  in  the  'Most  Bungled  Game'  category  by  BahleCruiser  3000." 

- Martin  E.  Cirulis,  reviewing  Outpost  2 


HOW  DO  WE  RATE? 


We  only  review  finished  products,  not  pre-release  versions.  The  ratings  are  as  follows: 


Outstanding: 

file  rare  game 
that  gets  it  all 
right.  The  graph- 
ics, sound,  and 
gamepl^  come 
together  to  form  a 
Transcendent  Gaming 
Experience.  Our  strongest 
buying  recommendation. 


Very  Good: 

A high-quality 
game  that  suc- 
ceeds in  many 
areas.  It  may 
have  minor  prob- 
lems, but  is  still  worth 
your  money,  especially  if 
you’re  interested  in  the 
subject  matter  or  genre. 


Average: 

A mixed  bag.  It 
can  be  a game 
that  reaches  for 
the  stars,  but 
falls  short  in  sev- 
eral ways.  It  can  also  be 
a game  that  does  what 
it  does  well,  but  lacis 
flair  or  originality. 


Weak: 

A game  with  seri- 
ous problems. 
Usually  buggy, 
seriously  lacldng 
in  play  value,  or 
just  a poorly  conceived 
game  design-you  • 
should  think  long  and 
hard  before  buying  it. 


Abysmal: 

The  rare  game 
that  gets  it  all 
wrong.  This  is 
reserved  for  those 
products  so 
buggy,  ill-conceived,  or 
valueless  that  you  won- 
der why  th^  were  ever 
released  in  the  first  place. 
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"The  Force  is  strong  in  this  one."— Darth  Vader 

Jedi  Knight 
Returns 

LucasArts’ Dark  Forces  Sequel  Is  Another  Great  Star  Wars  Game 


Price;  S54,95 
Minimum  System 
Requirements;  Pentium- 
90,  16MB  RAM. 
Windows  95,  40M8 
hard-disk  space,  2x  CD- 
ROM,  VGA  graphics 
card.  Win  95-compalibie 
sound  cards. 
Multiplayer  Support: 
Modem,  serial  (2  play- 
ers), LAN,  Internet 
Gaming  Zone 
(2-32  players). 
Designer:  Justin  Chin, 
Brett  Tosti 
Publisher:  LucasArts 
San  Rafael.  CA 
(415)  985-8227 
www.lucasarts.com 
Reader  Service  If:  330 


by  Thierry  Nguyen 

In  the  past, 

LucasArts  always 
achieved  success 
with  its  Star  Wars 
games,  releasing 
such  classics  as 
TIE  Fightcr 
and  the  well- 
done  Dark 
Forces;  even 
the  mediocre  REBEL 
Assault  series  managed 
commercial  success. 

Recently,  though,  theres 
been  reason  to  doubt 
LucasArts’  magic  touch, 
as  shown  by  the  release 
of  Yoda’s  Desktop 
Stories  or  even  X-Wing 
vs.  TIE  Fighter,  which 
never  did  capture  the 
hearts  of  TIE  Fighter 
veterans  and  Star  Wars 
fans  like  me.  Well,  all  the  naysayers  can 
now  shut  up,  because  ]EDI  Knight  has 
come  through,  and  so  has  LucasArts’ 
magic  Star  Wars  touch. 

IN  A GALAXY  FAR,  FAR  AWAY... 

Jedi  Knight's  story  is  completely 
separate  from  the  rest  of  the  Star  Wars 
universe,  yet  it  contains  many  parallels 
with  the  original  trilogy.  It’s  the  story  of 
Kyle  Katarn  from  Dark  Forces,  a 
young  man  gifted  with  the  Force,  who 
must  face  Jerec,  a power-hungry  Dark 
Jedi.  Kyle  has  two  reasons  to  hunt 
Jerec:  He  wants  to  avenge  the  death  of 
his  father — a Jedi  Master  — and  to 
prevent  Jerec  from  robbing  the  Jedi 
Valley  of  its  power. 

Unlike  Dark  Forces,  there  are  no 
cameos  of  any  sort  in  JeDI.  Vader  doesn’t 


TOWERINGLY  INFERNAL  Jedi  Knight  has  some  amazing  level  design.  Just  looldng  at  this  tower;  and 
knowing  that  I'd  be  in  it,  inspired  a sense  of  awe— and  dread. 


follow  up  on  his  threat  at  the  end  of 
Dark  Forces,  and  there  is  no  “Katarn 
vs.  Fett,  Round  Two."  I like  this  better, 
because  there  are  no  odd  continuity 
issues  to  violate  plot  canon,  which  makes 
the  story  flow  better. 

A BEHER  MOUSETRAP 

The  first  thing  you’ll  notice  is  that 
LucasArts  has  finally  migrated  to  “true 
30"  with  a new  engine.  jEDi  Knight 
features  truly  complex  buildings  replete 
with  turbolifts,  rooms  on  top  of  rooms, 
and  dizzying  heights  throughout. 

While  Dark  Forces  had  good  levels, 
Jedi’s  architecture  is  outstanding.  One 
perfect  example  is  Jerec’s  ominous 
palace  in  Baron's  Hed.  Not  only  is  the 
exterior  awe-inspiring,  but  when  you 
sneak  inside  you’ll  appreciate  the  detail 


in  both  the  interior  and  the  exterior 
environments. 

The  gameplay  in  jEDi  Kn'IGHT  is 
identical  to  Dark  Forces,  in  that  you 
have  missions  with  specific  goals  to  ful- 
fil! before  you  can  exit  levels.  Tlie  levels 
range  from  such  locales  as  the  gritty  city 
of  Nar  Shaddaa  to  the  grandiose  sum- 
mit of  the  Valley  of  tiie  Jedi.  The  level 
goals  range  from  escaping  a crashing 
ship  to  defeating  a Dark  Jedi.  This  time, 
instead  of  romping  through  14  levels, 
you  have  to  make  your  way  through  21, 
all  of  them  grueling. 

Also,  the  full-motion  video  cut-scenes 
are  tightly  integrated  with  the  gameplay. 
Tlie  levels  often  start  with  a cut-scene 
that  leads  perfectly  into  the  level. 
Following  an  animation  of  Kyle  blocking 
laser  fire  with  his  lightsaber,  the  level 
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starts  with  laser  fire  blasting  all  around 
jou.  Or  )'ou  could  see  yourself  flipping  a 
hired  gun  onto  a table  in  a cut-scene, 
and  then  watch  the  level  start  with  the 
mercenary  recovering  from  the  blow, 
Tills  is  the  closest  I’ve  seen  video  and 
gameplay  integrated  in  an  action  game, 
In  response  to  criticism  over  the  lack 
of  save  games  in  Dark  Forces,  Jedi 
Knight  allows  y'ou  to  save  whenever 
you  please.  To  balance  this  feature, 
LucasArts  made  the  game  longer  and 
harder,  by  increasing  the  level  count 
from  14  to  21,  and  making  the  levels 
much  larger  in  general. 


THE  TRUE  NATURE  OF  THE  FORCE 

All  these  enhancements  are  great,  but 
there  is  one  other  factor  that  elevates  this 
game  above  its  predecessor,  as  well  as 
just  about  e\'ery  first-person  action 
game.  No,  it’s  not  the  addition  of  multi- 
play; it’s  the  “Jedi  Knight”  factor.  The  abil- 
ity to  become  a Jedi  Knight  brings  about 
a whole  slew  of  gaming  elements  that 
help  make  Jedi  Knight  a great  game. 
These  elements  include  the  addition  of 
Force  powers,  the  de\'elopment  of  your 
character  \'ia  your  actions,  and  true 
lightsaber  combat. 

Force  powers  are  similar  to  power-ups 
in  other  action  games.  As  you  go 
through  the  game,  you  learn  new  pow- 
ers, and  are  given  “Force  stars”  to  allo- 
cate to  your  powers  (two  stars  for  every 
rank  increase,  one  star  for  finding  all  the 
secrets  in  a level),  Tliere  are  four  neutral 
powers,  and  five  Force  powers  for  both 
the  Dark  Side  and  the  Light  Side,  The 
powers  range  from 
invisibility  to  telekine- 
sis. In  the  single-player 
game,  the  two  most 
useful  powers  are 
Force  Pull  (which 
enables  }ou  to  yank 
weapons  and  items 
toward  you)  and  Force 
Jump  (which  helps  you 
make  tall  leaps  in  a sin- 
gle bound). 

Whether  \ou  are  a 
Light  Jedi  or  a Dark 
Jedi  is  defined  by  your 
actions.  If  you  aithless- 
lykill  civilians  and 
learn  more  Dark  side 
powers  than  Light  side, 
the  game  will  consider 


^ LUCK  OF  THE  IRISH  JEDI  has  Its  fair  share  of  aggravating  puzzles,  such  as  this  one. 
You'll  need  either  lots  of  luck  or  light-speed  reflexes. 


you  a disciple  of  the  Dark  Side.  On  the 
other  hand,  if  you  save  more  civilians 
and  choose  to  heal  rather  than  destroy, 
you’ll  remain  faithful  to  the  Light.  This  is 
the  first  time  I’ve  seen  an  action  game 
character  defined  by  his  actions  rather 
than  a multiple  choice  question,  and  it 
brings  jEDi  a step  closer  to  a character- 
driven  RPG  than  a mere  action  game, 

THE  FINAL  TEST 

The  heart  of  this  game  are  its  mano-a- 
mano  lightsaber  duels.  In  order  to  con- 
front and  conquer  each  of  the  seven 
Dark  Jedi  in  the  game,  you  will  need  to 
engage  in  a lightsaber  and  Force-only 
contest.  This  time,  the  bosses  require 


ST.  KYLE  AND 

and  creatures, 


THE  DRAGON  You’li  face  many  familiar  Star  W^rs  enemies 
like  this  Kell  Dragon. 


strategy  and  technique,  like  the  real 
duels  in  the  movie.  Instead  of  merely 
unloading  every  weapon  you  have  (like 
most  action  games)  or  manipulating  the 
environment  to  indirectly  kill  the  boss  (S 
la  Quake),  youll  have  to  strike,  parry, 
obsen/e  technique,  and  counter  appro- 
priately with  both  the  Force  and  your 
lightsaber,  The  duels  take  place  in  a vari- 
ety of  locales,  and  the  Jedi  each  have 
their  personal  technique,  so  no  single 
strategy  will  defeat  all  Jedi.  This  is  a defi- 
nite step  forward  for  action  gaming. 

One  particularly  amusing  trend  is  that 
many  Dark  Jedi  are  right-handed,  which 
means  they  often  leave  their  left  side  vul- 
nerable, What  other  game  factors  hand- 
edness into  combat? 


BEWARE 

THE  DARK  SIDE... 

Amid  all  these 
improvements,  there 
are  a few  factors  that 
prevent  Jedi  KNiGtrr 
from  being  the  greatest 
Star  Wars  game  ever. 

The  engine  is  true 
3D,  but  it’s  only  slightly 
better  than  first-genera- 
tion Quake  technolog)'. 
The  characters  have  a 
lower  polygon  count, 
and  while  they  have 
great  death  animations, 
their  final  throes  are 
identical.  E\'er)' 
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MAD.”  HiS  BEST  BUDDY  MICK  JUST  WISHES  IT  WOULD  HAPPEN  TO  HIM. 
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liable  on  Windows  95  CD-ROM 

your  Local  retailer  or  call  24  hours: 
1-800-695-GAME  (U.S.  and  Canada) 
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Students  of  the  Force 


One  of  the  most  eageily  anticipated  features  for  Jedi 
Knight  is  muitipi^r  gaming.  We  spent  a few  nights 
dueling  with  lighlsabers,  lasers,  and  Force  powere, 
and  we  liked  it.  While  you  can  play  deathmalch,  teams,  or 
capture-the-flag,  multipl^r  gaming  really  differs  from 
other  action  games  with  the  introduction  of  Force  powers. 


Force  Persuasion  (invisibility)  and  Force  Grip  really  change 
the  dynamic  of  deathmatches,  since  you  can  now  sneak  up 
on  deathmatchers  or  steal  their  weapons. 

The  multiplayer  feature  not  only  gives  us  another  reason 
to  like  Jedi  Knight,  but  also  provides  for  some  different  and 
refreshing  styles  of  deathmatching. 


Sloniitroopcr  collapses  the  same  way, 
and  ever}'  Imperial  Officer  gives  the 
.same  last  gasp  before  dying.  Interaclis'ily 
also  isn’t  as  high  as  in  l-ll::<FN  II.  Wdiile 
the  graphics  are  better  than  Qu.\W':’s, 
those  ill  I Lmj'-Life.  II.  and  SiN 
will  soon  siir]iass  them.  Of  course,  as  I 
wTite  this, ) hTTi  is  tiie  onl}'  one  of  these 
games  actually  on  store  shelves. 

Another  drawback  is  questionable  AI. 
'Hie  enemies’  Al  is  generally  competent, 
blit  when  you  de[irive  foes  of  their 
weapons,  tlicy  seem  to  be  rendered 
senseless.  Once  \ ou  snatch  their 
weapons  with  Force  Puli,  the\’  nin 


around  like  headless 
chickens.  I i!ndcr.sland 
people  running  away 
w'hcn  their  guns  arc 
snaiclicd,  hut  running 
in  circles,  or  into  walls, 
or  into  i on?  And  even 
when  the  gun  is  nc.\l  to 
them,  there  is  no 
attempt  to  rccoNcr  the 
weapon.  Tbeii  again, 
how  smart  were  your 
wingnien  inTIF. 

FiCl  ITlilt? 

A1.SO,  besides  ihc 
RL';Bi';LAssAiii;i'scrie.s. 
this  is  the  first  game 
with  a lot  of  full-motion 
video  (FMV),  and 
sometimes  it  gets 
downright  hoke\’.  1 par- 
ticularly didn’t  like  Boc 
the  Twi'Lek,  and  some- 
times Kyle  had  some 
truly  had  lines.  Still,  the 
addition  of  FMV  is  an 
overall  bonus. 

Finally,  one  could 
consider  the  difficulty  a 
negative.  LucasArts  was 
a little  sting)' with  the 
health  and  shields  in 
some 
of  the 

levels.  Tlicrc  is  enough 
ammo,  but  you’re 
almost  guaranteed  to 
start  each  level  al  the 
bare  minimum  .shickls, 
as  it  is  hard  to  have  any 
surplus  shicki  ])ow'cr  by 
the  end  of  a level.  Also, 
some  of  the  more 
action-oriented  puz/lcs 
require  cither  godly  tim- 
ing and  reflexes  or 
extreme  luck,  if  you  arc 
easily  ffuslratcd  by  diffi- 
cult games,  consider 


yourself  w-amed.  If,  on  the  other  hand. 
)’ou  can  stand  a stiff  challenge,  )’ou  won’t 
bedisappointed- 

All  in  all,  Jedi  Knici  rr  is  an  extremely 
good  single-player  action  game.  It  lias  a 
decent  slor)'!ine  (hat  is  w'cli  tied  to  game- 
play,  well-done  levels,  and  some  of  (hat 
old  Star  Wars  magic.  Iaica,v\rts  took 
cver)'thing  that  was  good  about  D.MtK 
Forces,  and  made  it  belter,  much  like 
MicroProse  did  with  CmlIZATTON  II  or 
Blizy.ard  did  with  WwCiwr  II.  'llierc 
arc  some  flaws  here  and  there,  but  the 
good  gameplay  elements  easily  outweigh 
the  flaws.  While  TIF  FlC.l  niiR  is  still  the 
greatest  Star  IVaisgame  ever,  JE.DI 
Kkici  IT  comes  awfully  close.  S 


^APPEAL:  Star  Wars  fans,  first-per- 
son action  gamers,  and  those  who 
always  wanted  to  wield  a lightsaber. 
^PROS:  True  3D  engine;  save  games; 
multiplay;  good  integration  of  Force 
powers;  excellent  integration  of  story 
and  gameplay;  good  simulation  of 
being  a Jedi  Knight. 

►CONS:  May  be 
too  difficult  for 
novices;  Al  has 
some  terrible 
lapses;  some  of  the 
FMV  is  hokey;  not 
enough  inter- 
activity in  levels. 


. ... 

' G 

► UNARMED  UGNAUGHT  There  are  plenty  of  civilians  in 
the  game,  like  this  Ugnaught.  His  fate  indirectly  affects 
your  movement  toward  the  Light  side  or  the  Dark, 
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REVIEW  • BLOOD  OMEN:  LEGACY  OF  KAIN 


Dud 

Omen 

A Novel  Premise  Shouldn’t  Keep 
You  From  Driving  a Stake  Into  This 
Game’s  Heart 

by  Robert  Coffey 


[FEED  ME  The  vampiric  equivalent  of  telecommuting,  Kain’s 
ability  to  suck  blood  across  large  distances  from  multiple 
victims  via  his  “Blood  Shower"  spell  is  an  effective  way  to 
replenish  lost  health  while  wiping  out  enemies. 


Price:  S49,95 
Minimum  System 
Requirements: 
Windows  95,  Pentium 
100,  16M8  RAM; 
195MB  hard-disk 
space  (12MB  for  mini- 
mum install),  VLB  or 
PCI  video  card  with 
1MB  RAM,  16-bit  high 
color.  4x  CD-ROM 
drive,  Sound  Blaster- 
compatible  sound 
card,  Microsoft-com- 
patible mouse;  sup- 
ports joystick  and 
gamepad. 
Multiplayer  Support: 

None, 

Designer:  Crystal 
Dynamics 
Publisher:  Activision 
Los  Angeles,  CA 
(310)  255-2153 
www.activision.com 
Reader  Service  ft:  326 


anipirism.lorturc,  copi- 
ous Woocllclting,  plague, 
revenge,  and  buckets  of 
gore  don’t  c.xaclly  add  up 
to  the  feel-good  gaining 
hit  of  the  season.  But  they 
don't  nece,s.sarily  prevent 
a game  from  becoming  a 
hit,  cither.  Not  unless  you 
toss  in  rejjctiiive  game- 
play,  clLsappointing  graphics,  .sloppy  eon- 
tmls,  and  an  unfriendly  save  feature. 

LEGACY  OF  PAIN 

Bi.ix)D  OmisN;  LkcacyoI'  ICmn 
begias  as  the  still-human  Kain,  an  unsa- 
vory fortune  hunter,  is  waylaid  and  slain 
by  highwaymen  in  the  land  of  Nosgolh. 
luncling  himself  in  Hell,  Kain  accepts  the 
offer  of  the  neeromancer  Mortanius  lo 
be  resurrected  as  a \'ampire  so  that  he 
ma)'  exact  his 
revenge 
among  the  liv- 
ing. Play 
begins  as  the 
gamer,  cast  as 
the  vile  Kain, 
hunts  doun 
his  murderers 
and  becomes 
enmeshed  in 
a stor)’  that 
will  ultimately 
decide  not 
only  tlie  \'am- 
pire’s  fate  but 
the  fate  of  the 
world  as  well. 

In  fact,  the 
plot  that 


drives  Kain  is  one  of  the  game’s 
.strengths,  llich  and  original,  it  is  revealed 
largely  through  almost  a half  hour  of  ani- 
mated cut-scenes. 

Tlie  os  erall  look  and  feel  of  the  game 
is  decidedly  dark,  which  is  no  surprise. 

As  Kiiin  [pursues  his  destiny  he  cuts  a 
bloody  swath  through  the  dungeons, 
homes,  and  country,side  of  Nosgoth. 
Chained  prisoners  beg  piteously  for 
mercy  in  virtuall)'  every'  building;  wagons 
filled  with  the  rotting  corjjses  of  plague 
victims  choke  the  city  streets,  and  grisly 
beheadings  punenate  the  cut-scenes. 
With  its  relentless  imagery' of  decay  and 
torture,  Kain  is  one  of  the  most  horrific 
games  in  memory. 

BLOOD  SIMPLE 

Tire  bulk  of  the  game’s  action  takes 
place  in  countless  dungeons  across 


[PIGGYBACK  The  real-time  lighting  effects  of  Kain’s  fire  blade  in  a 
moonlit  village  are  nice,  unlike  the  enemy’s  penchant  for  standing 
on  top  of  the  bloodsucker,  which  makes  for  frustrating  combat 
sequences. 


Nosgoth.  Viewed  from  a top-down  per- 
specti\e,  Klin  hacks  and  slashes  his  w-ay 
through  corridors  packed  with  170  dif- 
ferent types  of  enemies,  environmental 
hazards  sucli  as  c|uick.sand,  and  xarious 
traps.  Wdiilc  it  sounds  as  if  Kain  offers 
endless  variety,  the  gameplay  itself  is 
numbingly  repetitive.  Tlie  enemies  have 
only  about  four  attack  types,  with  simple 
movement  |3atlcrns,  and  arc  differentiat- 
ed by  only  minor  cosmetic  alterations. 
Traps  involve  little  else  aside  from  fire- 
balls and  s[)ikc.s,  Wth  its  overreliance  on 
cliched  “Find  the  .switch”  puy,zlcs,  Kain 
is  unlikely  to  challenge  even  the  most 
casual  gamer  with  its  problem  soK'ing. 

Tlie  game’s  challenge,  instead,  comes 
principally  from  trying  io  wilhstaiul  the 
constant  onslauglit  of  enemies.  Kiin  has 
four  primary  w'eapons  and  four  types  of 
amior  to  help  him  weather  the  assaults, 
but  his  most  effective  weapons  are  the 
various  .sisells  and  magic  objects  he 
acquir^rvhis^joumc)'.  Tlicse  power- 
ups  can  implode  tliebodPcsof  his  foe.s, 
reduce  enemies  lo  toxic  pools  of  putres- 
cence, siiear  their  souls  from  their  bod- 
ies, or  just  blow'  them  up,  among  otlicr 
things.  You  can  also  find  power-ups  that 
replenish  mana  and  health  (measured  by 
a beaker  of  blood  on  the  game  screen), 
but  Kain’s  best  sources  of  blood  are  his 
victims  and  the  captives  he  finds. 

In  spite  of  tlie  use  of  magic,  hand-to- 
hand  combat  is  a constant  in  KaiN. 
Unfortunately',  so  are  the  unresponsive 
and  cumbersome  controls  that  compli- 
cate it.  It  often  takes  repeated  mashings  of 
gamepad  buttons  to  get  a response 
onscreen.  Kain’s  band-hcld  wca[)oas  play 
more  as  ranged  weapons,  forcing  you  to 
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ri997  SsjaSof:  Neworns.  Inc.  All  rights  rsserved.  SegaSoh.  te  SsqeStA  logo.  HEAT  ar^fl  ths  Heat  logo  are  Mdemarks  of  SegaSoft  Networks.  Inc.  Wirwows  :s  a trademark  of  the  Microsoft  Corporation.  The  ratings  icon  is  a tradema'I'  of  the  Interactive  Digital  Software  Assooalion. 


•YSucvivc  the.  islnnd's  iminy  Uirror- 
'filled  Sectors.  lisIriK  wcHpons  tind  . 
•*i^Ko'eltniiiiate:  wave  after  wave 
<^‘1>FfaVen<>iis  undend  hordes. 

RescOG  fhe  rcmainins  survivprs.. 
■'anrf.straies**®  your  escape. 


1J|<!  (lend  linve  niysterliiusfy  i ome' 
iMfk  (o  iif,.,  niid  NBwl’Jsrniid  has 
sgilc  fi'oni  |>ranilp<  l^rJ^Mlcsttiia- 
’<ii>n  Icyinjhlinar'ijli  humiin  hunujij 
.^^^Uird,  whore  «oifcdyJs.5,ffi-. 


v^rhon,  in  the  cHinnctlc  flnatc,  pene 
' llio  (oinplcx  that  houfes  the  sect 
, , die  dead  s resitrrectioii. 

iF  xpu'ht  ONLY  Consumed  by  f 
ONE  OF  THE  LUtJKY  ONES. 


oVt'R  i;c)'bli'I^KJ«i;NT 
WKAI'ONS  AfflV^DO/RNS  OI' 
•(iKmistiMfr-DrAiH'inAi'S, 


SIMIII.I  ANI'OIISI.V 
ACI'IONS  or  I'OIIK  IKIMANS  OK 
'UI.I.Y-CONI'KOI.  ONi:  CIIAKACTlIlli 


AJow  wC'M  Yry^g^  of. 

FREE  DEMO:  I -BaB-SEGASOTT^oR  WWW. flesli fc^si^com 


•CIHCLt  hliADlLR'SKpVICE  mi 


Puma  GT  steering  Wheel  ■ ' , 

Compatible  with  all  PC  games!  ^ 

Complete  steering  wheel,  accelerator,  brake 
and  stick  shift  system!  4-way  D-pad  plus  8 programmable 
digital  action  buttons.  Incredible  270°  wheel  rotation. 


Sometimes,  to  achieve  perfect  control,  you've  got  to  get  a little  out  of  control. 
We  at  Team  Mad  Catz  take  pride  in  going  the  distance  for  you  and  your  game. 
You  want  perfect  replication  of  the  high-speed  driving  experience.  We  got  it. 

The  Puma  GT  Steering  Wheel.  The  real  wheel.  By  any  means  necessary. 


ACTION 


REVIEW  • BLOOD  OHEN:  LEGACY  OF  KAIN 


Power-ups  and  magic 

objects  are  the  key  to  suc- 
cess in  Blood  Omen: 

Legacv  of  Kain.  While 
most  secrets  aren’t  too  tough  to 
locate  and  plunder,  there’s  one 
that  is  deviously  hidden.  Since  it 
holds  about  25  percent  of  the 
game's  total  secrets,  it’s  definitely 
worth  the  trip, 

After  you  get  the  Mist  form, 
keep  an  eye  on  the  moon  phase, 
When  you’re  creeping  up  on  a full 
moon,  change  into  Bat  form  and 
fly  to  the  Bat  Beacon  near  the 
cave  where  you  first  got  the  Mist 
form.  You’ll  have  to  head  west  a 
bit,  then  south  toward  the  water. 
Use  a Repel  spell  to  deal  with  the 
plants  while  you  chop  up  the 
wolves.  Don’t  cast  spells  to  fight 
since  you’ll  need  lots  of  mana 
soon.  When  you  reach  the  shore, 
turn  into  mist  and  walk  west  over 
the  ocean— make  sure  you  have 
plenty  of  magic  power  or  your 
form  will  revert  somewhere  over 
the  briny  deep. 

Eventually  you’ll  reach  an  island 
with  a large  Stonehenge-like  struc- 
ture on  it.  In  the  center  of  the 
standing  stones  is  a teleporter  that 
leads  to  the  hidden  city.  The  gates 
to  the  city  won't  open  until  the 
moon  is  full.  Once  it  is,  teleport 
over  and  pick  up  loads  of  goodies. 
By  now  you’ve  got  enough  game- 
play  under  your  belt  to  deal  easily 
with  the  obstacles  in  the  city— the 
real  challenge  is  to  find  the  place. 


stru^le  to  find  oaictly  tlie  right  distance 
to  keep  av\'a\’  from  )oiir  attackers  so  that 
)ou  actually  strike  tlieiii.  You  cannot 
attack  and  mo\'e  simultaneous!);  and  ene- 
mies have  a frustrating  tendency  to  stand 
right  on  Kain’s  head,  preventing  you  (and 
your  foe)  from  inflicting  damage. 

BAD  BLOOD 

'The  biggest  shortcomings  in  LeGaCV 
OF  Kain  lie  in  tlie  gm[3hics  and  llie  save 
feature.  Directly  jxirted  from  tlx: 
Pla)'Station,  KaiNs  graphics  have  been 
cleaned  and  brightened — a little — from 
tlie  ori^nal.  Anvonc  miming  tlie  game 
with  less  than  a P166  will  be  saddled  with  a 
320>240  resolution  and  severe!)'  pLxelated 
images,  which  makes  tlie  games  170  ene- 
mies indistinguishable  from  one  another 
and  makes  finding  those  ubiquitous 
SMitclies  virtually  imjiossible  at  times. 
Running  at  the  higlx;r  640x480  without  a 
beef)’  machine  will  get  vou  better,  thougli 
still  unremarkable,  graphics,  but  it  will  also 
stick  )Ou  with  stiff,  foot-dragging  game 
action.  The  real-time  lighting  effects  are 
w ell  done,  but  are  wasted  in  a lackluster 
gaming  environment  thal  Imly  siiines  only 
in  tlie  map  function.  Tlx:  maps  are  sharp 
and  often  beautifull)’  rendered,  but  game- 
pla)'  stops  when  )ou  access  tliem. 

Perhaps  the  biggest  drawback  K-MN 
has  graphicall)'  is  that  similar  games — 
the  CruS-ADER  series  and,  especially, 
DiABi.0— have  raised  gamers’  expecta- 
tions as  to  what  these  bloodbatlis  will 
look  like.  Kain’s  block);  mdinientar\’  look 
and  action  fall  far  short  of  the  .smooth 
animation  and  rich  design  of  a game  like 
DlaBLO.  Incredibl);  Kain  requires  more 
computing  power  to  deliver  less. 

K'MNs  save  feature  simply  sucks.  Tlie 
game  can  be  saved  only  at  designated 


“save  posts”  scattered 
stingily  across  the  game 
world.  Make  the  mis- 
take of  dying  before 
)'0U  reach  one,  and 
)ou’ll  have  to  replay  up 
to  two  hours  or  more  to 
make  it  u]i— and  still 
die.  And  while  save 
posts  are  generally 
found  right  before  )'ou 
battle  a boss,  )'OU  ma)' 
emerge  from  one  of 
these  epic  battles  (after 
several  tries)  severely 
weakened  and  without 
a save  post,  forcing  )Ou  to  tr)'  to  survive 
in  hostile  territory  until  you  find  one.  TTie 
save  feature  alone  accounts  for 
Activision’s  claims  of  80-100  hours  of 
gameplay— an  incremenlal  save  would 
cut  game  time  to  about  a quarter  of  that. 

In  the  end,  this  vampire  bites.  Should 
)'ou  accidentally  let  this  bloodsucker  out 
of  his  box,  be  advised  that  the  hole  in  the 
CD-ROM  is  perfect  for  accommodat- 
ing a wooden  stake.S 


(THIS  SUCKS  These  save  posts  are  few 
and  far  between,  guaranteeing  that 
you’ll  have  to  repl^  large  portions  of 
the  game  over  and  over  and.... 


^>^PEAL;  Anyone  who  cares  more 
about  body  counts  than  gaming 
enjoyment;  Marilyn  Manson  fans. 
^PROS:  Almost  constant  action; 
original  premise  and  story  revealed 
through  lots  of  well-animated 
cut-scenes. 

Lame  save  feature  guaran- 
tees hours  spent  replaying  huge 
amounts  of  game;  steep  system 
demands  for  unimpressive  graphics; 
dull,  repetitive 
play  in  unin- 
spired levels; 
unresponsive 
controls  that  can 
make  routine 
skirmishes 
disastrous. 
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'Ww.ficperiph-nintendo.com 

1-888-229-2118 


URAL  GROUP  LLC  500  EASTERN  PARKWAY  FARMlNjS^ 


At: 

1 II  II"  > 1 

You’re  Dash  Rendar  - quick  on 

THE  TRIGGER  OF  A BLASTER. 


It’s  you  and  your  tiny  snowspeeder 
VERSUS  A giant,  IMPERIAL  AT-AT. 


Speeder  bike  mode  ■ fast-paced 
action  with  a kick  START. 


CIRCLE  RE/iDER  SERVICE  11121 


^ 0 il  I R E 5 

PimnniMC  Of  IMnin.1  EnterPrinceXizor-,henewes,vi„alnin,heS..r^.rs 

I II O U U II 0 I HE  t III  I 1 11 1 universe.  In  Shadows  of  the  Empire,  you'll  encounter 

U Liy  • ' [flflllli  him  along  with  a host  of  new  Star  Wars  characters, 

vehicles  and  locations.  With  your  3D  accelerator,  it's  a fast,  sharp,  colorful  universe  • so  detailed,  in  fact,  you 
can  see  the  trigger  of  a blaster.  Enter  the  fray  in  5 gameplay  modes;  ground  shooter,  space  combat, 
speeder  bike,  jet  pack  and  snowspeeder  • all  in  an  effort  to  protect  Luke  from  the  evil  clutches 
of  Xizor  - a face  of  evil  so  dark,  you'll  only  find  him  in  the  shadows.  UlUllll.lllCSSdFtS.COin 

(9,  TM  & ® 1997  Lucasfilm  Ltd.  All  RlQhls  Reserved.  Used  Under  Aulhorlrnllon.  Slnr  IV.iis  and  the  LucasAits  lugo  are  leglsletod  Iradomarlis,  and  Shadows  of  the  Empire  is  a trademark  of  Lucaslllm  Lid. 
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REVIEW  • TERRACIDE 


Price:  $50 
Minimum  System 
Requirements:  Pentium  90 
{with  3D  accelerator), 
Pentium  150  (without  30 
accelerator),  Windows  95, 
16MB  RAM,  2x  CO-ROM, 
2MB  SVGA  card;  supports 
ail  Windows  95-compatible 
sound  cards  and  input 
devices. 
Multiplayer  Support: 
Modem,  Null  modem  (2 
players).  LAN,  Internet  (2- 
16  players). 
Desipner:  Simts  Ltd. 
Publisher:  Eidos  Interactive 
San  Francisco,  CA 
(415)  547-1200 
www.eidosinteractive.com 
Reader  Service  #;  325 


Terrible  Descent 

Eidos’ Fifst-person  Shooter  Won’t  Fill  That  Descent  Void 


by  Mark  Clarkson 


eiiess  what?  A fleet  of  evil 
alien  spaccshi[>.s  is  threat- 
ening tlic  hlarth.  '^lliings 
look  grim,  but  there’s  a 
slim  chance  that  one 
superhuman  pilot,  at  tlie 
helm  of  a lone  attack  ship, 
might  be  able  to  infiltrate 
the  alien  fleet,  destroy  it, 
and  .save  the  Earth.  Yes, 
>ou’vc  been  chosen  to  be  that  pilot. 

Sound  a little  banal?  Good.  At  least 
now  y'ou’rc  prepared  for  T l•',ltR•\c:iDE,  a 
new  first-person  shooter  from  Eidos 
lhat’s  dearly  trying,  bul  failing,  to  be  a 
better  DkscIlNT. 


Tliis  time,  the  fight  to  save  Earth  takes 
place  within  the  ships  of  an  alien  in\'a- 
sion  fleet.  Inside,  you  must  battle  your 
way  through  a small  collection  of  legless 
robots,  alien  fighter  ships,  and  gun  tur- 
rets — fighting  strong  winds  and  gravity 
blocks,  flipping  switches,  and  exploring 
twisting  corridors — until  )oi!  face  and 
vanquisli  the  ultimate  evil  alien. 

You  play  a few  levels  within  each  ship, 
then  escape  into  space  and  watch  that 
ship  exjdode.fightoffa  horde  of  alien 
fighter  craft,  and  tlien  plunge  into  a conve- 
nient!)' open  hatch  on  tix;  next  ship  in  line. 


COLLECTIBLE  CLUHER 

Luckily,  tliose  untidy  aliens  leave  lots  of 
weapons  and  ammo  floating  around  with- 
in tire  passagew'ays  of  tlicir  battleships. 
Tlx:res  even  a special  po[>u[>  radar  screen 
on  tlie  HUD,  just  to  assist  )’ou  in  acquiring 
tliose  |X)wer-ups.  You’ll  need  it.  'fheyre 
damned  liard  to  hit,  especially  since  you’ll 
be  in  a burr)';  Most  jxiw'er-iips,  left  behind 
by  exploding  enemies,  will  themselves 
ex-jilode  a few  seconds  iiftcr  tlicy  appear. 
Successfully  snaking  power-ups  m^wdl 
be  the  most  challenging  part  of  tlie  game. 

Tlie  power-ups  include  photon  guns, 
bombs,  rockets,  guided  missiles,  and 
more.  Most  of  the  weapons  are  av'ailable 
in  one  of  three  flavors;  single  shot,  scat- 
ter shot,  and  rapid  fire.  You  can  mount 


^ TIRED  REFRAIN  Once  again  Earth  is  threatened  by  aliens,  and  a lone  spaceship  pilot 
I must  battle  the  evil  alien  fleet  to  save  mankind. 


up  to  Ihree  weapons  at  a time,  each  trig- 
gered by  its  own  joystick  button. 

1 found  little  use  for  some  of  the  more 
exotic  weapons,  sucli  as  the  gravity 
bomb,  although  they  were  fun.  Some  of 
them,  like  the  bouncing  bombs  and  the 
tclc]3ortcr  gun,  u'oulcl  jirobahlj'  be  more 
useful  in  a inultipla)’er  game. 

Ilic  chain  gun  is  all  bill  worthless;  1 
could  barely  blow  the  co\  ers  off \cntifa- 
lor  shafts  with  it.  Rockets  remain  ni)’ 
personal  favorite. 

WHERE  AM  I? 

T['m\ClDF,hasno 
map,  altlioiigh  \ou 
get  a 3D  compass, 
re.seinbling  a six-sided 
dic,wliich  sliowsyou 
what  direction  you’re 
pointing  and  which 
wa)'  is  up.  But  \our 
weapons,  which  )ou'cl 
ex[iect  to  be  outside, 
can  sometimes 
obscure  your  com- 
pass, w'hich  you’d 
expect  to  be  inside.  In 
similar  fashion,  clos- 


ing doors  can  .sometimes  obscure  olher 
pails  of  IIk  mud. 

Eidos  extols  Ti\RR'\Cini'.’s/\l,  and  1 did 
notice  a few  baddies  ducking  amiind  cor- 
ners, hut  tlie)'  don’t  need  clcs'cmcss  to 
beat  you;  Tlicy  can  see,  fire,  and  fly 
through  walls.  Evil  aliens  were  forever 
shooting  at  me  from  behind  closed  doors. 

I’m  pretty  sure  this  is  a bug,  not  a fea- 
ture. Time  after  time,  I’d  come  sailing 
around  a comer  only  to  confront  a 
closed  door.  As  I braked  to  a stop,  I'd 
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TERRACIDE  • REVIEW 


Iiear  the  sound  of  a bad  guy  wanning 
up,  and  missiles  or  rockets  would  fly 
tlirough  the  solid  door  to  explode 
around  me.  I’d  fire  back,  the  door 
would  open,  and,  sure  enough,  there 
was  a bad  guy  shooting  at  me. 
Sometimes  they  umildn’t  even  wait 
for  me  to  open  the  door— they’d  just 
pop  through  like  Cas[)er. 

I never  managed  to  go  through  a 
closed  door  rr^eif,  but  1 did  clip  my 
way  into  several  places  I obviously  was- 
n't supposed  fo.  Once,  1 popped  right 
through  the  wall  and  out  into  space. 

Speaking  of  tliose  walls,  I’ve  got 
two  words  for  Terracides  designers: 
Tileable  textures.  Tlie  tex-tures  here 
look  terrible.  1 can’t  figure  it  out.  Tlie 
developers  have  obviously  gone  to  lots 
of  trouble  to  exploit  3D  hardware. 
There  are  options  to  turn  different 
kinds  of  filtering  on  and  off.  to  tweak 
texture  quality,  and  so  forth.  And  \'et  it 
looks  bad  on  every  setting. 

I ran  Terr^cide  on  a Pentium  133 
with  an  Intergraph  Reactor  100  card, 
using  the  Rendition  Verite  chipset, 


Tips  for  Preventing  Terracide 


(j  • Check  your  compass  often, 
especially  before  entering 
tunnels,  taking  sidetracks 
into  rooms,  or  going  into 
unknown  areas. 

• Pay  close  attention  to  the 
color  of  the  tunnels  and 
doors  as  you  pass  through 
them.  Color  is  often  your 
^ only  navigational  cue. 

' • Never  be  too  proud  to 
retreat  at  maximum  speed, 

,,  especially  in  the  space  \ 
. battle  segments.  I complet- 
I ed  one  level  with  very  low 
^ shields  and  was  having 
trouble  surviving  the  ensu- 
ing space  battle.  The 
secret  turned  out  to  be  fly- 
f ing  backward,  away  from 
the  ship,  at  full  throttle. 

The  enemy  fighters  tend  to 
' cluster  around  the  ship 

.V 


they’re  defending.  If  you 
stay  close  to  the  ship,  they 
inevitably  swarm  you  from 
behind.  But  if  you  fly  back- 
ward, they  come  at  you 
from  the  front,  making 
themselves  easy  kills. 

• Crates,  switches,  shaft 
covers— if  it’s  square,  blast 
it.  Some  boxes  are  vitally 
important  to  destroy,  some 
are  indestructible,  some  con- 
ceal booty,  and  some  make 
no  difference,  but  I never 
found  an  instance  in  which 
destroying  one  proved  fatal. 

• Draw  your  own  maps.  If 
you  find  yourself  lost  in  the 
bowels  of  an  alien  battle- 
ship, circling  the  same  corri- 
dors over  and  over,  break 
out  pen  and  paper  and  make 
a map.  I did. 


[ 


WENCHES. 


THE  tJLANK. 


Xbc  salt  spray  hits  your  lips  as  you  look 
into  the  deep  blue.  The  frigate  creaks  and 
the  plank  bobs.  Will  this  be  the  end? 
Welcome  to  Shipwrcckcrs!  Life  on  the  high 
seas  at  its  swashbuckling  best.  Wield  flame 
throwers  and  hurl  lightning  bolls  as  you  man 
cannons  and  command  great  vessels  under  the 
Jolly  Roger.  Battle  one  to  five  other  players. 
The  rewards  are  great,  the  puzzles  daunting 
and  the  c.\citement  high— just  watch  your  step. 
The  plank  is  a cruel  mistress. 


Shlpwfecketsl  anfl  ths  Psygnosis  logo  ate  Iraflemarks  ol  Psygriosis  LM.  ©1997  Psygnosls  Urt.  All  rights  reservoO.  The  PlayStation  logo  and 
"PlayStation"  are  iradematVs  ol  Sony  Camputer  Entertainment  Inc.  The  ratinoe  Icon  Is  a Irademark  of  the  Interactive  Oigital  Sollware  Association. 
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lie  clays  ol  slaln-lrec  cai 


•|)ln«s 


noN'clly  linoxyn  ns  nicTcy.  thinqs  were  “cnwall 
criin.soii.  \\1ial  N\  ilK  l1  le  slow  ol  wit  anil  llio  weal? 


Iiasis,  surely 


iinaqiiif 


EIDOS  HINT  LINE  I-900-773-4367.  Cost  of  call  $0.95/iT<inu{o,  Must  bt  J8  years  or  havf  piyerit's  perfrission, 
Touih-tone  required.  ' _ 


bcci) 


tlie  fiin  iNo\v  ils  linic- Ibr^voyj 'ijatli. 

So  plunge  on  I‘n  or  loo]?  iiw'ay.  Kill  maKo  up  your^rnintl. 
W^Kilryou  slill  lla^’e^lcl^ojcc.  ■'  • : • 

. ; ,\v^i^?^.dGatbfFapdao|coi).co!T) 

M997  QJoi.fleMhirap  DunjeDH  and  Eidoi.are  irsdeTOrt^ot  Eid«i,  lie,  PleySuilon  md  the  PtijStaila/i  toga  ire  [pdjmirVt  of  Sonc' 
Eo^puur  Enttrtiinmeotirtc.  ' • . • 


You’ve. been  warned 


'ex  or  ventilate  55  contrary  denizens  including 
Ores,  Dragons,  Mummies  and  Zombies. 


P^lay  online  with  up  to  4 mutually 
demented  peers  (pc  version  only). 


faster  13  horrific  implements,  including  swotds,  hammers, 
muskets,  magic  spells  and  your  bloody  bare  hands. 


■ 1 

1 

j 

■ 

.V>  h - • 

i^end  enemies  ofl*  in  a Dragon’s  bile 

blaze  of  gory  3-D  detail. 

eSplatter  your  way  through  10  torturous  levels 

of  mazes,  corridors,  dungeons,  and  traps. 

CIRCLE  READER  SERVICE  #276 


^^TliinkA'-(7ww  meets 
aiid  you  might  see  the 
picture,  juid  subsequently 
start  salivating.  ^ ^ 
GamePen 


Lead  a squad  of  up  to  1 0 Space  Marines 
in  over  30  terrifying  turn-bosed  missions! 


Incubation  looks  to  be  one 
of  the  best  tactical  combat 
games  of  the  year.  ? ^ 

PC  Games  , 


Slaughter  the  bloodthirsty  Scay'Ger  with  just  a 
point  and  (lick  using  the  intuitive  interfocel 


^ ^ I^ery  single  weapon  has  some 
kind  of  demented  effect,  all  of 
\\'hich  are  wonderfuOy  gross 
and  twisted. 

online  goming  review  < 


^ ^ ...Blue  Byte  has  created  what 
lias  to  be  one  of  the  best 
looking  strategy  games  ever.  ^ 

Computer  Gomes  Strategy  Plu 


View  the  stunning  real-time  3D  grophics  from 
almost  any  angle  with  a free-floating  camera! 


> PLAYER 


LAN  • Internol 
Play-by-Moil 
Koli™  • Mplayer’ 


First 

10,000  Copies 
Inciude 

3 Extra  Missions 
& A Free  Incubalioe 
Watch  oner! 


From  the  makers  of 
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TERRACIDE  • REVIEW 


and  willi  a Diamond  Monster  3D  run- 
ning tlie  3Df\  Voodoo  chipset.  Tlie  prob- 
lems [jcrsisted  on  both  sctujxs. 

^riie  explosions  are  admittedly  cool, 
althoiigli  everything  is  obviously  hollow 
and  breaks  up  into  simple  poKgons,  ^^1e 
soiuid  is  acceptable,  if  not  exce])tiona! — 
altiiough  sour  crafts  engine  makes  a snisel- 
ing  whine  that  is  ijarticularly  annoying. 


'flierc  are  minor  problems  too  numer- 
ous to  mention,  but  Ti':itR/\ciDF;  wasn’t  a 
complete  disaster.  It  never  crashed.  It 
took  advantage  of  my  CH  Combatstick 
and  rudders.  Its  use  of  3D  acceleration 
hardware  kept  the  frame  rate  high  and 
the  textures  dense.  It  sported  head  move- 
ment, realistic  inertia,  and  auto  pitching 
and  leveling  help. 

Ultimately, 
though,  I just  didn't 
care  whether  1 got  to 
the  next  level  or  not. 
It  wasn’t  the  bad  tex- 
tures that  spurred 
my  apathy,  it  was  the 
fact  that  there  really 
wasn’t  a good  game 
behind  those  tex- 
tures. TliRRACiDiii’s 
graphics  are  only  a 
manifestation  of  the 
game’s  core  prob- 
lems; lack  of  design, 
lack  of  quality  con- 
trol, lack  of  attention 
to  detail.  *6 


► OiRECnONS,  PLEASE  As  you  navi- 
gate the  corridors  of  the  spaceships, 
take  note  of  the  colors  around  you. 
They  will  serve  as  a useful  naviga- 
tional fool. 


^APPEAL;  Gamers  who  have  mem- 
orized all  the  tunnels  In  Desceht  and 
Descent  2 and  are  Itching  for  more. 


fast  frame  rates. 
►cons:  This  Is 
an  uninspired 
game  with  unin- 


Contains  command  sheets  for 
Command  & Conquer:  Red  Alert", 
Fighting  Falcon  F16'',  MDK", 
Microsoft  Flight  Simulator', 
Civilisation  II",  Quake",  Interstate 
76",  Jet  Fighter  III",  Tomb  Raider", 
X Wing  vs.  Tie  Fighter',  Microsoft* 
Word  or  design  your  own. 
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Play  the  game 


/Uew... Revolutionary 
Keyboard  Simplifier 
for  PC  Games 


Not  the  keyboard 


slide  in  a command  sheet 


swipe  the  bar-code 


play  the  game 

Works  with  any  PC  game. 
Includes  easy  Windows  program 
to  design  and  print  your  own 
command  sheet. 


^ replaces  complex  keyboard  commands 
2"  play  ganies  faster^^^^^l^ 


learn  games  quicker 


CAi«w*.  ort  itfe  cumHGi  ttce 

16  Missions  in  4 Episodes  • 20  death-seeking  monsters  *13  incredible  weapons  & items  Dynamic 
effects  including  water,  rain,  snow,  wind,  smoke,  dust,  sparks,  explosions  and  distant  fades 
Blow  off  monsters’  limbs  as  they  continue  to  attack  with  remaining  appendages 
Multiplayer  battles  through  TCP/IP  (Internet),  IPX,  modem  and  serial  port 


CRANK  UP  YOUR 


SHAKE  UP  YOUR 

SYNAPSES 


SMART  GAMES  PUZZLE  CHALLENGE  2 

Smart  Games  Puzzle  Challenge  2 brings  you  the  all  rev 

games  you  crave.  It's  loaded  with  1400  logic,  perception,  worr 
trivia,  and  strategy  puzzles  to  boot  up  your  brain  cells.  Brought 
you  by  the  most  extreme  team  of  puzzle  creators  ever  assemble 
Smart  Games  Puzzle  Challenge  2 takes  puzzles  to  a new  level. 

CHALLENGE  YOURSELF, 

CHALLENGE  YOUR  FRIEND 
CHALLENGE  THE  WORLD! 

www.5martgames.com 


TIME  WARRIORS  • REVIEW  AAV 


Time  Out 

by  Elliott  Chin 


righting  games  are  a sad  genre  on  tlie 
PC;  PC  gamers  get  tlx;  console  and 
arcade  lefto\'crs,  and  tlie  original  con- 
tent tliat  gets  created  for  tlie  PC  just 
doesn’t  cut  it— e\en  against  console 
com])ctition.  TIME  WARRIORS,  a collabora- 
tive effort  from  Silmarils  and  Malofilm, 
does  notliing  to  reverse  this  trend. 


► NOTHING  TOO  SHARP  TIME  WARRIORS  has 
I 3D  graphics,  but  only  average  gameplay. 


Time  W/\riuors  is  a 3D  fighting 
game  in  the  mold  of  Pla)'Station’s 
Toshindkn  and  Soul,  Eiade.  As  one  of 
eight  weapon-wielding  characters,  }Oii 
play  through  a toumaincnl  to  defeat  a 
final  end  boss.  Gameplay  mixes  a bit  of 
StrjcI'TI'  Figi  itI'.r  II  and  a lot  of  Tekken 
controls,  meaning  tliat  you’ll  have  to 

memorize  many  button  com- 
bos and  a few  semicircular 
nios'cs  on  the  gamepad. 

Tlie  game  features  good- 
looking  grajibics,  especially  on 
su[)[)orlcd  3D  accelerators 
(3Dfx,  AT'l,and  Matrox);  but, 
even  with  accelerated  graphics, 
it  [lalcs  in  comparison  to  the 
gorgeous  Sgul  BiAi;)ii:,  and 
even  Toshinden.  Tlie  special 
effects,  such  as  smoke  and 
transparencies,  are  poorly  done, 
and  tlie  character  animations 
are  more  clunky  tlian  realistic. 


good 


'llie  characters  in  VlRii  lA  Fic:i  rilsR  PC 
move  with  more  fluidity  and  realism. 

'Hme  \\(arr]ORS  clear!)'  outclas.\c.s  otlicr 
I’C  fighting  games  ulien  it  comes  to  3D 
gniphics  and  character  rendering,  but  it 
suffers  from  slu^ish  gamepla):  As  for 
combos,  it  isn’t  intuitive  at  all,  but,  ratiwr, 
re<|uiresyou  to  memorize  button 
sequences.  Still.  TIME  W/\RR]ORS  isn’t  a 
liad  game;  nor  is  it  expensive.  Its  just  an- 
olk’r  middle-of-tlie-pack  fighting  g.imc.  % 


^AIVEAL:  Fighting  fans  who  don’t 
own  a console  system. 

^PROS:  Good-looking  3D  graphics. 
►CONS: 

Sluggish  game* 
play;  combos 
aren’t  intuitive; 
nowhere  near 
the  level  of  con- 
sole-based  fight- 
ing games. 


Price:  529.95  ■ 

Minimum  System 
Requirements:  Pentium 
90,  Windows  95  or  DOS 
6.2.  SMB  RAM, 
Multiplayer  Support: 
Null  modem,  LAN 
(2  players). 

Publisher:  Malofilm 
{514)  844-4555 
www.malo.com 
Reader  Service  H:  332 


Anicricii 


is  the  125th  Anniversai-y  of  Arbor  Day, 
the  tree  planters’  holiday.  This  year  The  National 
Arbor  Day  Foundation  asks  you  to  plant  Trees 
for  America,  and  provide  for  their  care. 

Trees  Make  a World  of  Difference.  Thanks  to 
trees  we  enjoy  shadier  streets,  greener  city  pai'ks, 
and  friendlier  neighborhoods.  Trees  also  produce 
oxygen,  absorb  cai-bon  dioxide,  and  help  keep  the 
atmosphere  in  balance. 

This  year,  plant  'Trees  for  America.  For  your 
free  brochure,  write:  Trees  for  America,  The  Na- 
tional Arbor  Day  Foundation,  Nebraska  City,  NE 
68410. 


|The  National 

Arbor  Day  Foundation"' 

www.arborday.org 


ACTION 


SCUD  DISPOSABLE  ROBOT  ASSASSIN: 
HEART  BREAKER  SERIES  1373 


THIS  UNIT  WILL  SELF-DESTRUCT 
UPON  TERMINATION  OF  TARGET 


musTWAL  EvoLunm 


Multiple  Missions  pit  scud  against  a bizarre  Obliterate  up  to  16  opponents  view  and  easy  to  master 

collection  of  villains  and  enemy  Scuds.  over  LAN  or  HEAT.NET.  controls  heep  action  fast  and  furious. 


www.scud.com 


fS  tSs  C&^lsSt  r ^bfft  fiSSUSStn  to  ei^sr  be  d/spensed  from  a lending 
macd/ne.  He's  presfdmmed  to  self  destrvCt,  biA:  /ntent  en  st/Cktn^  aroond 
qv/te  a b/t  hnser.  Hefs  a ce/n  operatetiMer  Sellbenten  customer  satlsPdictlon, 
biA  tSgr^s  aMiOfs  ane  s/ck,  ty/steti  freak  defft  listen  te  reasen. 


''JUvstrathn  by  Bddls^ 


• T ons  of  poderups!  • Multiple  yt capons! 
•Single  player,  multiplayer,  or  compete  on  HBAT.NBT! 

Includes  3 months  free  premium  membership  on  HBATMET 


stop  by  ililHsegasoft.Com  or  call  /sss-sbi^asott  ^ 
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C 1997  Se^aSoll  Inc.  Ail  ti(jils  lesenwd.  ScuJ  cti.iiaclci0  1997  HoO  Sctirao.  SegaSutI  aiM  ihc  SegaSon  logo  aie  liaftmaks  ol  SegaSoll  toe.  Scud:  indusliial  Es-olulion  and  llic  Scbdcliaracifiis  aie  Uaduinaksof  Hot)  Sclnab.  Windows  is  a Iradenxuk  ol  MonsoH  Coip. 


ADVENTURC/RP6 


-k-ki 


REVIEW  • DRAGON  LORE  II 


Price:  S49.95 
IVlinimum  System 
Requirements: 
Windows  95  or 
MS-DOS  5.0  or  later; 

P90  for  Win  95 
(486DX2/66  for  DOS); 
12MB  (Win  95)  or 
SMB  (DOS)  of  RAM: 

4x  (Win  95)  or  2x 
(DOS)  CD-ROM  drive; 
DirectX  3-compatible 
sound  card  for  Win  95 
or  Sound  Blaster- 
compatible  sound  card 
for  DOS:  DirectX  3- 
compatibie  SVGA 
video  card  for  Win  95 
or  Vesa  1,2-compatible 
SVGA  video  card  for 
DOS;  12MB  hard-disk 
space:  mouse. 
Multiplayer  Support: 

None. 
Designer:  Cryo 
Interactive 
Entertainment 
Publisher:  Cryo  (dis- 
tributed by  Interplay) 
Irvine,  CA 
(714)  553-6655 
www.cryo-interaclive.fr 
www.interplay.com 
Reader  Service  H:  322 


by  Peter  Olafson 


► YOU  LOOKIN'  AT  ME?  You’ll  have  to  waste  this  snail-like  demon  in  order  to 
escape  the  forest. 


from  location  to  location);  ba.sic  objcct- 
ba.sc(l  pu/yJe.'i;  fighting;  and,  in  the  loo.se 
sense  of  tlie  word,  role-playing.  (You 
have  to  keep  up  Werners  bcaltli.  stami- 
na, and  the  magic  points  that  support  his 
.small  arsenal  of  spells.) 

,‘\nd  while  not  groundbreaking  in  the 
wa\'  Dragon  Lori-:  was,  DI 2 isn’t 
unpleasant— its  just  aserage. 'Hie  ren- 
dered 3D  graplhcs  are  smooth  (if ) ou’\'C 
got  a decent  CD-ROM  drive  to  pump 
them  out)  and  [rrelty  (but  aren’t  the\’ 
all?),  'llic  sumptuous  CD  music  occa- 
sionally attaches  ilself  to  a bit  of  game- 
play  and  lights  the  adsenturc  right  up.  1 
enjoyed  the  mood)'  was'  DL2  handles 


the  passage  of  time,  'file  ])rcdawn  hours, 
late  afternoon,  and  the  dead  of  night  all 
seem  ])eciiliarlyreal. 

MUCK  AND  MIRE 
It  must  be  said,  however,  that  Cryo 
has  done  some  rather  odd  things  along 
the  way.  [''or  starters,  the  opening  trip 
to  Draconia  is  too  short  to  give  much 
sense  of  process  or  adventure.  Once 
Werner's  out  of  the  woods,  he's  at  the 
cit)'  gates.  The  w'hole  opening 
secjuence  of  the  game,  in  which  you 
select  your  weapons,  collect  supplies, 
learn  your  quest,  and  saddle  up  a drag- 
on, is  handled  largely  on  automatic.  1 
have  the  impression  this 
was  once  a fuli-flcdgcd 
part  of  the  game— it 
doesn’t  fee!  like  an 
intro — and  should  have 
been  left  that  way.  Let  us 
explore  the  [>alace.  Wlrat’s 
the  rush? 

The  combat— pleasant- 
ly infrequent— isn’t 
accompanied  by  clear 
feedback  on  how'  often  and 
how'  cffecti\'ely  )’ou're  hit- 
ting your  enemies,  until 
they  (or  you)  finally  go 
down.  Your  enemys  health 


r JOUST  DO  IT  The  first  of  three  tournaments  in 
Dragon  Lore  II.  I had  no  idea  what  I was  doing,  but 
the  spectators  seemed  to  think  I did  okay. 


Dragons  have  a bachelor’s 
fragile  sense  of  order  and 
an  elephant's  meinor)'. 
Everything  ma)'  be 
slightly  out  of  place,  but 
the\-  kno\\'  w'here  e\er\'- 
thing  is  because  they 
spend  mo.sl  of  their  lives 
sleeping  on  it.  ).R.R. 
Tolkien’s  Bilbo  Baggins 
had  only  to  remove  one  gem  from 
Smaug’s  piled  hoard  to  send  that  great 
lizard  into  a tizzy. 

Drac:on  Lore  lirT’iiE  IIiuarioI' 

■fHE  Dragon  Man  (DI  2)  could  use  a 
little  of  dial  fastidiousness.  The  ihrcc- 
CD  first-person  adi'enture  (distributed 
b)'  Interpla)'  for  Crso  Intenictii’e  Enter- 
tainment) surrenders  a share  of  its  appeal 
to  a conventionality  (and  c\'en  careless- 
ness) of  approach.  Tlie  few  gems  arc  def- 
initely out  of  their  nomial  positions. 


WE  CAN  BE  HEROES 

Once  again,  ) Ou’re  controlling  the 
Da\'id  Bowic-like  Werner  Von 
Wallenrod — a say-it-five-times-fast 
name  if  there  e\'cr  was  one —as  he  sets 
off  on  dragon-back  for  a toimiainciit  to 
ree.stahlish  his  challenged  claim  to  the 
Dragon  Knight  title.  .-Mong  the  w'ay,  he’s 
jumped  b)’  a squadron  of  dragons  and 
crash-lands  in  a murk)'  forest,  bard)' 
escaping  with  his  life.  Before  he's  done, 
lie  w'iil  ha\'e  to  find  his  wa)'  out  of  the 
woods  on  fool,  and  c.xplore  a stoii)' 
medieval  city  and  the  large  maze  that 
lies  beneath  it. 

The  original  DraGON  Lore  was 
released  back  in  1994  by  Mindsca[je, 
and  as  does  the  original,  D1.2  mixes 
cx[3loration  (following  prerendcred  paths 


Dragon  Me 
Down 

Dragon  Lore  Returns  for 
More,  But... Why? 


ccw 
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^Umpufer  gaming  crowd 


"Sponsored  by  AMD",  hosted  by  Totol  Entertainment  Network™,  and 
i|.>  driven  by  papular  demand,  the  PGL"  will  do  for  computer  games 
what  the  NBA®  did  far  twa  peach  baskets  and  a medicine  ball. 
We’re  talking  serious  revolution.  How  serious?  How  about  $250,000  in  cash  and 
prizes  in  the  first  year?  How  about  "quit  your  day  job  and  start  honing  your 
deathmatch  skills”  serious?  Okay-now  that  we’ve  got  your  attention,  read  on... 


AMDZ1 

TgH 


The  first  PGL  season  features  two 
of  the  most  popular  games  ever: 
QUAKE®  and  Command  S Conquer®: 
Red  Alert”  Like  a major  tour 
event  in  golf  or  tennis,  the 
PGL’s  inaugural  season  begins 
November  3,  1997  with  a four- 
week  qualifying  period.  Once  the 
top  128  Red  Alert  and  128  QUAKE 
players  have  been  identified, 
league  play  kicks  off  in  early 
December.  Future  seasons  will 
feature  more  game  categories 
and  the  hottest  new  games. 


1997-1998  PGL  Schedule 


P I I 


AMD 


VnI 


lan 


Logitech 


INTERNETWORKING 

POV/fRED  BY  BBN 


Here’s  how 


Joining  the  PGl"-going  pro-is  a breeze.  Just  go  to  / / — ^ 

■..net,  register  for  the  PGL,  sign  up  to  TEN',  and  start 
kicking  some  oniine  butt.  Prove  you  got  skilis,  and  you’re  in  the  running  for  a cooi 
quarter  miiiion  in  cash  and  prizes.  AMD^ 

* The  TEN  softwore  is  even  included  on  the  CGW  demo  CD  with  this  issue,  so  there’s  no  downlooding  required!  V f*  — 


IPROf  ESSIONAL; 
GAMERS'LEAGUE 


Red  Annihilation":  1st  Ploce  Champion 


**I  already  train  and  compete  like  o prof^^qnal  athl'ete.  With  the 
PGL,  all  computer  game  players  hove  a platform  to  showcase  their 
talents,  os  well  os  a single  ploce  to  go  for  the  true  standings  on  the 
Internet.  I’m  really  looking  forward  to  opening  day  in  the  PGL!* 

Thresh  (aka  Dennis  Fong), 

World  Champion,  QUAKE 


DeathMatchOS:  1st  Place  Champion 


FragFest  ^s  V.  VI.  VII,  VIII.  IX:  1st  Place  Champion 
Dwango  National  Doom  League:  1st  Place  Champion 


Pi 


^hm 


:e  ^pons> 


Advanced  Micro  Devices  (AMD"")— The  PGL, sponsor 


is  a leader  In  high-performance  processi 


personol  computers.  The  AMD-K6'’'  MMX"  enhanced 
processor  is  the  official  processor  of  the  PGL  and 


the  ideal  platform  for  computer  gaming. 


SHD,  the  flltD  logo,  and  the  combinations  thereot,  and  flHO-Ki  ore  trodemoiks  of  ftdvonced  Micro  Devices,  Inc.  HHX  is  o trodemork  of  Intel  Corporotlon.  PGl.  Professional  Comers'  Leogue,  ond  the 
PCI  logo  ore  trodemorks  of  Professional  Comers'  Leogue.  TEK,  Totol  Entertolnment.  Ploy  It  Cnilne  and  the  TEN  logo  ore  trodemorks  of  T E Network.  Inc.  QUAKE  is  o registered  trodemork  of  Id  Softwore, 
Inc.  The  Id  Softwore  name  and  the  id  logo  ore  trodemorks  of  Id  Software.  Inc.  NFL  Is  o registered  trodemork  of  the  Hotionol  Football  league.  NBA  is  o registered  trodemork  of  NBA  Properties,  Inc. 
Command  S Conquer  is  o registered  trademark  and  Red  Alert  Is  o trademark  of  Westwood  Studios,  Inc.  U.S.  Robotics  and  the  U.S.  Robotics  logo  ore  registered  trodemorks  and  x2  ond  the  x2  logo  are 
trademarks  of  3Com  Corporation  or  its  subsidiaries.  All  x2  products  ore  capable  of  56  Kbps  downloods;  however,  due  to  FCC  rules  which  restrict  power  output  of  service  providers'  modems,  current  dow 
lood  speeds  ore  limited  to  53  Kbps.  Actual  speeds  may  vary  depending  on  line  conditions.  Uploads  from  users  to  service  providers  travel  at  speeds  up  to  28.6  Kbps.  An  x2  modem,  o local  onolog  phone 
line  compatible  with  x2  technology  and  on  Internet  provider  with  x2  service  ore  required  for  these  high  speed  downloads.  See  www.3com.com/x2  for  detoils.  All  other  logos,  trademarks  and  registeri 
trademarks  ore  the  property  of  their  respective  owners.  The  Professional  Comers'  League  will  be  subject  to  oil  applicable  federal  and  state  lows.  The  Professional  Comers'  league  reserves  the’ right 
In  Its  sole  discretion,  to  modify  this  contest  In  ony  monner  whatsoever  (Including,  but  not  limited  to  rules,  prises,  and  start  dote)  os  well  os  the  tight  to  cancel  this  contest  for  ony  reason. 


DRAGON  LORE  ii  • REVIEW 


is  represented  by  a 
status  bar  at  tlie 
top  of  the  screen; 
but  if  you  fight 
intuitively,  with 
your  eyes  on  your 
opponent,  it’s  not 
clear  whether 
you're  getting  any- 
where. fllnit  back- 
ward lurch  could 
indicate  a hit  or  a 
dodge.)  I'm  not 
asking  for  geysers  t 
ofblood,buta  ► gun  CRAZY  You’ll 
bloody  nose  and  a I everything  that  isn’ 
coupleofinfomia-  I you  can  sell  them 
the  gmnls  and 
growls  iiiight  have  been  nice. 

For  that  matter,  the  game’s  docs  fail 
to  address  the  jousting  that  begins  in 
midgamc.  Admittedly,  it’s  a fairly  intu- 
itive, if  laborious,  procedure  — and 
regardless  of  how  you  perform,  the  fix 
seems  to  be  in  on  the  final  result.  (Now. 
that's  aniroying;  If  jou’re  going  to  have 
to  go  through  the  process  of  scoping 
out  and  selecting  your  adversaries,  it 
should  count  for  .something.)  But  I’d 
like  at  least  to  be  certain  what  end  of 
the  stick  I’m  getting,  and  that’s  unclear 
from  the  removed,  third-person  view  of 
the  actual  un,scating, 

DL2  also  has  a bad  habit  of  failing  to 
update  the  gra])hics  to  subtract  what 
you’\'e  collected  in  your  insentor)',  leas- 
ing in  place  objects  that  you'\’e  taken. 

Tire  ultimate  affront  was  m\'  discovery 
that  the  Purple  'I'alon — a stolen  religious 
artifact  that  the  player  needs  to  recover 
early  in  the  game  — is  (he  gift  that  kcc]3s 
on  giving.  You  can  repeatedly  collect  it 
from  your  connection  and  return  it  to  the 
temple  again  and  again— each  time 
receiving  a rew  arc!  and  thereb}’  remos’ing 
money  as  a gameplay  consideration.  (A 
shame,  as  Ciy'o's  gone  to  some  lengths  to 
inject  money  into  the  game — including 
a YahixecAike  dice  contest  at  the  inn  and 
three  Draconian  shops  w here  )'ou  can 
buy  and  sell  supplies.) 

SUCH  A DRAG 

Tliere  arc  other  ])roblcms.  Way  too 
much  time  is  taken  up  b)'  disc-swap[)ing; 

I sometimes  found  niv'self  changing 
them  three  or  four  times  within  a few 
minutes.  A disc  change  may  be  neces- 
sary' to  enter  the  temple  and  always 


find  your  weapons  in  the  armory.  Take 
't  nailed  down.  Even  it  you  don't  use  them, 
later 

happens  when  visiting  the  general  store, 
your  room  at  tlie  inn,  and  at  nightfall  and 
daybreak.  Moreover',  every  time  Werner 
dies,  you  have  In  insert  lOisc  1 to  load  a 
saved-gamc.  No 
thank  yon. 

Conversation 
with  the  rnan- 
nequinlike  char- 
acters is  artless, 
and  the  clioiccs 
you  make  from 
the  mcnir  arc 
nieaningle.ss.  If 
you  ciroose  the 
wrong  tack,  you 
can  aKvays  cycle 
back  until  you 
firid  the  right 
one.  /\nd  its 
sornetinies  a 
source  of  incon- 
sistencies. ^ 

(You’re  told  that 
the  temple  mys- 
tic can  answ  er 
only  one  ques- 

tioii,  as  he  tires  easily,  hut  you  can  never- 
Iheless  talk  his  ear  off  on  related  .sub- 
jects.) Similarly,  lire  compass  w'ith 
which  you’re  eqttippcd  in  the  forest  van- 
ishes once  you  reach  the  city'  proper 
(only  to  return  in  the  maze),  while  the 
game’s  characters  continue  to  feed  you 
compass-oriented  directions. 

Cry'O  has  also  abandoned  the  strategic 
underpinning  that  graced  the  original 
game.  DRAGON  LoRl'i  let  you  influence 
the  endgame  \ ote  by  the  way' you  played 
the  game — or  by  killing  knights  likely  to 
vote  against  you.  Call  it  pride  or  self- 


absorption, but  ] liked  that  M/\sai'.R  OF 
OwON-like  sense  of  being  watched  and 
evaluated.  I expected  that  extra  level  of 
play  in  DL2,  and  its  just  not  here. 

Moreover,  they  haven’t  replaced  it 
with  anything  really  new— a sliame, 
because  Cry'o  did  have  soniething  new 
to  offer  in  its  stead.  If  you’ve  seen  their 
recent  AlLANllS,  y'ou’vc  cx[)cricnced  the 
beguiling  effect  of  smoothly  turning 
through  360  degrees  of  sumptuous  ter- 
rain. lastcad,  DL2  seems  to  have  u.sed 
something  closer  to  the  old  DR/\G0N 
Low*;  engine,  and  the  effect  is  rather 
dated  and  laborious.  (It  can  take  multi- 
ple, odd-angled  mo\’es  to  cover  just  a 
few  feet.) 

in  short,  Cryo  jiust  hasn't  built  on 
Dragon  LoRii’s  successes.  DL2  is  just 
anotlicr  adventure  w'illi  notliing  particu- 
lar to  recommend  it.  'Ihey  can  do  better. 
So  can  you.  % 


DANCES  WITH  GOBLINS  Always  cast  a protection  spell  at  the  beginning  of  combat. 
In  this  battle  with  the  goblins  in  the  under-city  maze,  it  could  spell  the  difference 
between  success  and  failure. 


^APPEAL:  Rendered-adventure  new- 
bies unfamiliar  with  the  originai 
Dragon  Lore. 

VPROS:  Uh...pretty  pictures;  nice  use 
of  tight  to  show  the  passage  of  time; 
music  hits  some  triumphant  notes. 
^CONS:  Littie  of  the  appeal  of  the 
originai  Dragon 
Lore;  sloppy  inven- 
tory and  monetary 
systems;  lots  of 
disc-swapping;  ^ 

weak  combat  feed- 

1? 


back;  generaliy 
uninspired. 


CGW 


ADVENTURC/RPG 


To  go  even  further,  discover  the  totally  ne 


“Outpost  2™  should  be  at  the 
top  of  your  shopping  list  for 
this  fall’s  earlv  releases.” 

Auu  ABOUT  Games 


“An  incredibly  fun  and 
challenging  gaming 
experience.” 


Games  Domain 
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ADii'D+Descenr 

M uoBemBie  coMiiAneii 


Tke  AD6D  game's  most  famous  world,  tke  FORGOTTEN  REALMS^ 

setting,  is  now  powered  ky  tke  award-winning  Descent  engine. 


iNTROni.'ClNG  DtiSCENT  TO  I 'NnHR>iOrNTAIN,  rili:  MO^T 
RliVOUTiONARV  Niiw  ADf-^D  FORGOTrilN'  REALMS 
COMPUTER  GAME  EVER.  I3ASEI)  ON  AN  liNIIANCED,  SVGA 
VERSION  OE  THE  AWARD-WINNING  DESCENT  ENGINE,  VOl' 
ARE  CPLALLENGED  TO  BUILD  .\N  AUTHENTIC  ADf'^’D  CILAR/VCTER 
AND  PLUNGE  DEEP  INTO  UNDERMOUNTAIN  — A 'AVISTING 
DUNGEON  1.AHYR1NTI1  I.OCATED  BENEATH  I'HE  CITY  OE 

Waterdeep.  Here  you  wii.i.  encounter  an  incredible 

360“  WORLD  EILLUD  WITH  SHADOWY  HALLS,  ANCIENT 
CRYPTS  AND  ABANDONED  TEMI'LES  — NOT  TO  .MENTION  A 
TERRIFYING  ASSORTMENT  Oi-  CREATURES  WHO  CALI. 

Undermountain  their  home.  Solve  the  riddle  oi- 

IINDERMOUNTAIN  AND  YOU  WILL  CERTAINLY  A.MASS  A PILE  OE 
GOLD.  Fail  and  you  will  BliCOME  A MERE  PILE  OF  BONES. 


Eiteier  way,  you're  going  down  like  never  before. 

iieseBUliT' 

IlNlliRMQUN^gi 


^ Experience  more  than  25  different  1 evels  that  come 
alive  in  fuO  3D  360°  detail,  from  a dwarven  temple 
to  an  ancient  Eg)'ptian  crypt. 

^ BuilJ  your  ckataoler  using  true  AD&D  role  -playing 

elements  — 6 different  races  and  single  or  multi-classed 
options.  Your  choice  of  character  class  leads  to  unique 
abilities  and  will  also  affect  the  way  the  game  plays  — 
if  you  choose  a thief  character  you  can  climb  walls! 

Battle  more  than  50  different  3D  monsters  — 
sbeletons,  mummies,  giant  insects  and  more... 

beeh  out  and  utilize  more  then  160  magical  items  and 
40  different  spells,  including  the  powerfid  magic  missile 
that  homes  in  on  its  targets  and  the  fireball  that  engulfs 
its  target  in  a shroud  of  flames! 


www.interplay.com 
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'ki^'k'k  REVIEW  • XCAR:  EXPERIMENTAL  RACING 


Price:  $49.99 
Minimiini  System 
Requirements; 
Pentium  60,  DOS  5.0 
or  greater,  256-Golor 
SVGA  VESA  2.0-com- 
pliant  video  card,  2X 
CD-ROM  drive,  16MB 
RAM,  10MB  hard-disk 
space  (minimum 
install),  Sound  Blaster 
or  compatible  sound 
card,  joystick  or 
steering  v/heel. 
Multiplayer  Support: 
Modem  or  null  cable 
(2  players),  LAN 
(2-8  players), 
Designer/Publisher: 
Bethesda  Softworks 
Rockville,  MD 
(301)  677-0700 
www.xcar.com 
Reader  Service  H:  336 


Xtraordinary, 
Yet  Xasperating 


by  Gordon  Goble 


W ROUGH  RIDERS  Without  a 3Dfx  card,  XCar  (and.  in  particular, 
I the  cars  themselves)  won’t  get  much  smoother  than  this. 


If,  iis  in  some  revelation  from 
an  episode  of  Outer  UmiLs, 

David  Kaemmer  and  liis 
associates  at  ftpynis  Design 
Group  liad  never  existed, 

XCarj  Experimfntai, 

R\C1NC;  would  novvbe  the 
second-best  racing  simula- 
tion for  llie  PC.  As  it  is, 

XC/M^  trails  all  of  the  latter- 
day  Pa|5ynis  offerings  as  well  as 
MicroProscs  GiW'ID  Prk  11  in  the 
race  for  flie  checkered  flag.  At  least 
it  qualifies  as  a sim,  sometliing  diat 
can’t  be  said  for  tlie  .supposedly “autlientic" 
racing  games  that  have  surfaced  rccenfl}'  in 
lliLs  .still  painfully  uninhabited  genre. 

In  fact,  Betliesdas  look  at  tlx:  “next  gen- 
eration of  closed-wlieeled,  closcd-cockpit 
race  cars"  may  well  be  tlie  most  difficult 
racing  gimc  ever — from  botli  a drivers  and 
a nx:chanic’s  perspectiv  e.  Imagine  a .setup 
module  lliat  makes  even  GRAND  PlUX  ll’s 
“adv'anced"  setu])  area  seem  pale  in  com- 
{xirison,  or  a car  physics  model  that  at  full 
realism  is  more  sadistic  than  realistic,  and 
you’ve  got  an  inkling  of  what  XC, -Ml  is  like. 

Unfortunately,  XCar  is  so  difficult  that 
it  borders  on  aniroying  ratlx;r  Ilian  chal- 
lenging—not  quite  capturing  (lie  feel  of 
die  vvlx:cl  as  accurately  as  PaiiyTiis’  racing 
products  and  throwing  simply  too  much 
effort  and  too  niucli  of  thegimc  into 
garage  and  testing  facilities,  llie  sad  tnitli  is 
that  tlie  only  way'  most  of  as  will  find  enjoy- 
ment in  this  ambitious  birt  mildly  misfiring 
effort  is  by  detuning  dx:  audieiiticity  and 
treating  it  as  an  arcade-tyjie  racer — albeit 
one  of  the  most  enjoyable  and  certainly  fix; 
most  realistic  ever  made, 

I'LL  TAKE  THE  YUGO 

XC/\R  gives  you  a choice  from  among 
17  .slightly  futuristic  “sports  prototype” 


cars  — gorgeous  little  hunks  of  machin- 
ery' that,  as  in  real  life,  can  take  advan- 
tage of  mankind’s  latest  mechanical  and 
electronic  breakilirouglis.  Unlike  in 
CART  or  NASCAR,  there’s  almost 
nothing  a smart  mechanic  can’t  do  to 
one  of  these  muscular  beasts,  soniclhing 
that’s  reflected  ill  the  absolutely  mon- 
strous XCar  garage  area,  which  is  more 
like  a scientific  laboratory  (see  “ATrip 
Down  XCar’s  Pit  Row”  sidebar). 

Once  you’ve  selected  from  the  field  of 
cars  (which,  contrary  to  the  usually  infor- 
mative XCar  manual,  perform  ciuitc  dif- 
ferendy  from  one  another  even  before 
yrou  begin  tweaking),  you’re  off  to  the 
races.  Eleven  tracks  await,  ranging  from 
simulated  real-life  circuits  to  completely 
imaginary  courses  of  the  Need  I'OR 
Speed  variety.  You  can  tackle  them  as 
single  events  or  as  part  of  a cusloin- 
designed  series,  and  in  practice,  qualifi- 
cation, or  race  niodes. 

Witli  full  realism  .switched  on,  you’ll 
find  that  XCar  strives  to  go  the 
NASCAR  Racing  2 route,  but  fails  lo 
deliver  on  several  levels.  Most  critically 
and  most  obviously,  its  just  too  liard  to 
hop  into  one  of  these  babies  and  drive 
cleanly'  on  anylliing  but  straightaways  or 


w'icic  comers,  never  mind 
emerge  victorious  in  a 
race.  Granted  it  was 
meant  lo  be  difficult,  but 
many  of  tlie  problems 
you’ll  experience  stem 
from  inconsistencies  and 
problematic  phy'sics. 

I first  realized  just  how 
lough  driving  an  XCAlt 
can  be  during  the  iniagi- 
nary“Scalde  Grand  Prix.” 
Boink,  boink,  boink. . .like 
a pinball,  I bounced  from 
wall  to  w'all  to  wall  on  a narrow  two-lane 
ramp  at  just  80  nipli.  In  real  life,  i’ve 
managed  to  keep  niy  wifes  '94  Escort 
blcmish-frce  on  that  very  same  ramp  at 
that  very  same  speed,  so  being  unable  lo 
do  so  with  a .sports  |irototypc  of  any 
description  made  no  sense.  And,  yes,  I 
tinkered  with  setup  and  jumped  from 
joy'stick  lo  wlicci  and  back  again  with  no 
ajipredable  difference. 

WIPE  OUT 

With  cars  tliat  sometimes  look  too 
large  in  the  foreground  and  too  small  in 
llie  distance,  (he  games  scaling  also  takes 
some  getting  used  lo,  as  docs  tlie  oli-so- 
strange  feeling  lliat  the  scenery  is  moving 
past  you  rather  than  vice-v'ersa.  Add  the 
harrowing  nalurc  of  XCaRs  often  ribbon- 
thin  circuits  and  the  pos.sibi]ily  of  program 
crashes  (1  encountered  a number  of  tlx;ni 
on  two  distinct  machines),  and  you've  got 
one  lieck  of  a frighlfest. 

Altlinugli  the  game  looks  pretty  fair 
on  a high-end  Pentium  with  a 3Dfx 
video  board,  you  should  c.vpect  to  lo.se 
some  detail  or  frame-rate  speed  if  your 
rig  doesn't  meet  those  requirements.  In 
either  case,  the  exquisite  look  of  Crand 
Prk  II  or  llie  flat-oul  beauty  of  Neeii 
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XCAR:  EXPERIMENTAL  RACING  • REVIEW 


I A Trip  Down  XCan's  PH  Row 


There'S  just  one  mechanical 
rule  in  XCar’s  class  of  racing: 
If  it  makes  the  car  go  fastei; 
do  it.  XCar  pulls  no  punches 
in  the  modification  department,  pack- 
ing the  most  complete,  if  not  impos- 
ing, setup  of  any  racing  game  cur- 
rently available. 

. Admittedly,  the  physics  behind 
your  car’s  actions  and  reactions  in 
the  heat  of  battle  aren’t  always  per- 
fect, but  if  you  can  live  with  the 
miscues,  XCar  is  a mechanic’s  par- 
adise. intricate?  Take  a gander  at 
the  “aerodynamics”  section;  You 
can  choose  from  single  or  multiple 
wings  at  both  front  and  rear  before 
determining  the  length,  width,  and 
angle  of  each,  and  even  the  size  of 
the  endplate.  Then,  of  course,  you 
can  fiddle  with  the  underbody  rake 
angle  to  further  increase  or 
decrease  ground  effects.  Whew! 


Apart  from  aerodynamics,  • 
there  are  literally  dozens  of 
engine,  fuel,  gearing,  braking, 
and  suspension  adjustments 
you  can  make— an  amalgam 
of  all  that’s  complex  in  the 
genre’s  top  titles.  The  steer- 
ing section,  with  its  numerous 
compensations  for  control 
devices  and  personal  prefer- 
ences, is  a particularly  good 
place  to  spend  some  time 
before  moving  elsewhere. 

The  really  good  news  is 
that  XCar  drivers  won’t  have  to 
leave  the  testing  grounds  to  audi- 
tion their  setups.  No  fewer  than 
four  test  tracks  (oval  for  top  speed, 
drag  strip  for  acceleration  and  brak- 
ing, skid  pad  for  cornering,  and 
slalom  for  handling)  will  handle  that 
for  you.  Are  the  results  believable? 
Only  a futurist  would  know  for  sure, 


but  the  telemetry  and  tech  displays 
seem  to  remain  consistent  through- 
out the  testing  context. 

With  a visual  presentation 
nowhere  near  as  sleek  as  that  of, 
say,  6RA^D  Prix  II,  the  XCar  garage 
area  won’t  win  any  aesthetics 
awards,  but  it  will  keep  you  busy- 
very  busy. 


FOR  Sl’IlRl)  11  just  isn’t  in  the  cards.  My 
personal  enjojinent  \va.s  further  ham- 
pered by  sporadic  audio  dropouts,  dam- 
ageless accidents,  graphic  po[>-throughs, 
extremely  |)ixelatec!  cars,  and  an  only 
marginally  attractive  and  \'er}'  sexist 
championship  celebration. 

Nc\  crtlieless.  and  despite  all  m\-  whin- 
ing, XC.\R  does  a number  of  things  right. 
Engine  notes  arc  full,  rc\'erbcratiiig 
tiirough  tunnels  and  reaching  lovely  higlis 
and  lovs’s.  In-car  options  and  tools  are  plen- 
tiful, including  overhead  niininiap.s,  a haf- 
conhollcd  POV  (forward,  left,  right,  and 
behind),  mirx)r  mechanical  alterations 


► CATCHING  AIR  The  XCar  physics 
model  can  do  strange  things  at 
times— here,  skidding  a car  airborne  at 
just  37  mph.  Fortunately,  cranking 
down  the  realism  seems  to  get  rid  ot 
such  oddities. 


from  within  tlie  cockpit,  accurate  rearview 
mirrors,  and  an“on-llre-wiixlshield”  HUD 
crammed  u-ith  infomiation. 

Competitors  are  pretty  smart,  but  not 
smart  enough  to  react  to  you  if  you  com- 
mit driving  errors.  Ileplays  arc  magnifi- 
cent, with  real-time  readout,s  and 
telemetry,  multiple  perspcctiv'cs,  and  all 
the  periphery  of  an  editing  .suite. 

Another  thing  XC.AR  does  very  well  is 
graphically  showcase  your  vehicle’s 
shortcomings  and  strengths  in  relation  to 
those  of  your  foes.  1 found  myself  in  a 
three-lap  race  with  one  fellow,  getting 
consi.stcntly  outgunned  through  the 
same  two  sweeping  corners  while  recap- 
turing ground  on  the  tight  turns  and  the 
pair  of  straightaw'ays.  Considering  all  the 
factors  of  this  event  and  the  settings  of 
111)'  car,  it  made  perfect  sense,  and  1 was 
able  to  remedy  the  situation  later.  Nice. 

AT  THE  FINISH 

'Ihe  best  part  of  XCAlt  comes  when 
yoiu'c  switched  on  the  steering  help, 
taken  damage  off,  decreased  the  abilit}' 
of  your  opponents,  and  loosened  up  a 
bit.  Suddenly  you  can  take  ])leasure  in 
the  thing  and  experience  the  wide  vari- 
ety of  the  courses — from  oval  to  moun- 
tain rollercoaster  and  figure  eight — 


without  the  fear  of  ultimate  destruction 
around  each  bend.  Although  it  isn’t  a 
full-bore  sim  in  this  mode,  it’s  the  next 
best  thing  and  very  enjoyable. 

XCaR;  EXPFRtMliNTAL  RACING 
valiantly  attempts  to  go  where  few,  if  any, 
have  5])ed  before.  It  makes  an  interesting 
addition  to  any  computer  driver’s 
library — if  they  fully  understand  its  limi- 
tations beforehand.  % 


^AJVEAL:  Hard-core  tinkerers  and 
fanatical  cyber-mechanics.  Sim  drivers 
who  thought  NASCAR  RAaNC  2 was 
too  easy  and/or  predictable.  Arcade- 
racing ^ns  who  want  a new  level  of 
authenticity. 

^PROS:  Deep,  really  deep  vehicle 
modification  area,  complete  with  test 
tracks  and  telemetry;  loads  of  user 
options;  multiple  POV  perspectives; 
sophisticated  VCR  component;  truly 
“fun”  to  drive  once  realism  has  been 
detuned. 

^CCMMS:  Driving  model  is  just  too 
hard  and  seemingly  too  wonky  at  full 
realism;  most  road 
courses  are 
extremely  narrow; 
rough-looking  cars 
and  occasional 
choppy  graphics  on 
anything  other  than 
a 30fx  card. 
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pm  [le  loo  ioose,  "They  ^ 


Pjz.ivB'T^o  Fi^^,  TH^yfu  youi  JSi^ci^eSS. 
'PF'iVB  -7i>o  a^L-L  You  ^idrt'BSS. 

[a//aJ,  Af^tp  SAY  y^djese. 


They'll  draft  you,  bump  you,  steal  your  line.  You'll  try  to  return  the  favor.  This  is  NASCAR  Racing  2.  Add  the  NASCAR^  Grand  National®  Series  Expansion  Pack 


0iw7s:i 


NSSCAR.  GRAND  NATIONAL  ■ SERIES  EXPANSION  PACK 


for  12  tricky  new  tracks  and  30  crafty  new  opponents.  Buckle  up.  www.sierra.coni/nascar2. 

fsprru)"  ordriit  Papyiui  lo^oaro  badcmoilu  ot  Pap^rui  NASCAR^  Grand  Nfll'tonolS)  Serial  Eipmiikin  Potl  ti  aWir'iolly  Ikonscd  by  NASCAR  1997  NASCARvI 
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REVIEW  • DIAMOND  HIND  BASEBALL  7.0 


Price:  $49.95 
Minimum  System 
Requirements:  366  PC 
(486  or  Pentium  recom- 
mended for  number 
crunching),  500K 
memory,  4MB  hard- 
drive  space. 
Multiplayer  Support: 

None. 

Designer:  Tom  Tippett 
Publisher: 
Diamond  Mind,  Inc. 
Lexington,  MA 
(800)  400-4803 
www.diamond-mind.com 
Reader  Service  d:  327 


By  die  Numbers 

Diamond  Mind  Isn’t  Pretty,  But  It  Deserves  a Turn  at  Bat 

by  Jim  Gindin 


111  ii  genre  wIk-ic  .sliinning  Iwo- 
minulc  o]x:niiig  scc]iiciKCS  are 
l)ec( lining  tlx;  iKinn,  baseball  still 
has  a handfui  of  dedicated  simula- 
tions tliat  are  tuned  into 
iJic  beauty  of  tlx;  games 
niinibci's  ratlicr  tlian  tlx; 
picliirc.s(|iie  nature  of  tlx; 
field  of  [}lay.  DlAMONl") 
MindBa.s1'IWl7.0  Lsllic 
rau^cstof  tlx;  baseball  simula- 
tions — its  com[)lelely  text-based. 

It  still  mns  in  a DOS  window 
(mouse  su[)|)or1  having  been 
added  as  an  afterthought  a cou- 
ple of  veisioiis  back). 

But  don’t  let  that  ftnil  )ou. 

Inside  this  small,  slightly  clut- 
tered a,sscmblage  of  menus  and 
data  lies  tlic  riclx;st  store  of  play- 
by-pla)'  description  and  baseball 
simulation  power  available. 

Version  7.0  gives  you  the  option 
of  playing  jiitch  by  pitch  ratlxir  lhan  batter 
by  batter,  all  without  sacrificing  accuracy. 

SWEET  STATS 

In  DI/VMOND  Mind,  tlx;  ideal  Ls  to  pro- 
duce seasons  in  which  tlx;  league  slug- 
ging percentages  and  Ell'\s  come  close 
to  matching  real  baseball.  Shortstops 
such  as  Milwaukee’s  )osc  Valentin  reach 
more  grouixl  balls  and  provide  moresup- 
[lort  for  llieir  ijilchcrs  than  do  weak- 
ranged  fielders  like  Chicago’s  Ozzic 
Guillen.  And  a hitter  used  to  the  friendly 
tliin-air  atmosphere  of  Coors  Field  won't 
hit  nearly  as  well  if  traded  to  a team  with  a 
more  neutral  home  ball[)ark- 

Players  can  var)'  from  tlx;ir  real-life 
totals,  but  overall  league  perfomiances  will 
minor  baseballs  mimlrers.  Ken  Griffey  Jr., 
for  example,  might  hit  36  homers  in  oix; 
season  and  30  tlic  next.  \Vliat  )Ou  won’t 
see  in  Dlwidnd  Mind  arc  journeymen 
outfielders  grabbing  Cold  Glos'c  awards 
or  pitchers  winning  25  gamas  and  striking 
out  3U0  batters  wiicn  in  real  life  they  com- 
piled a 6.50  li'-llA. 


Tlie  pitch-by-pitch  mode  isn’t  perfect, 
but  it  nicely  simulates  "control  pitchers.” 
Thus,  Greg  Maddux  can  throw  com- 
plete games  with  fewer  than  100  pitches. 


sj'stem.  It  kce[)s  a wealth  of stalLsTics,  but, 
suTjirisingly,  it  only  compiles  Ibp  10  lists  for 
tlie  leagues  leader  Ixraid  in  each  statistic.  If 
lliere’s  one  major  wcakixss  in  DlvMOND 


PERSONALnv  It  isn’t  iTiuch  to  look  at,  but  Diamond  Mind  EIaseball  7.0  holds  a wealth  of  info. 


whereas  Wilson  Alvarez  will  need  more 
than  tiiree-and-a-half  pilches  per  bat- 
ter—yet  Alvarez  and  Maddux  will  have 
similar  strikeout  numbers.  Batters  who 
rarely  strike  out,  such  as  '^Ibny  Gw'ynn, 
perfomi  realistically  as  is'cll. 

ROBUST  ROTATIONS 

Of  course,  no  simulator  is  complete 
witlioiit  a league  managemcnl  function. 
D1/\.M0ND  Mind  lets  you  adjust  your  team 
roster  in  many  wajn,  providing  a biisic  liix;- 
up  against  right-  and  left-handed  pitching. 

It  also  lets  you  set  dc[>lh  charts  to  substitute 
for  starters,  so  lhat  yon  could  have  Mike 
Kelly  start  H [x;rcent  of  Cincinnatis  grimes 
against  right-handers.  You  set  starting 
pitching  rotations  and  depth  charts  for 
mopr-up  relief,  long  relief,  setup  men,  anrl 
closers.  Dlvmond  Mind  c\’en  provides  the 
ability  to  enter  a log  of  transactions  for 
teams,  specifying  roster  changes,  trades, 
and  injuries  for  tlx;  entire  season. 

TIk  simulation  nins  very'  quickly,  play- 
ing tlirough  a full  seasons  wxirth  of  games 
in  less  than  an  hour  on  a low-end  R;ntium 


Mind,  its  the  old-fashioned,  limited  statis- 
tics presentation.  For  a gime  that  tnteks  so 
much,  tlierc  should  lx;  a better  interface 
for  examining  tliosc  statistics. 

All  in  all,  DlWlOND  MlNi3  Is  tlx;  premier 
baseball  simulator  on  tlx;  market  today.  It 
provides  all  the  tools  you  ix;ed  to  pixxluce 
realistic,  coni]x;titK'e  leagues. 'nx;re’s  a 
schedule  generator  and  tlx;  ability  to  create 
your  own  players,  teams,  and  ballpaiks.  %!! 
won’t  find  bihnaps  of  players'  faces,  pretty 
balipadc  backgrounds,  or  animation  of  any’ 
sort.  But  you  will  find  a rare  understanding 
of  baseball  and  its  numbers.  % 

^APPEAL:  Baseball  fans  who 
crave  statistical  realism  above  ali. 
^PRO&  Incredible  accuracy;  pitch- 
by-pitch  simuiation;  flexible  team 
management. 
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sweat  the  details 


16  BOATS  TO  CHOOSE  TROM 


btrap  in  and  ihromG  up  as 
vnu  whip  through  the  most 
TGalistic  and  imniGrsivG 
powGi'boar  racing  gamG 
GVGr  madG.  Jump  ovGr 
roadways  and  through 
passing  convoys  or  speed 
bGiwGGO  oii  tankers  before 
they  ciose  off  the  track 
and  turn  your  boat  to 
spiinters.  Find  a shortcut 
and  take  the  iead,  or  better 
yet,  secure  your  victory 
and  force  your  opponent 
into  a river  barge  i 
at  200  miles 
, per  hour. 


• Divq  unilor  waror,  crash  thrnugii 
waves  and  careen  off  jumps. 

• I ullv  inreruclive  .ID  envlrunmenrs 
rhar  continually  change  during  races. 

• Race  cumputer  opponents  or  compete 
witli  up  to  eight  networked  players. 

• Eight  super-intense  racetracks  fi'um 
around  itie  world  to  tear  thraugli. 

• Can't  find  a worthy  opponent?  Race 
your  "ghost'' using  your  own  best  time. 


Check  out  the  lunnets  but  dun'l 
net  too  friendly  wiiii  the  walls. 


See  llie  stohis  In  IMovv  York, 
but  wuicli  out  for  ilie  cobsl 


Split  your  screen  4 ways  and 
play  3 triends  stniulianeously. 


Available  January '98!  - 

16815  Von  Karman  Avenue 
Irvine,  CA  92606 
www.vrsports.com 


Use  lirst-persnn  ar 
ilitrd-persnn  “flo-cam”  to 
curcli  all  ilio  uctioni 


PloySratlon. 
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REVIEW  • ABC'S  MONDAY  NIGHT  FOOTBALL  '98 

Ruby  Monday 


Price:  S39.95 
Minimum  System 
Requirements: 
Pentium  100,  Windows 
95,  16MB  RAM,  2x 
CD-ROM  drive,  Sound 
Blaster  16  or  compati- 
ble sound  card,  2MB 
video  card,  14, 4K 
modem:  Internet  ser- 
vice provider  required 
tor  multiplayer  games. 
Multiplayer  Support: 
Hotseat.  Internet,  LAN, 
modem  (2  players). 
Developer:  OT  Sports 
Publisher: 
ABC  Interactive 
www.abcinteractive.com 
Reader  Service  #;  328 


Last  Year’s  Benchwarmer 
Looks  Like  This  Year’s 
MVP  Contender 


by  Dennis  McCauley 


DENNIS  DOES  DALLAS  MONDAY  NiGHT  FOOTBALL  '98  features  TV-style 
matchups  of  all  the  NFL  teams.  The  game  is  often  unusually  low  scoring, 
as  shown  here,  where  the  Cowboys  would  normally  be  up  by  about  30, 


Witli  sports  gamers 
suffering  their 
share  of  disap- 
]X)inlmenLsrecenl- 
h’,  its  great  to  see  a 
game  plan  come 
together.  Such  is 
the  case  vs  ilii 
ABC’s  Mond,-\V 
NICIITI'OO'IB/MJ- 
’9iS  from  ABC  Interactive  and  OT 
Sports.  MNl"  ’98  Ijiiilds  on  last  year’s  ver- 
sion, which  debuted  to  only  mediocre 
reviews.  Wdiile  fans  cnjo)’ed  the  innova- 
tive play-calling  interface  and  Internet 
games,  they  ultimately  were  tiimcd  off 
by  a weak  Al,  so-so  graphics,  and  Iteavy 
sj'stem  demands. 

After  coming  up  short  last  season, 
designer  DougWiatley  and  the  crew  at 
OT  Sports  went 
back  lo  the 
chalkboard, 
keeping  tbe  best 
of  MNICancl 
focusing  their 
efforts  on  the 
weak  .spots,  Tlic 
rc,su!ls  .should 
please  hard- 
core and  casual 
football  fans 
alike,  Tliencw 
Al,  for  c-vample, 
is  as  challenging 
as  you'll  find  in 
a computer 
.s|)orts  simula- 
tion. Home  PCs 
have  caught  up  with  MNh'  in  the  last  12 
months,  as  well,  \Vliile  many  griped 
about  la.st  year’s  requirement  of  l6-bit 
high  color,  the  influx  of  30  video  cards 
and  chea[)er.  faster  MMX-based 
Pentiums  has  made  MNI''  '98  quite 
accessible  to  the  tyj^ical  home  system. 


Back,  too,  is  the  T\^-.sludio  front  end 
that  so  effectively  sets  the  Monday 
Nioi  IT  Poomvi.i,  atmosphere,  h’roni 
the  catchy  ITank  Williams,  |r.  “Rowdy 
Friends”  theme  song,  to  the  insightful 
pregame  commentary  from  Al 


Miciiaels,  Frank  Gifford,  and  Dan 
Dierdorf,  it’s  clear  that  this  is  no  mere 
Sunday  afternoon  game.  Additional 
star  quality  is  provided  by  Chris 
Berman's  halftime  report,  and  Unin 
Swann,  wlio  appears  with  occasional 
sideline  commentary. 


SCRIMMAGE  LINE 

I'rom  the  studio  screen,  jslayers  have 
an  oi)portunity  to  pick  their  teams  for  a 
casual  matchup,  examine  team  rosters, 
or  select  league  play.  MNF  should  suit 
)'()ur  taste  in  ganiepla)',  from  CPU-vs,- 
CPU  quick  sims  to  multiplayer  action 
via  serial  cable,  LAN,  or  the  Internet. 
Also  included  in  this  years  edition  is  hot- 
seated,  local  Iwo-player  action. 

Once  past  the  familiar  front  end, 
MNI”  veterans  will  immediately  note  tlie 
enhanced  graphics.  Tlie  new  player 
sprites  are  roughly  twice  as  large  as  last 
year’s,  have  a more  distinct  appearance, 
and  feature  readable  jersey  numbers. 

Tlie  gameplay  has  upped  the  ante  as 
well,  with  the  small  details  signaling 
quality  design.  Steve  Young,  for  exam- 
ple, is  realistically  depicted  as  a lefty' 
passer.  NFL  fans  will  likewise  be 
pleased  to  see  QBs  throwing  the  ball 
aw'ay  under  pressure  to  avoid  sacks. 
MNI'”  '9S’s  player  animations  have  a 
more  authentic  look,  although  they 
occasionally  gel  tangled  up,  especially 
after  time-outs.  If  lliere’s  a gripe  with 
the  visuals,  it’s  the  generic  stadiums.  In 

Monday  Nici  rr  Focriii/vi.t.,  the  his- 
toric frozen  tundra  of  Liimbeau  lucid 
looks  just  like  the  frozen  tundra  of  the 
other  29  NFL  venues. 


rYES,  WE  HAVE  FROZEN  TUNDRA  No  realistic  football  sim  would 
be  complete  without  the  ice-cold  frozen  tundra  of  Lambeau  Field, 
Too  bad  the  stadiums,  in  general,  look  so  much  alike. 
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to  reality 


GET 
THE  NEW 
R.EM 
CD-ROM 


3Df*  and  Windows95  Native  Hybrid. 


Experience  extreme  RapicJ  Eye  Movement  in  this  visuaily  spectacular  3DFX  action-adventure  same. 
Dreams  to  reality. . . iive  out  your  wildest,  most  vivid  dreams ...  if  you  dare. 
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REVIEW  • MOMDAY  NIGHT  FOOTBALL  '98 


If  you  iiavo  an  ear  for  football,  you’ll 
get  a kick  out  of  IVlNMi  ambient  sounds, 
which  are  dead-on.  Air  horns,  crowd 
noise,  referee  whistles,  crashing  hel- 
mets, and  grunts  combine  to  add  a large 
do!lo[)  of  football  flavor.  Isvcn  the  coin- 
mentar)’  of  the  broadcast  crew  seems 


improved,  although  Michaels  occasion- 
ally states  the  yard  line  as  the  gain  on  the 
play.  1he  special  teams  mode!  also 
needs  some  additional  practice  time. 
Missed  extra  points  arc  frc()iient,  and 
the  occasional  kick  returner  fails  to  nin 
after  fielding  the  liall.  Punters  don’t 


Just  how  easy  is  Monday 
Night  Football’s  play  editor? 
Here’s  one  example: 

' ••  Coaching  the  Packers,  I wanted  to 
draw  up  a swing  pass  to  RB  Dorsey 
Levens,  With  most  sims,  you  could 
spend  hours  designing  and  testing  a 
play  even  as  simple  as  this.  With 
MNF.  however  you  can  work  the  Xs 
and  Os  in  seconds. 

: Selecting  the  Edit  option  in  a Pro 
Set  pass,  i switched  to  l-formation, 
and  highlighted  flanker  Robert 
Brooks.  Brooks  was  sent  in  motion 
left,  dragging  a defensive  back 
along,  thus  giving  Levens  one  less 
man  to  beat  on  the  strong  side. 
Clicking  on  Levens  to  make  him  the 
primary  receiver,  I selected  the  right 
flat  from  the  numerous  choices  on 
the  pass  route  tree.  To  open  the 
strong  side  more,  I directed  TE  Mark 
Chmura  to  run  a slant  to  the  middle 
of  the  field.  Since  '’Chewy”  will 
attract  a linebacker  in  pass  cover- 
age, this  provides  even  more  run- 
ning room  for  Levens.  The  results? 

A five-yard  gain— just  what  I was 
looking  for  Total  time  spent  in  play 
design?  About  20  seconds. 

Be  sure  to 
turn  off  the 
play  clock  in 
the  options 
menu  while 
you're  learning, 
or  else  you’ll 
be  tagged  with 
five-yard  walk- 
offs  for  delay 
of  game.  The 
play-calling 
system  makes 
audibles  a 
snap,  too. 


Simply  right-click  to  bring  up  a 
menu  of  plays  that  you  can 
change  at  the  line  of  scrimmage. 

Actually,  my  swing-pass  example 
doesn’t  begin  to  show  the  depth  of 
Monday  Night  Focttball’s  play-design 
interface,  which  gives  players  the 
ability  to  manipulate  virtually  any 
aspect  of  football.  Each  player  can 
be  given  a variety  of  authentic 
assignments.  Blocking  patterns  can 
be  changed  for  linemen.  Quarter- 
baclG  can  take  varying  drops,  roll 
out,  or  fake  handoffs.  Defensive  play 
Is  especially  sophisticated,  with 
options  for  man-to-man,  zone,  or 
combination  pass  coverage.  Within 
each,  there  are  subsets  that  account 
for  formations,  coverage,  line  play, 
blitzes,  and  reads.  The  diagrams  in 
the  play  caller  show  what  your 
selections  will  look  like  when  the  ball 
is  snapped.  Perhaps  the  most  excit- 
ing aspect  of  MNF  is  its  easy  access 
to  such  difficult  choices.  You  don’t 
need  to  be  a football  expert  to  delve 
into  pro  football's  most  complex 
equations.  Monday  Night  Football 
'98  has  literally  opened  the  NFL's 
playbooks  for  you. 


^ READY  FOR  HIS  ViaORY  LAP  Jeff  George  in  the  pocket.  Note 
I the  back  assigned  to  stay  home  and  pass  block. 


.&ukngFM{(.N|  07920 


Return  this  card  for  your  free  AT&T  WorldNet  Service 
.software  featuring  Microsoft  Internet  Explorer  4.0! 

And  get  online  for  a cFiance  tdwiri’in  our  'Travel  the  World"  Sweepstakes. 


to  RUH  AT&t  WOBLiwn  SfRVia  0«  YOUR  IBM-fOMPWIStt  PC 
YOU  WIL  NEtD:  An  ]8M-compatible  computer,  2)  A 486/66 
processor  or  fester.  3)  Microsoft*  Windows  95.  4)  8 MB  RAM  min- 
imum, 16  MB  RAH  suggested,  and  43-80  MB  of  available  hard 
disk  space.  5)  An  internal  or  external  modem  running  at  14.4 
kilobits  per  second  or  fester.  6)  A phone  line  connected  to  your 
modem  but  not  connected  to  a LAN  and  not  an  ISDN  line. 


Iget  your  free*  month  and 
1 Internet  Explorer  4.0,  download^ 
,v.  worldnet.umcom.net/con] 


name 

address 

apt. 

city 

state 

zip 

home  phone 

business  phone 

are  you  an  AT&T  Long  Distance  customer? yes  or no 

do  you  own  a PC? 


do  you  own  a CD-ROM  drive? 
do  you  have  Windows®  95? 

No  purchase  necessary.  Sweepstakes  ends  1/28/98.  For  official  rules  and  alternate  entry,  write  to  AT&T  WorldNet  Rules,  P.O.  Box  7084, 
Melville,  NY  11775-7084.  See  complete  sweepstakes  rules  on  opposite  page.  Microsoft  and  the  Microsoft  Internet  Explorer  logo  are  registered 
trademarks  or  trademarks  of  Microsoft  Corporation  in  the  United  States  and/or  other  countries.  ‘Telephone  access  and  other  charges  and 
taxes  may  apply.  Other  terms  and  conditions  apply.  ®1997  ATST. 


AT&T 


NO  POSTAGE 
NECESSARY 
IF  MAILED 
IN  THE 

UNITED  STATES 


BUSINESS  REPLY  MAIL 

FIRST-CLASS  MAIL  PERMIT  NO  1656  FARGO  ND 


POSTAGE  WILL  BE  PAID  BY  ADDRESSEE: 

AT&T  WorldNet®  Service 
Mail  Stop  #255 
4325  13th  Avenue  SW 
Fargo  ND  58103-9872 


I.ImImmIIII ll,l.l.,lnl.lM.lMUI.i.ll 


AT&T  WorldNet'Service  now  features 
Microsoft  Internet  Explorer  4.0 
for  new  and  current  users! 


Win  our  sweepstakes 

and  say  bye-bye  to  your  friends. 


Enter  the  AT&T  WorldNef 
"Travel  the  World"  Sweepstakes  and  you 
could  win  a free  trip  around  the  world. 

You  could  go  to  Africa  or  Japan.  Win  a trip  around  the  world.  Or  any  of  numerous  other  prizes. 
To  enter,  just  visit  the  website  below,  and  follow  the  prompts.  If  you  don't  have  AT&T  WorldNet 
Service,  call  toll-free  for  free  software  at  1 888  4WNSIE4,  ext  424  (496-7434,  ext.  424). 
Or  download  it  at  our  website  and  get  your  first  month  of  AT&T  WorldNet  Service  free.*  You'll 
get  fest,  reliable  Internet  access  - including  Microsoft  Internet  Explorer  4.0.  Makes  browsing 
easier  and  more  personal  to  give  you  the  web  the  way  you  want  it  So  give  it  a go. 

To  get  your  free*  month  and 
Microsoft  Internet  Explorer  4.0,  download  at 
www.worldnet.unicom.net/cojnputer 


IAUbT 


’Telephone  access  and  other  charges  and  taxes  may  apply.  Other  terms  and  conditions  apply.  ® 1997  AT&T.  All  Rights  Reserved.  No  purchase  necessary.  Sweepstakes  ends  1/28/98.  Void  where 
prohibited.  For  official  rules  and  alternate  entry,  write  to  AT&T  WorldNet  Rules,  P.O.  Box  7084,  Melville,  NY  11775-7084.  See  complete  sweepstake  rule  on  opposite  page. 
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3D  graphics! 

Monster 


3D  sound! 


(Gaming  has 


never  been 


SO  fierce.) 


Monster  3D: 

Wicked  Direct  3D  and  Glide  Gaming  action 
» Award-winning,  realistic  3D  performance 
Works  with  your  existing  graphics  card 
>-  Bundled  with  more  than  20  free  games 


••ssps®  nm  taRS  _ 

Ir3  m ^ 

^ 

Visit  www.diamondmm.com/monstersound 
for  your  chance  to  win  Monster  Sound 
and  Monster  3D! 


It  doesn’t  just  surround  you.  It  swallows  you  with 
realistic,  heart-pounding  3D  sound.  And  now,  when  you 
combine  the  amazing  new  Monster  Sound  PCI-based 
3D  audio  card  with  our  award-winning  Monster  3D 
graphics  accelerator,  you’ll  have  the  ultimate  gaming  system  for  your  Windows  95  PC. 
Using  ground-breaking  A3D  Interactive  technology  from  Aureal— initially  developed 
for  NASA  virtual  reality  simulators— Monster  Sound  provides  stunning,  digital-quality 
3D  positional  sound.  And,  according  to  Computer  Gaming  World,  the  Monster  3D 
graphics  card  is  the  ideal  solution  “for  no-holds-barred  blistering  3D  performance.” 
Separately,  they  bring  the  absolute  best  out  of  today’s  most  outrageous 
games  and  Web  sites.  Together,  they  deliver 
performance  that  blows  everything  else  away. 


Accelerate  your  world. 
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W BLIMP'S  EYE  VIEW  MNF  '98  features  10  camera 
I angles.  This  blimp  view  is  great  for  checking  out 
I pass  coverages. 

seem  to  account  for  field  po,sition,  as 
their  kicks  inside  the  50-)'ard  line  invari- 
ably sail  into  the  end  zone.  0\'erall, 
though,  MNF  ’98  has  a crisp  look  that 
adds  visual  appeal  to  what  is,  at  its  heart, 
a very  sophisticated  Xs  and  Os  siin. 


SMASHMOUTH  FOOTBALL 

Thats  not  to  say  tiiat  MNI"  doesn’t  fea- 
ture worthwhile  arcade  elements.  'Hie 
game  provides  support  for  six-button  io)'- 
sticks,  and  is  quite  challenging  in  action 
mode.  However,  tlie  depth  at  which 
MNF  ’98  explores  tlie  strategic 
aspects  of  tlie  NFL  makes  it  seem 
more  like  tliis  years  game  of  choice  for 
serious  pro  football  fans,  raflier  than 
caipa!  tunnel  bait  for  joj^ick  jockeys. 

Tlie  innosahve  play-calling 
interface  has  been  retained  and 
enhanced  from  the  original.TliLs  intu- 
itive system  takes  a layered  approacli. 
Plays  are  selected  from  a menu  box, 
which  appears  over  tlie  field  options. 
Players  can  call  tlie  suggested  play,  or 
click  to  drop  down  a diagranimed  list- 
ing of  all  plays  in  that  category'.  /\ny 
play  can  be  edited  on  tlie  fly,  w'hich  is 
tlie  beauty  of  MNF  '98. 

There  is  a problem  with  tlie  includ- 
ed team  playbooks,  however,  Tlx:ir 
contents  could  have  been  matclied 
better  to  the  personalities  of  tlx;  clubs. 

For  example,  tlie  Eagles  employ  a 4-3 
defensii'e  alignment,  while  tlie 
Panthers  favor  a 3-4.  Yet  all  of  tlx; 
zone  and  combo  pl^  included  in 
both  playbooks  are  3-4s.  Gameis  who 
want  to  personalize  tlieir  favorite 
team’s  plays  are  advised  to  roll  tixiir 
own,  3 simple  enough  task,  given  tlic 
ease  of  MNFs  editor  (see  sidebar). 
MondayNigi  rr  FoatUM  ,i.’s 

smootli  Internet  play  has  also 


retumed,  Hist  years  rudimen- 
tary system  of  joining  the  hosts 
lPad(lre.s,s  is  hack,  but  the  new 
versions  inclusion  office  head- 
to-licad  gaming  on  Mplayer 
sliould  make  MNF  ’98  acces- 
sible to  tlic  less  teciinically 
inclined.  1 had  an  opjxirtunity 
to  lest  a very'  late  beta  version 
of  tlic  Mplayer  o[itioii,  and 
can  report  that  it  ran 
seamlessly.  As  most 
gamers  have  discov- 
ered, matching  fixitball 
wits  a^iiast  a live  oppo- 
nent is  infinitely  more  exciting  than 
taking  on  tlx:  AI,  especially  gh  en 
MNFs  rich  strategic  options.  While 
some  mry'  [ic  dLsap[)ointecl  w'ifh 
MNFs  lack  of  arcade  play  in 
Internet  games,  tliis  is  a common 
problem  in  all  .sports  sims,  due  to 
latency  Ls,sues. 


editor  as  well  as  roster  and  schedule 
management  utilities.  While  not  as 
robust  as  those  in  Sierras  FRONT  PagI’, 
Si’OR'i'S:  h'oo’niAi.!.  series,  the  MNF 
tools  arc  sen'iccablc.  There  is  no  career 
mode,  however,  a design  choice  that 
may  disappoint  some.  Fortunatclv,  the 
design  team  intentionally  left  room  for 
ambitious  gamers  to  tinker  with  MNh’s 
data  files.  If  the  game  gains  a following, 


SEASONS  IN  THE  SUN 

Moniiav  Nici  rr  Foo'in.-ui. 
’98’.s  league  play  offers  a player 


► GOOD  NEWS  FOR  EMMITT  You  can  now  run  more  effectively, 
as  blockers  open  some  big  holes  in  this  year’s  edition. 
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lx)U-e  ' 

-(or  h/'m  ~^e  Setnse- 
■Uta'f-  he  is  -fhn-r 

ihe  of  6ro(i  k/H^sefi, 

'fhpj^  aM/ch/i^  youdr-  hoo, 


Call 

l'800'PlaV'CUJI 

fot»  information  on  membership  and  pricing, 
immn.rubiesofeoentide.eom 
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massiue  on-line  intepactioc  fantasy  role  playing  game 
Ooep  3 years  in  development 
Jidoanced,  multi-tbreaded  client/server  architecture 
Playable  over  the  Internet  , 

State  of  the  art  visuals  utilizing  lUindoms  95  & DirectX  technologies 
Over  200  player/cbaractcr  combinations  ...  7 races,  IS  classes,  2 genders 
Experience  an  infinite  number  of  encounters  in  a growing  game  environment 
Jin  abundance  of  items,  hundreds  of  spells,  7 spell  schools 
Over  300  sound  effects:  125  separate  musical  scores 
Thousands  of  high  quality  illustrations  in  a richly  detailed  3D  environment 


MONDAY  NIGHT  FOOTBALL  '98  • REVIEW 


^ CONTROL  ROOM  This  is  the  TV  studio  front  end,  where  you  set  up  your  games. 
I Say,  is  Berman  wearing  a clip-on? 


c.vpect  a crop  of  lionicgrowii  utilities  to 
sprout  on  the  N'ct.  Knowledgeable 
NFL  gamers  will  recognize  tiiat  the 
rosters  need  sonic  personal  attention, 
as  the  default  settings  are  incomplete 
at  some  positions. 


League  play  in  MNh'  allows  )-ou  to 
select  any  team,  and  you  can  also  use 
the  computer-controlled  quick  sims. 
Games  take  several  minutes  to  play  in 
this  mode,  and  the  stats  generated 
proved  inaccurate  in  the  initial  release; 
shutouts  w ere  far  too  common,  and 
some  teams  seemed  to  have  uncharac- 
teristic problems  establishing  a running 
game.  Penalties  and  injuries  also 


seemed  to  occur  at  unrealistically  low 
frequencies.  On  the  bright  side,  01’ 
S[>orts  has  demonstrated  a commend- 
able responsiveness  on  the  Internet, 
releasing  a September  patch  that,  in 
part,  addressed  problems  with  raster 
assignments,  particularly  on  .s])ecial 
teams.  Gamers  lacking  the  patch  arc 
likely  to  find  linebackers  returning  kicks, 
and  tackles  kicking  field  goals. 

MNF  '98  also  earns  high  marks  for 
first-class  presentation,  inside  the  liox 
you’ll  find  a well-written,  bound  manual 
as  well  as  an  extra  GD  for  head-to-head 
action.  1 he  final  score  on  Mond.w 
Niciri'  Foo'IB.m.i,  '98?  Despite  a few 
flaws,  its  a surpri.singly  impressive  foot- 
ball sim,  much  better  than  the  original. 
Its  a legitimate  contender  for  Sports 
Game  of  Tlic  Year.  % 


^APPEAL:  Action-oriented  football 
fans,  especially  the  NFL  variety. 
^PROS:  Excellent  play  calling  and 
play-design  interface;  free  Internet 
play;  improved  graphics;  improved 
Al;  “Monday  Night"  excitement; 
easy  accommodation  of  user- 
generated add-ons;  strong  company 
support. 

^CONS:  Stats  skewed  toward  low- 
scoring  games; 
special  teams 
perform  badly; 
roster  problems 
on  Initial 
release;  unrealis- 
tically low  penal- 
ty and  injury 
ratios.  


"SnrelY  a 
contender  for 
Sports  Game  of 
the  Year!" 

- Johnny  L.  Wilson, 
EtUtor-in-ehiBf, 
eomputBr  Coming 
WortO  Magazino 

Baseball  Mogul  is  the  first 
strategy  game  to  put  you 
at  the  helm  of  a baseball 
franchise. 

Play  for  years, 
even  decades, 
controlling 
lineups,  pitching 
rotations,  scouting  staff, 
ticket  prices...  even  the 
price  of  a hot  dog! 

Win  games  and 
championships,  but  be 
careful  to  stay  profitable! 
The  only  way  to  win  is  to 
create  a lasting  baseball 
dynasty. 


Order  Today! 


1 (88S)  BB  - Mogul 
CToll  Firee) 


or  visiC  us  at 


www.imonlcey.com 

1997©lnfiniteMonkeySystems,  Inc.  TTyTC 
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Check  out  the  official  Major  League  Baseball™  web  site  at  www.majorteaguebaseball.com 


VR  BASEBALL  TIP 


IFYOU  DON'T  MIND  GETTING  KNOCKED 
AROUND,  SWITCH  TO  BALL  CAM  AND 
SEE  THE  GAME  FROM  APERSPECTIVE 
YOU'VE  NEVER  SEEN  BEFORE. 


“...VR  Baseball  is 
baseball  games.” 


- PS  Extreme 


HARDWARE  ACCELERATED 
FOR  WiniDOWS®  '95 


■ Play  Major  League  Baseball^  from  any  position  or  perspective  in  a reai-time 
360°  3-D  worid. 


■ Super  fast  Season  Piay  mode  with  top  10  or  fuii  stats,  and  mid-season 
Aii-Star  voting  and  game.  Pius,  expanded  functionaiity  in  stotisticat  analysis 
aiiows  you  to  view  and  sort  across  many  categories. 


■ Over  700  Major  League  Basebaii^^  players,  all  28  3-D  stadiums,  reai-time 
working  scoreboard,  four  uniform  options  per  team,  four  play  options  and 
3 difficuity  settings. 


■ Easy  to  use,  menu-iess  pitching  and  batting  interface. 


I Simuitaneous  batter  and  baserunner  control. 

! Multipiayer  option  supports  most  joysticks  and 
gamepads. 


VR  Baseball 

Try  it.  It's  new.  It's  different. 
You  may  never  go  back  to 
your  old  game  again. 

Supports  3DFX,  Rendition,  and  more! 


1997  Interplay  Produitlions.  Atl  iighi  iitservcd.  VR  Sports,  VR  Baseb^land  The  Dilferenee  is  Real  are  Irademarlcs  of  lnlr?rplay 
oduciions.  All  rights  reserved.  Major  League  Baseball  ira^ntarks  and  copyrights  are  used  with  pernvssion  of  Major  League  Baseball 
operiies  Inc.  OMLBPA  Official  Licensee-Major  League  Baseball  Players  Association.  FTaySlaiion  and  the  PlayStation  logo  arc  trademaiLs 
Sony  Computer  Entertainment.  Inc.  Microsoft,  Windows  artd  the  Windows9S  logo  are  registered  trademarks  of  Microsoft 
jrporation.All  rights  reserved.  All  other  copyrights  and  trademarks  are  Die  property  of  their  respective  owners. 


The  Difference  Is  Real 


Now,  the  baseball  game  which  received  rave  reviews  for  the 
Sony  PlayStation’^'''  is  available  for  Windows®  '95.  But  you  better 
have  a 3-D  graphics  card  because  VR  Baseball  is  the  next 
generation  of  PC  baseball  games  and  only  works  with  hardware 
accelerated  systems.  640  x 480  SVGA  graphics  with  over  65,000 
colors,  bilinear  filtering  for  smoother  polygons  and  textures,  real 
cast  shadows  and  real-time  360°  3-D  gameplay  make  this  game  the 
ultimate  PC  baseball  experience. 


"...  a real  contender  for  baseball 
game  of  the  year...  92%”  „ 


■ Updated  stats,  rosters  (including  new  All-Star  rosters),  uniform  styles,  logos 
and  inter-league  play. 

■ Keep  your  stats  current  by  downloading  updates  from  the  VR  Sports  website 
at  www.vrsports.com. 


ers  move  with  life-like  grace.”_g^^gp^^ 


sleep 

and  live  baseball.”  . , , 

- Game  Informer 


NOT  JUST  GETTYSBURG. 
NOT  Just  Shiloh. 

THE  WHOLE  CIVIL 

WAR 


GRANT  - LEE  » S H E R M AN  ^ ^ 


CIVILWAR2, 


Sequel  to  the  best  selling  Civil  War  game  of  1996 


Don’t  settle  for  a slice 

of  history  when  you  can  have 
the  whole  bloody  cake. 
The  battle  begun  with  the  best- 
selling Robert  E.  Lee:  Civil  War 
General  continues  with  40 
authentic  battles.  Rally  the  troops 
and  take  command  as  you  rewrite 
history  with  Civil  War  Generals  2: 

Grant,  Lee,  Sherman. 

POWERFUL  MAP  EDITOR 


Types 

ALL-NEW  Features: 

• Fight  in  Eastern  or  Western 
battle  theaters  as  Union  or 
Confederate. 


• Map  Editor  allows  you  to  chal- 
lenge opponents  on  your  own 
customized-  battlefields. 


• Command  your  troops  in  an 
overhead  view  or  zoom  in  for 
close-up  detail. 

• New  reenactment  film  footage 
from  Jay  Wertz. 

• Even  more  artwork  from  Mort 
Kunstler. 


play  via 
LAN,  Internet 
and  e-mail. 

• Battle  for  FREE 
on  Sierra’s 
Internet  gaming 
system. 


• New  unit  types  include  siege 
mortars,  horse  artillery,  frigates 
and  gunboats. 


• New  terrain  includes  forts, 
walls,  swamps,  water,  major 
roads 


Dotvnload  the  interactive  demo  at  tvww.sierra.com 

© 1997  Sierra  On-Line,  Inc.  ® and/or  designate  trademarks  of,  or  licensed  to,  Sierra  On-Line.  Inc.,  Bellevue,  WA  98007.  All  Rights  Reserved, 
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REVIEW  • LEGENDS  FOOTBALL  '98 


Price:  S49.95  (street) 
Minimum  System 
Requirements; 
Pentium  90  (P133  or 
better  recommended), 
SMB  RAM  (16M8 
recommended), 
125MB  hard-disk 
space  (225MB  recom- 
mended), SGVA  graph- 
ics. 2x  CD-ROM  (8x 
recommended);  sup- 
ports Gravis  and 
Microsoft  gamepads. 
Multiplayer  Support: 
1-2  (same  computer): 
supports  linked 
gamepad  systems, 
Designer:  Saffire 
Corporation 
Publisher:  Accolade 
San  Jose.  CA 
(800)  245-7744 
www.accolade.com 
Reader  Service  §:  339 


No  Contest 


Legends  '98  Is  Anything  But  Legendary 


by  Terry  Coleman 


Benicmbcr  tlic  1995  Miami 
Dolpiiins?Tlicywcrc  frc,sh 
off  a season  in  which  only  a 
one-point  loss  on  the  mad 
to  tiic  San  Diego  Cliargcrs 
kept  them  from  a Sii[)cr 
Bowl  (wliere  the  Chargers, 
totally  onlmanned,  lost  to  a 
very  good  49crs  team).  By 
the  time  the  team  entered 
training  camp,  the  Dolpliins  had  17  for- 
mer first-round  draft  choices  on  their 
roster.  Nearly  every  football  ex])eri  was 
convinced  that  quarterback  Dan  Marino 
wnuld  finally  get  the  Super  I3owl  ring  he 
craved  to  top  off  his  incredil)lc  career. 

Well,  Marino  did  .set  a lot  of  passing 
records  in  1995,  but  the  Dolphins  found 
ways  to  lose  every  other  week.  Fa'cii- 
tiially  Miami  stumbled  into  the  playoffs 
witii  a 9-7  record,  only  to  be  blown  out 
by  Buffalo;  Goodbye  coach  Don  Simla, 
iicllo  Jimmy  Johnson. 

lliglit  now,  tliere  are  a few  CGlFecii- 
tors  who  feel  like  those  football  jnindits 
who  jum|)ed  on  the  Miami  bandwagon  in 
’95.'\bii  see,  we  are  always  hoping  for 
something  new  and  different,  and 
Ll' c;i-'NDS  FootbaI-L  ’98  seemed  to  fit  tltc 


ticket  perfectly  It  had  llic  fresh- 
est premi.se  of  any  s[X)i1s  |)rod- 
uct  in  years,  letting  you  match 
u[>  tlie  leatlier-lielmctcd  stars  of 
tlx:  i930s  with  Joe  Namaths 
1968  AFL  Jets,  or  tlie  mn-orient- 
ed  Giants  of  tlx  '50,s  with  today's 
pass-happ)'  NFLsquad.s.  'llx 
game  had  fast  action,  scemingh' 
solid  research,  and  all  those  hall-  1 
of-fame  players  from  which  to  clumse. 
blow'  could  it  go  wrong? 


► WHO  NEEDS  TIMING  PATTERNS?  The  offensive  vs,  defensive  line 
' battles  are  engaging  in  the  running  game.  But  linemen  on  both  sides 
stand  around  too  much  on  passing  plays,  giving  QB's  time  to  com- 
plete long  passes. 


BUSTED  PLAY 

Well,  as  publislied,  Dici'iNfJS  '98  is, 
despite  its  promise,  tlx  uoist  football  gime 
ill  jears.  Almo,st  ixthing  in  tlx  game  feels 
hnislxd,  horn  tlx  league  functions  to  indi- 
s'idiial  plajer  perfonnanews.  lis  as  if 
Accolade  publislxd  a beta  in  older  to  meet 
an  arbitrary  shi[)  date  near  the  beginning  of 
tlx  real-life  NFL  season.  'Ibis  has  ha|> 
[lened  before,  notably  with  ABC  Monday 
NlCi  ri'  FocaR'Ml  last  year,  hut  its  rarely 
been  so  painfully  obsioiLS. 

Football  games  on  tlx  I’C  has'c  always 
been  a bit  quirky  in  temis  of  controllers,  but 
Ij-KIRNDS  is  more  irritating  than  most.  Ibr 
example,  tlx  e^mc  works  well  with  a 
Gnivis 

gamei)ad;  the 
different  col- 
ored huttoas 
correspond  to 
your  primar)', 
secondary', 
and  tertiary 
receivers,  a 
nice  touch. 
But  using  any 
gamepad 
otlxrthan  a 
Gravis  Ls  ask- 
ing for  trou- 
ble; Fven  if 
you  have  tlx 
pad  pro[xrly 
set  u]3  in 
Windows  95. 


WATCH  OUT  FOR  #88  The  kicking  game  is  mod- 
eled fairly  welt,  but  as  you  can  see,  all  the  players 
have  the  same  jersey  number 

yon  still  have  to  recalibrate  it  for  LEGENDS; 
worse  yet.  calibration  goes  out  for  no 
apparent  reason  (even  at  halftime  of  a 
game  you’re  jrlaying).  And  unlike,  say, 
FronI'  PAGir;  FoaiM  J.  ’95,  a joystick 
doesn’t  work  any'wlxre  near  as  well  as  a 
pad  in  Ll-:ciuN[YS,  esixcially'wlxn  faking 
handoffe  orpasscs. 

Even  more  damning  is  the  lack  of  3D 
hardware  or  software  support.  It’s  hard  to 
understand  why  1..I':gI'',NI5,s  requires 
DirectX  5.0  when  the  game  doesn’t 
seem  to  take  advantage  of  any  of  its  fea- 
tures. llie  animation  is  far  from  fluid, 
and  the  player  s[>rites  often  seem  to  skate 
along  the  ground  rather  than  mn  across 
it.  Yes,  the  game  lias  been  in  develop- 
ment for  more  than  a year,  but  so  have 
Rendition  and  3DfX 


MISSED  TACKLES 

Li'iGi'lNDS  is  an  action-oriented  game, 
whicii  you  would  expect,  coming  from 
the  company  that  gave  us  the  FL'lRDB.-U.L 
baseball  series.  Yet,  for  all  its  inflated 
home  run  numbers  and  other  statistical 
faults,  H/\RDB,Al,L  seems  like  an  exacting 
sports  simulation  compared  to 
Legends.  Wlien  W'C  did  our  sneak  pre- 
view of  Legends,  the  limited  number  of 
teams  available  needed  some  tw'eaking, 
btit  they  were  reasonably  play-balanced. 
Ihe  typical  game  score  was  something 
like  35-31,  a little  high,  but  no  w'orse 
than  or  any  of  tlie  other 

action-heavy'  games. 

In  tlx  final  version  of  LEGENDS,  regard- 
less of  tlx  era  in  which  you  jilay,  tlx  scores 
resemble  basketball  more  than  football.  Its 
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9 All  new  physics  model  that  allows  you  to 
call  shots  and  even  jump  ballsl 


9 Real-time  photorealistic  animation,  3 texture- 
mapped  pool  halls  and  5 new  games. 


^ Over  8000  man  hours  of  enhancements 
and  over  50  new  game  features. 


ALL  NEW!  Sequel  to  the 

best-selling  pool  simulator! 

The  ultimate  pool  simulator  just  got  better.  Guaranteed. 
Over  2 million  pool  players  have  tak-en  a break  with  Virtual  Pool,  the  #l  pool 
game  in  the  world.  Now,  wirli  5 new  games,  3 motles  of  play  (Amateur,  Pro  and 
Championship),  adjustable  table  characteristics,  128  com]3uter  op]5oncnts, 
network  play,  new  pool  tutorial  and  a tournament  mode  with  up  to  16 
challengers.  Virtual  Poo!  2 is  better  chan  ever.  Designed  by  physicists  and 
mathematicians,  Virtual  Pool  2 is  the  only  real-time  3D  pool  game  guaranteed 
to  improve  your  game.. .or  your  money  back! 


^'Rtual 

POOL 


THIS  GAME 

LU 

WILL  IMPROVE 

LU 

YOUR  ACTUAL 

z 

POOL  PLAY  OR 

< 

YOUR  MONEY 

o: 

BACK. 

< 

3 

DETAILS  INSIDE  PACKAGE. 

O 

01997  Ceteris,  Inc.  All  hghls  reserved.  Vinusl  Pool.vn  Sports,  VR  Sports  logo.Tlio  Olllercnce 
Is  Reel,  and  Interplay  are  trademarks  of  Inlerplay  Praduebons.  All  rigMs  reserved.  Enclusively 
licensed  and  dlstnbtdcd  try  interplay  Productions.  Mlcrosotl,  Windows  and  the  Windows  logo 
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REVIEW  • LEGENDS  FOOTBALL  ^98 


► FRESH  SMELL  OF  LEATHER  LEGENDS  '98  is  at  its  best  when  re-creating  bygone 
j NFL  eras.  Sadly,  the  poor  animation  and  simulation  faults  spoil  the  vivid  re-cre- 
I ation  of  vintage  stadiums  and  uniforms. 


notliing  for  a team  to  score  60  poinLs;  in 
one  game,  llie, score  was  64-58  ailhe  end 
of  tlic  third  c|viartcr.  By  tire  end  of  one  sea- 
son I simiilaled,  three  teams liad  broken 
800  ]X)ints  for  tlx;  season,  and  one  of  those 
teams  had  given  ii])  more  than  800  [joints 
as  well.1liis  is  NKl , frxrlball? 

If  these  bizarre  results  occurred  only 
during  simulated  games,  you  could  al 
least  enjoy  playing  the  games  "live.” 
f louevcr,  evidently  while  tweaking  the 
code,  the  design  team  uTccked  the  statis- 
tical and  player  ability  models  as  well. 
Regardless  of  their  real-life  talent,  teams 
routinely  move  Ihc  hall  down  the  field 
uith  abandon,  'lb  test  my  theory,  I look 
the  hapless  Indianapolis  Colts,  wlio 
scored  but  one  offensive  touchdown  in 
the  real  NFL.  during  September—  and 
found,  to  ni)'  horror,  that  1 easily  aser- 
aged  more  than  40  points  a game. 

The  coni])Uter  o]3[xincnt  seems  busted, 
too.  It  is  e.s[jeeially  [Ji'one  to  longbombs  on 
second-and-short,  it  blitzes  at  inappropriate 
times,  and  in  general,  is  more  reminiscent 


ence.  Wdials  [juz/ling  is  when  star  players 
can’t  perfonn  al  any  acceptable  level. 

For  example,  foirry' Allen  is  generally 
considered  the  best  offensis'e  lineman  in 
pro  football.  In  Ll'X;r.KDS,  he  can’t  make 
a lead  block  on  a screen  pass  without 
missing  his  target,  allowiiig  a sack,  or 
incurring  a penalty.  On  defense,  it’s 
worse.  Dcion  Sanders  lackles  better 
lhan  his  real-life  counterpart,  but  he 
can’t  slop  a routine  out  pattern  by  any 
journeyman  receiver,  In  fact,  during  one 
of  111)'  games  plaving  the  Colls,  I com- 
[ileted  three  [lasses  on  Sanders  in  a row, 
cn  route  to  my  winning 'I'D.  So  why  are 
Dcion’s  ralings  among  ihe  highest  in  the 
game?  Tlicy  obviously  don’t  make  much 
difference  in  gamcpla)'. 

DOES  ANYTHING  WORK? 

'Ilie  really  frustrating  thing  is  that 
f.KCKN'D.S  still  has  some  nice  touches 
buried  underneath  Ihe  morass.  Playing 
in  1932,  for  instance,  there  are  no  hash- 
marks.  So,  you  often  find  yourself  with  a 


difficull  sit- 

uation on 

5 • 

10  Worst  Aspects  of  Legends  'SO 

sas&fi-  ■ ■■  . 

third  down, 
trap[)ed 
against  the 
sideline:  Do 

; • The  225MB  complete  install 

• The  football,  when  thrown. 

• The  125MB  compact  install 

resembles  an  inflated  brown 

1 throw  ihe 

• The  negligible  performance 

balloon 

ball  (fatter 

boost  from  complete 

• Lousy  computer  opponent 

lhan  its 

; installation 

• Lousy  Al  for  your  own  players 

modem 

♦ A ‘‘tniiy  3D”  game  with  no 

• Bizarre  trading  Al 

counter- 

3D hardware  support 

• A patch  that  addresses  none  of 

part),  try  a 

• Typical  game  score  is  62-58 

the  above 

risky  end- 

1 

around  play. 
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or  .simply  run  to  the  middle  of  the  field  to 
set  up  a punt?  Its  also  interesting  to  take 
a modem  team  back  to  the  days  of  no 
faceniasb,  although  I found  that  the 
modem  teams  throw  the  bail  at  w\[, 
even  in  the  prehistoric  era. 

dlie  ]jlay  editor  in  Ll'X'.l'.NI'lS  is  fiiirly 
simple  to  use,  but  it’s  nothing  new. 
M()ND,'\YNlGirrFocrm,M.I,slill  has  tlic 
Ixat  [jlay-calling  and  audiblcs  system,  even 
though  its  a )ear  old.  1 Xiuiguc  management 
funelioiis  in  LEGEN13S  liave  some 
impiwenients  over  those  of  IbtONi'  Page 
F(  X riiHLJ^  tlic  leader  in  this  category,  you 
can  trade  multiple  players,  but  tix;y  have 
some  [jroblems  as  well.  Its  fairly  easy  to  get 
tlx;  players  you  want  watli  a little  patience; 
tlx;  Al  isn’t  much  of  a CM.  And  since  tl'ie 
nitings  don't  matter  tliat  much  anyway, 
wily  Ixitlier  trading  at  all? 


► PUYMAKING  PURGATORY  The  editor 
does  some  strange  things.  Here,  it 
locked  in  my  right  HB’s  blocking 
assignment,  and  randomly  altered  my 
left  back’s  moCon  route. 

NFL  LiiiGENDS  is  a sad  example  of  a 
game  that  iiad  everything  going  for  it.  It 
was  a great  idea,  had  an  ambitions 
design,  and  was  produced  by  a company 
with  a history  of  successful  sports  games 
flail  one  that  lost  sight  of  what  it  was  that 
made  their  games  a hit  in  the  first  place). 
Gamers  always  wonder  why  there  are  so 
few  original  designs.  Perhaps  it’s  because 
so  many  promising  games  arc  served  up 
half-baked  like  this  one. 


^APPEAL:  For  football  fans  who 
prefer  concept  over  execution. 
^PROS:  Captures  feel  of  tunning 
game;  lets  you  pit  NFL  stars  from 
different  eras  against  each  other. 
>CON$:  Almost 
everything  else; 
the  best  sports 
game  concept  in 
years  is  mined 
by  premature 
shipping. 


Virtual 


Photo-Realistic  3D  in  Reai  Time 


Straight*8-Ball*9-Ball«Rotation*Snooker*Spanish«ll/lany  more! 


Play  against  the  computer  or  challenge  and  chat  with  your  friends  over  the  Internet. 


Created  by 


Coming  Soon  to  Retailers  Everywhere! 


Call  for  a free  catalog  or  visit 
our  wd)site  at  www.wizwori(s.coin 


A GT  Interactive  Software  Company 
2300  Berkshire  Lane  No.,  Plymouth,  ftLV  55441  • 612-509-7600 


@1997  Digital  Fusion,  inc. 
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EA  SPORTS,  ttie  EA  SPORTS  logo,  Ultimate  Judge,  and  'It  it's  In  the  game.  It’s  In  the  game.'  are  trademarks  or  registered  trademarks  of  Electronic  Arts  in  the  U.S.  and/or  other  countries.  All  rlgt 
In  whole  or  m part,  without  the  prior  written  consent  ol  NBA  Properties,  Inc.  ©1997  NBA  Properties,  Inc.  All  rights  reserved.  TNT  is  a registered  trademark  ol  Turnar  Network  Television,  Inc.  i 


served.  The  NBA  and  Individual  NBA  Team  ideiiliflcatlons  used  on  or  In  Ihls  produci  are  trademarks,  copyrlgliled  designs  and  other  forms  of  intellectual  property  ol  NBA  Properties,  Inc.  and  the  respective  teams  and  may  not  be  used, 
ihts  reserved.  Light  'em  up. 
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REVIEW  • STARFLEET  ACADEMY 


Frenzied 

Federation 

This  Star  Trek  Simulator  Is  Stuck  In  Transwarp 


by  Denny  Atkin 


Price:  S59.95 
Minimum  System 
Requirements:  Pentium 
90  (P150  recommended). 
Windows  95,  16MB 
RAM,  180MB  hard-disk 
space,  SVGA  graphics 
(DirectSO  supported),  4X 
CD-ROM,  mouse, 
DirectX-compatible  sound 
card,  joystick, 
Multipiayer  Support: 
Modem,  Direct  Connect, 
LAN  (2-8  players). 
Designer:  Rusty  Buchert 
Pubiisher:  interpiay 
irvine,  CA 
(800)  iNTERPLAY 
ivww.interpiay.com 
Reader  Service  H:  341 


(lukl’s  lx}g.  Slardatc  97092.5. 
Myacccptniicc  to  SlurOccI 
Aciiclciuyliimlly  arrived,  and 
I've  spent  the  past  couple  of 
weeks  in  the  sinnilalor, 
kanting  die  ropes.  I'vcdis- 
covered  that  diplomacy 
doesn't  just  take  place  over 
the  wwscreen—.soinc- 
Umes  it's  just  as  ncccss;)ry 
when  dealing  with  your  owv  crew'.  But 
perhaps  more  siiqjrising  is  the  sheer 
pace  of  combat — when  rexiewing  the 
old  \idcos  of  Captain  Kirk  and  his  crew', 
things  never  happened  this  quickly... 

Tlie  long-iiwjilcd  S’lAin’iUCK; 
STARi'U'a'ri'AC/Mii'iMYliasfinnlly 
beamed  onto  store  .shclvc.s  after  a num- 
ber of  production  delays.  Touted  as  a 
starsliip  simulator,  llic  game  combines 


simple  adventure  elemeuLs  uilli  a 
bninciiing  free  of  .starship  combat  mis- 
sions. If  that  smacks  mom  of  WiNC 
CoMMANni'iR  than i lie  'ifoublc  with 
Tribbles"  to  yon,  you’re  more  on  target 
than  )oiTd  think. 

Tlial’s  not  to  say  it’s  not  wortli  a look. 
As  with  the  third  season  of  the  original 
Star  Trek,  some  of  the  plol.s  arc  kind  of 
hokey,  .some  of  tlic  effects  aren't  what 
poll’d  e.xi>ect,  and  some  of  tire  acting  is 
hammy— but  its  .still  a fun  ride. 

FEDERATION  FRESHMAN 

SiAiU'i,i':i':i'AaAni':MYis.sel  iircla.s.sic" 
Star  Trek  times,  apparently  riglil  before 
tlie  events  portniyed  in  Star  7 'rck:  I he 
Wrath  of  Khan.  You  jDlay  the  part  of 
Cadet  David  liarestcr  iis  he  enters  the 
Academy’s  command  tniek.  Tlie  game- 


play  is  split  i)etween  (wo  locale.s:  IIk* 
academy  grounds,  where  you  interact 
with  your  fellow  cadets  and  your  iastruc- 
tors,  and  lire  starship  sinnilalor.  Tliis  is  a 
replica  of  a Consliliition-chss  (for  exam- 
ple, the  U.S.S.  I'inlcqjrisc)  iiridgc,  as 
seen  at  the  beginning  of  Ihc  Wrath  of 
Khan. 

’You  don’t  choose  where  to  go  on  (lie 
academy  grounds;  ratlicr,  you  view  full- 
motion  N'idco  sccjuences  that  include 
breaks  in  which  you  clioosc  where  to 
take  (he  discussion.  It’sllK.sc  decisions 
that  cause  the  conversiilions  to  branch. 
Isarly  in  tlie  game,  for  example,  two  of 
tiic  cadets  under  ytiur command  nearly 
come  to  blows.  Wlictk'r  or  not  you 
break  up  tlie  fight,  lire  tone  you  use 
when  confronting  tlic  cadets,  and  whom 
you  cluKise  to  blame  can  liave  effects 
not  only  on  future  events 
and  decisions  in  lire  game, 
but  also  on  your  crews  per- 
fonnanee  ratings. 

Similar  conversational 
interactions  take  place  over 
(lie  bridge  viewscreen  as 
you  work  your  way  through 
tire  nearly  30  academy  mis- 
sions. As  tlie  gimc  prt^css- 
cs,  a number  of  stories 


w FRIENDS  AND  ENEMIES  Some  missions  wiii  find  you  unexpectediy  aiiied  with  Romufans  and 
I Kiingons— but  you  can't  aiways  trust  them. 


unfold.  Dealing  with  your 
crew  may  not  seem  all  that 
exciting,  even  wlien  tliat 
crew  includes  an  Aidorian 
and  a Vulcan,  but  things  get 
more  interesting  wlien  you 
discovera  conspiracy  afoot 
at  tlic  Academy,  (Yes,  tlic 
“conspiracy  within  tlie 
Starflcet  ranks”  plot  is  pret- 
ty hackneyed  at  this  [xiint, 
l)ut  its  a Star  V’reA'staple, 
and  it’s  handled  with  some 
aplomb  here.)  You’ll  also 


ccw 
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encounter  number  of 
stories  running  througli 
joursiiniJation  missions, 
including  reiK-gacle 
Klingons,  aliens  with 
delusions  of  goclhood, 
and  sun-endangering 
space  creatures.  71ie  mis- 
sion tree  brandies 
depending  on  your  deci- 
sions, and  lliegainc  has 
niulti[)lc  endings.  [I 

Tlierc’s  a wealth  of 


OAIVTAOE  CONTROL 


full-motion  video  on  tlic 
game’s  five  CDs.  Inter- 
play filmed  actors  in 
Starfleet  unifonns  and  then  composited 
tlKiTi  into  computer-rendered  back- 
grounds. This  is  very  convincing,  for  the 
most  part.  Hlie  alien  makeup  was  super- 
vised by  Michael  Westmore,  the  artist 
who  does  the  makeup  for  die  current 
Sfur  7rcA'scries. 

Tlie  acting,  unfortunately;  is  very 
inconsistent.  Walter  Koenig  and  George 
Takei  do  a nice  job  as  instmetors  Chekov 
and  Sulu,  and,  for  the  most  part,  Peter 


SHE  C'NOT  TAKE  u,  SIR  The  damage-control  screen  is  vital  during  combat;  you  can  alter  repair  priori- 
ties to  protect  vital  systems. 


Kluge  is  pretty  convincing  as  lead  char- 
acter David  Forester.  William  Shatner 
pops  up  in  the  game  from  time  to  time 
as  Admiral  Kirk;  he  hasn’t  been  convinc- 
ing in  that  role  since  the  second  Trek 
film,  and  the  scIf-caricaturc  continues 
here.  Tiic  rest  of  the  acting  varies  wildly; 
ranging  from  “as  good  as  the  'D''  show” 
to  “so,  you  did  play's  in  high  school,  ehr 
Its  unfortunate  that  bad  acting  pops  up 
as  often  as  it  does,  bccairsc  the  story— 
penned  by  Dan  Greenberg, 

Scott  Bennie,  and  Ru,sty  Buchert, 
with  additional  input  from  a 
number  of  other  uiitcrs  (includ- 
ing T'rcknovelist  Diane 
Garey)— is  pretty  immersive, 
until  .someone  starts  delivering 
lines  with  all  the  emotive  range 
of  a supennodcl. 


► DIPLOMACY  BY  PHASER  Sometimes  you'll 
■ have  to  disable  an  antagonistic  ship  before 
I they'll  agree  to  talk. 


► TACTICAL  DISPLAY  The  fuli-screen  tactical  display 
I includes  a bit  of  artistic  license,  but  it  puts  all  the  vital 
I information  in  one  place. 


WARP  FACTOR  15? 

Your  actual  missions  take 
place  on  the  .starship  bridge  sim- 
ulator. Yon  boldly  go  wfiere  no 
man  has  gone  before  w'hilc  sil- 
ling in  the  captains 
chair  of  tlic  bridge  sim, 
which  can  be  config- 
ured to  simulate  a vari- 
ety of  starship  classes. 
Paramount  has  a rule 
against  blowing  up  tlic 
Entcqyrisc  (never  mind 
how  many  times  tlic 
ship’s  been  destroyed  in 
the  movies  and  series); 
selling  the  space  niLs- 
sions  around  a .simulat- 
ed bridge  not  only  skirts 
this  restriction,  but  it 
also  makes  it  plausible 
to  replay  missions. 


All  the  major  bridge  stations  are  mod- 
eled and  arc  fully  functional.  TTiese 
include  the  helm  and  navigation  con- 
soles, as  well  as  science,  library  comput- 
er, engineering,  and  communications 
stations.  For  the  most  pari,  you  sit  in  the 
captain’s  chair,  directing  the  ship  and 
jumping  to  the  v'arious  other  stations 
when  necessary. 

Simulator  mi.ssions  vary  from  pure 
space  combat  to  [luz/lcs  and  diplomacy 
runs  where  no  shots  will  be  fired.  Tiiere’s 
almost  always  decision  making  involved, 
and  communication  choices  can  make 
tlic  difference  in  whether  the  mission 
turns  hostile. 

Tlic  best  thing  about  the  missions  is 
their  o])en-endedne.ss.  In  games likeX- 
WiNC,  there’s  lusually  a certain  chain  of 
events  tlial  must  be  executed  in  a partic- 
ular .sequence  to  win  the  mission.  Here, 
not  only  are  things  fairly  free  form  (you 
can  decide  for  yourself  which  system  to 
warp  to  when  you  have  multiple  goals, 
for  exam])le),  but  thcrcs  often  more  than 
one  way  to  skin  a mission.  My  personal 
fasorite  is  a mission  later  in  the  game 
that  j'ou  probably  could  win  by  going  in 
with  phasers  blazing,  but  wlicre  a little 
creative  conversation  can  result  in  victo- 
ry in  a classic  |im  Kirk  fa.shion — you’re 
able  to  confuse  a sentient  computer  into 
self-destructing.  Missions  such  as  this 
tnily  capture  the  flavor  of  Sfur  Trek 

Unfortunately,  wlicn  it  docs  come 
dowTi  to  combat,  the  Stiir'lrekflamr  is 
ovcrwlielmed  by  a heavy  seasoning  of 
Wing  GommandI'IIC  ' I he  original  plan 
for  this  game  was  to  develop  a starship 
simulator  in  which  tlic  action  would  take 
place  witli  the  flai  or  of  the  television 
.scries — an  almo.sl  balllcshi])-  or  subma- 
rine-like combat  pace.  Somewhere  along 
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We’ve 
fede^^nell 
gaining 
so  that  you 
can  redefine 
history 


You  won’t  find  this  kind  of  history  in  any  book.  Wo’va  taken  gaming 
one  step  further.  Why  mereiy  re-enact  or  re-create  batttes,  when 
you  can  mastermind  an  entire  historicat  navat  saga?  in  full 
command  of  the  economy,  miiitary  and  strategy,  immerse  yourseif 
in  the  history  you  create. 


With  a 3D  combat  engine  you  View  a floating  360°  panorama  Rule  the  waves,  forge  the  steel 

don't  just  see  explosions  - and  engage  in  ship-to-ship  and  earn  the  medals, 

you  experience  them.  confrontations. 


Studijos,  Inc. 
www.crusaderstudiQS.com 
(888)  744-4CS(  (4274) 


OF  THE  SEA" 


When  it’s  this  reai 
it’s  not  a game  - it’s  war. 
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^ DIRECT  HIT  When  engaging  a Bird-of-Prey  in 
I multiplayer  mode,  try  to  take  out  its  cloaking 
I device  first. 

tlie  line  it  was  decided  tliat  tiie  gameplay 
would  be  better  with  faster-paced  com- 
bat; tlie  fact  that  tlie  game  would  be  mar- 
ketable to  a wider  audience  that  way  \'ery 
likely  played  into  tlie  decision  as  well. 

So  what  you  end  up  with  is  space 
combat  witli  a seriously  fighterlike  bent. 

Wliile  you  can  play  the  game  from  the 
command  chair  and  jump  from  station 
to  station  to  access  perijiheral  functions, 

\ou'll  probably  want  to  choose  the  full- 
screen tactical  siew;  as  it  gives  )’ou  all  the 
vital  information  and  access  to  the  ship’s 
functions  from  a single  screen. 

'Hie  biggest  problem  here  is  lackof  sit- 
ualional  awareness,  Tlie  main  viewscreen 
and  the  tactical  screen  view  in  only  one 
direction — straight  ahead, ’lliis  means 
)ou’ll  have  to  use  the  EiJiK-style  radar 
(shouldn't  that  be  sensors?)  readout  to 
bring  an  enem}'  into  \our  sights.  It  also 
means  that  sou  won’t  be  able  to  take 
advantage  of  rear-firing  photon  torpedoes 
when  jou’re  flying  Klingon  ships  in  multi- 
player mode.  The  developers  say  that  pre- 
vious Interplay  TfeA'games  did  have  side 
and  rear  views,  but  that  many  users  got 
confused  about  which  direction  they 
were  looking.  (Sad,  isn't  it?) 

This  wouldn’t  be  as  big  a problem  if 
the  external  view’s  present  in  beta  ver- 
sions (and  splashed  all  over  the  game 
box)  were  present  here.  But,  due  to  tech- 
nical difficulties,  they  were  pulled  from 
the  game  before  release. 

Tlie  good  news  is  that  the  cxtenial 
camera  will  return  in  the  fir.st  patch,  and 
the  side-  and  rear-view  issue  may  be 
addressed  as  well.  Still,  given  the  lengthy 
dcla)’s  in  releasing  this  product.  Interplay 
should  have  bit  the  bullet  and  waited 
another  month  to  fix  the  external  view’ 
problems  before  shipping  the  product. 

Its  time  developers  slopped  relying  on 


the  panacea  of  patches  to  get 
their  games  right. 

SHARED  SPACE 

In  addition  to  the  main  stary- 
line,  there’s  also  a quick-mission 
creator  that  lets  you  create  battles 
between  up  to  eight  starships.  In 
this  mode,  most  of  the  ships  in  the 
game  arc  available  for  you  to  pilot. 
Ostensibly  because  the  battles 
take  place  in  the  starshi])  simula- 
tor, you’ll  still  sec  the  Federation- 
sty’lc  bridge,  even  when  you’re  at 
the  helm  of  a Itomulan  Bird-of- 
Prey'  or  a Klingon  D7-A. 

Its  iiere  that  \ou  can  get  a feel  for  tlie 
“flight  models”  of  tlx:  various  ships.  Hand- 
ling and  capabilities  wary  dramatically:  Tire 
Klingon  Su[x;rcmi.scr.  for  instance,  has  a 
great  vvoapons  load,  but  handles  like  a pig. 


Although  SlARFLEET  Acaoemy 
doesn't  support  Internet  play,  it 
works  very  well  over  the  Net 
using  the  Kali  IPX  emulator  Just  pop 
over  to  www,kali.net  and  download 
the  latest  version  of  Kali,  then  fork 
over  the  $20  shareware  fee  to  dis- 
able the  utility's  time  limit.  Although 
it  may  seem  annoying  to  spend 
more  just  to  get  Internet  capability, 
Ktdi  works  with  almost  all  network- 
capable  games,  and  the  registration 
fee  includes  free  upgrades  for  life. 

I played  a number  of  Starfleet 
Academy  games  over  Kali  (check  out 
the  "Flight"  server  to  find  other 
Starfleet  Academy  players)  and  found 
that  lag  was  minimal.  In  addition. 
Starfleet  Academy  supports  dynamic 
entry,  so  players  can  join  and  leave 
games  at  will. 


Wliere  tlie  individual  ships  really  come 
into  play,  though,  is  in  multiplayer  action. 
Ihcre  are  four  levels  of  Neo-Anarchy 
(deathmalch)  play,  each  w-ith  various  lim- 
itations on  the  sizes  of  ships  y’ou  can 
choose.  In  addition,  Galactic  War  puts 
you  in  a race  between  the  Federation  and 
Klingons  to  colonize  opponents’  planets 
by  transporting  ground  crews  dow'n  to  the 
surface.  Finally,  the  Net  Profit  game  lets 
you  do  PRlVAIlitiR-style  missions,  trans- 
porting items  and  scanning  planets  for 
profit,  which  you  can  then  use  to  buy  bet- 
ter slii])s.  ^bu  can  play  it  purely  economic, 
or  you  can  try  to  use  your  might  to  attack 
opponents  before  they  grow'  wealthy 
eraiigh  to  be  a real  threat. 

Tlie  developers  deserve  k-udos  for 
including  more  than  just  deathmatch 
games  here — Net  Profit  is  a blast  if  you 
have  time  for  a long  session.  But  a rasp- 
berry goes  to  the  corporate  folks  at 
Interplay  who  apparently  decided  to 
leave  TCP/IP  support  out  in  their  own 
game  of  Net  Profit.  (Interplay  likely 
w'ants  to  prevent  free  play  so  the  game 
can  be  offered  on  the  S2/hour  Engage 
service.)  Luckily,  the  game  w’orks  very’ 
w'ell  over  the  Internet  using  Kali. 

WOULD  CYRANO  JONES  BUY  IT? 

Overall,  S’lAiy’TJ-KrAcADEMYisa 
mixed  bag.  Good  writing  is  hampered  by 
inconsistent  acting.  Superb  graphics  (in 
both  2D  and  DircetJD  versions)  are  bal- 
anced by’  a crippled  \'iew  sy’stem.  Access  to 
the  multiplayer  features  is  hampered  byihe 
lackof  direct  supixirt  for  Internet  play. 

If  you're  a TreATan,  though,  and  you 
can  gel  over  tlie  very  unstarshiplike  pace 
of  combat,  you'll  likely  find  this  game 
worth  beaming  up — after  y'ou  take  it  back 
to  slarclock  to  get  the  patch.  % 


^APPEAL:  Star  Trek  fans  who  don’t 
mind  a little  creative  license  in  space 
ccmtiat. 

>PROS:  Good  writing;  excellent 
graphics  and  sound;  missions  are  true 
to  the  Star  Ttek  mythos;  intriguing 
multiplayer  options. 

^CONS:  Arcade-style  space  combat; 
no  side,  rear,  or 
external  views; 
some  very  poor 
acting;  no  built-in 
Internet  play;  steep 
hard-drive  require- 
ments. 
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■k-k-ki  REVIEW  • FLIGHT  SIMULATOR  98 


3D’s  the  Charm 


Price:  $59.95 
System  Requirements: 
Pentium  90  (P133  or 
better  recommended), 
Windows  95.  8MB 
RAM  (16MB  recom- 
mended), 100MB  hard- 
disk space,  SVGA 
graphics,  mouse:  sup- 
ports Windows  95- 
compalible 
sound  cards. 
Multiplayer  Support: 
Modem,  Direct 
Connect.  Internet 
(2-8  players). 
Designer:  Bruce 
Artwick 
Publisher:  Microsoft 
Redmond,  WA 
(206)  882-8080 
www.microsoft.com 
Reader  Service  ft:  342 


The  Venerable  Classic  Gets 
Graphics  and  Handling  Updates 


By  Denny  Atkin 


Micro.sofl’s  [''I.IGIIT 

SiMUl.'VIOlihas  been 
aroiinci  in  one  form  or 
anotlicr  for  nearly  two 
decades  — SiibljDgic 
introduced  the  first  ver- 
sion for  the  Apple  I] 
way  back  in  1979.  As 
more  and  more  mod- 
ern fcatiirc,s  have  been 
grafted  on  to  what,  in  this  industry,  is 
PlcLstoccne  code,  the  old  cla.ssic  has 
started  to  show  its  age.  I .a.st  year’s 
release,  FliGI  tT  SlMUL\TOIl  for 


m BARE  BONES  To  get  a good  frame  rate  without 
I a 3D  card,  you’ll  have  to  turn  the  detail  down. 

Window's  95,  was  a disappointment  for 
many  due  to  its  poor  performance  on 
c\’cn  the  fastest  hardware  systems. 

Now  Microsoft  is  back  with  a new 
version  that  delivers  a des]3erately  need- 
ed performance  boost— if  yon  have  the 
right  hardware.  Fl.lCl  rr  Si.MLi)  Al'Olt  98 
brings  Direct5D  and  mulli])layer  sup- 
port, better  flight  modeling,  and  numer- 
ous new-aiqwrts  to  the  party.  Unfor- 
tunatcl}',  it  also  carries  for^^  ard  some 
ba^age  from  earlier  releases. 

SPEEDY  3D 

Ry  far  the  most  significant  upgiadc  is 
support  for  3D  gra[>hies  cards.  Using  the 
Direct  3D  API,  F1.IGI  rr  StMi  n Airiit  98 
supports  s’irtually  all  lire  consumer  3D 
earcis  asyilable  toda\'.  With  a full-featured 
3D  card,  _\ou ’ll  be  treated  to  65,(100  colors 
(\ersu.s  256  without),  Oounuid  shading. 


and  mi|>-ma]> 
ping.  'IIk'SC  com- 
bine to  eliminate 
tlx;  severe  ter- 
rain bloekiness 
in  tJx;  previous 
version. 'llic 
new'  effects 
cause  the 

ground  to  appear  bliir- 
n,' at  low  altitudes,  but 
its  significantly  better  looking  tlian  the 
“gant  jjixel”  effect.  If  you  don't  have  a 3D 
card,  the  sim  uses  a sofh\’are  filtering  tech- 
nique that  also  produces  more  real- 
istic-looking terrain  at  low  altiludcs. 

With  3D  active,  planes  and 
buildings  look  better,  and  the 
"shimmering"  effect  in  the  distance 
Ls  eliminated.  /\lso,  clouds  gain  a bit 
of  transparency,  and  fo^’  condi- 
tions arc  eerily  real  i-stic. 

Like  most  Direct3D  games, 
.speed  and  graphics  quality  will 
vary  dramatically,  depending  on 
the  board  and  rlrivers  you’re 
using.  By  far  the  most  consislcnt- 
Iv  good  jjerforniance  was  on  a P166 
equipped  with  a Diamond  Monster  3D 


A BELL  For  the  first  time,  Flight  Simulator  includes 
a helicopter— the  Bell  206. 


card  based  on  the  3Dfx 
Voodoo  chipset.  Running  the  simulator 
at  800x600  in  3D  mode  w'ith  the  latest 
drivers  from  3Dfx,  screen  updates 
ranged  from  a minimum  of  about  15 
frames  per  second  in  the  city  to  over  30 
fps  in  open  country.  Tlic  STB  Velocity 
128,  based  on  the  Riva  128  chipset, 
showed  performance  tiial  rivaled  that 
of  the  Monster  3D. 

Mid-  and  bottom-range  3D  cards 
didn’t  fare  nearly  as  well.  Running  in  3D 
mode  on  an  ATI  All-in-Wondcr,  based 
on  the  l^ge  II  chi[5set,  I was  able  to  gel 
ibc  better-looking  graphics  of  (he  3D 
mode,  but  the  frame  rate  on  a P166 
ranged  from  8 to  Hips — nearl)'  identical 
to  the  speed  ninning  w-ilboiil  a 3D  card. 

A Diamond 
Stealth  2000 
Pro,  based  on 
the  S3  Mrge 
DX,  fared  even 
\\orse,  giving 
slow  er  perfor- 
mance in  3D 
mode  than  2D. 

1 also  tried  (he 
simulation  on  a 
Pentium  II 
ec|uippedwith  a 
Powcr\1< 
PCX2-based 
board. 

/'Uthougb  the 
gmphics  were 
speedy,  .special 


► NEW  PANELING  The  new  hi-res  panels  look  fantastic  at  800x600 
or  above,  but  at  lower  resolutions  some  numbers  are  so  blurred 
as  to  be  unreadable. 


A 
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effects  such  as  fog  didn’t 
work  properly  on  this  Ijoard. 

Unfortunately,  those 
without  3D  hardware  will 
find  the  simulation  even 
slower  thanFi.iGin'S!M  95. 

On  a Pentium  133,  running 
at  640x400  resolution  with 
detail  and  scener\’  density 
dropped  to  medium,  frame 
rates  varied  from  6fj)s  to 
12fps— slow' enough  to 
make  controlling  the  plane 
ver)'  difficult  at  times,  'lo 
get  up  to  a smoother  14fps 
average,  1 had  to  turn  all  the  graphics 
options  down  to  minimum  settings, 

MANUFACTURER  CERTIFIED 

Mying  is  much  easier  in  Fuoi  I’i'  SiM 
98.  Part  of  Oiis  is  due  to  the  increased 
fnime  rate  when  ninning  on  a 3D 
card — smoother  graphics 
make  for  much  better  con- 
trollability. But  most  of  the 
aircraft  have  seen  flight 
model  updates  as  well.  In 
fact,  the  new-  Ce.ssna  182S 
and  Lcarjet  45  models  are 
certified  by  the  actual  air- 
craft manufacturers.  Tire 
planes  arc  no  longer  as 
squirrclly  and  pitch-sensi- 
tive as  in  previous  releases. 

In  addition  to  the  classic 
Cessna  Skylane  1S2R  RG. 
there’s  no\s'a  fi.\ed-gcar 
182S  based  on  the  model 
Cessna  has  recently 
resumed  manufacturing, 

'llic  l..carjet  45  replaces  the 
earlier  model  simulated  in 
l'’i,lCiiTSiM  95.’nic 
l3ocing  737-400,  Uxtra 
300S.  Schweizer  2-32 
sailplane,  and  Sopwilh 
Camel  return;  improve- 
ments W'ith  these  vary,  with 
the  Kxtra’s  flight  modeling 
dnimalicalK’ imj)n»\ed. 
while  the  Sopw-ith  Camels 
overlj'  tame  responsiveness 
is  .seemingly  unchanged. 

For  the  first  time, 
Fi.iGiri’SiMUUTORnow 
includes  a helicopter,  the 
Bell  2n6B  JetRiinger.  'Tliis 
craft  is  quite  challenging 
to  Icamtoflv,  and  jou’ll 


SHOOTING  THE  BRIDGE  Multiplayer  support  via  the 
Internet  Gaming  Zone  has  been  added,  but  there’s 
not  much  to  do  other  than  chase  each  other. 


w'ant  a set  of  rudder  pedals  or  a joystick 
W'ith  a "tw'ist”  axis  before  attempting  to 
fly  this  W'ith  the  flight  model  realism 
turned  up  — its  much  more  difficult  to 
control  than  military  lielicopters  such 
as  the  Longbow,  I've  only  flow'n  fixed 
wing  aircraft  in  real  life,  so  1 can’t  judge 


personally,  but  a real  hclico]3ter  pilot  I 
talked  to  was  fairly  impressed  with  the 
Bell’s  realism. 

PLACES  TO  GO.  PEOPLE  TO  SEE 

Flight  Si,m  98  has  more  than  10 
times  the  number  of  airports  as  its  pre- 
deeessor,  witli  more  than  3,000  pre- 
sent in  this  version.  Tlie  majoritv  of 
U.S.  airports  arc  modeled,  so  you’re 
likely  lo  be  able  to  fly  from  your  home 
airport,  whether  that’s  Buchanan  in 
Concord.  California,  or  Halfiesburg- 
Liurcl  Regional  in  Mississippi.  You’ll 
also  find  major  airports  from  around 
the  w'orld  present,  so  you  can  fiy  into 
Rio,  London,  or  Moscow,  if  vou 
choose.  In  all,  there  are  more  than  45 
new  cities  modeled,  and  all  the  expan- 
sion scenery  (except  the  recently 
released  Southern  California  disc)  is 
now'  included. 


Fu, 
w 

in 


LIGHT  SiM  98  dispenses  completely 
with  paper  documentation,  including 
only  a tiny  booklet  with  six  pages  of 
installation  instructions  and  a number 
of  sectional  maps.  Microsoft  has  finished  its 
transition  to  an  online  manual  in  the  form  of 
help  files— a very  bad  move. 

If  you’ve  flown  every  version  of  Flight 
Simulator  ror  the  past  few  years,  this  m^ 
not  be  that  big  an  annoyance  for  you,  But 
for  most  users— those  new  to  Flight  Sim- 
ulator, those  who  skipped  a version  or  two, 
or  PC  pilots  who  are  ready  to  stop  sightsee- 
ing and  learn  about  how  to  fly  using  VORs 
and  ILS  sterns— the  online  documentation 
is  likely  to  prove  frustrating.  It's  not  that  it’s 
incomplete— in  fact,  most  sections  are  very 
thorough.  The  problem  is  that  there's  so 
much  information  to  work  your  way  through 
if  you’re  really  interested  in  learning  how  to 
tly  property  that  you’ll  be  bleary  eyed  long 
before  you  get  your  virtual  Private  Pilot  cer- 
tificate. Also,  despite  the  ability  to  use  the 
help  system’s  search  capabilities,  it’s  often 
much  more  difficult  to  locate  information 
than  it  would  be  with  an  indexed  paper 
manual  to  flip  through. 

Printing  the  manual  isn’t  really  a viable 
option,  as  it’s  formatted  for  screen  view- 
ing, and  the  resulting  piie  of  single-sided 
printouts  would  be  even  more  difficult  to 


search  for  information.  I’m  sure  Microsoft 
has  plenty  of  research  that  shows  that 
most  of  its  users  don’t  crack  paper  manu- 
als, and  for  some  products,  such  as  Word 
or  Monster  Truck  Madness,  this  is  a valid 
point.  But  a serious  simulation  deserves  a 
serious  manual,  especially  when  that  prod- 
uct retails  for  around  $70  and  comes  from 
a company  with  the  resources  of 
Microsoft.  If  Microsoft  is  convinced  that 
many  users  wouldn’t  use  paper  documen- 
tation, they  should  offer  a free  paper  man- 


Flight  School 


Anatomy  af  a St*n 

- a mn^producat  EvaNuady,  air  SoM/rg  pm 

of  thawiAg  can  no  lorgar  foltowr  IM  winp'a  contour  and  il  I 


ual  by  mail  as  an  option  tor  registered 
users,  as  they  used  to  do  for  Word  users 
who  desired  WordBasic  documentation. 
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a hangar  of  five  civilian  aircraft,  ranging  from  the  introductory 


PRE-FLIGHT  CHECKLIST 


[3]  EVALUATED  FLIGHT  ASSIGNMENTS 

□ FLIGHT  TUTORIAL 

□ PHOTOREALISTIC  PANELS 

□ DUAL  THROTTLES  FOR  MULTI-ENGINE  AIRCRAFT 

□ CROSS-COUNTRY  NAVAIO  COVERAGE 


□ 3,000  AIRPORTS  NATIONWIDE/IOO'S  OF  CITIES 

□ 27  MILLION  ELEVATION  POINTS 

□ GLOBAL  POSITIONING  SYSTEM 

□ LIVE  ON-LINE  MAP  DISPLAY 

□ AIR  TRAFFIC  CONTROL 


runway  are 


3,000  airports,  eac. 


in  exacting 


rivers^  forests  and  canyons  are  afforded  such 
faithful  geographic  representation  they  could  double 
as  a map.  Within  25  nautical  miles 
of  any  city,  the  flying  world  is 

rendered  with  lifelike  realism.  You'll  hear  from  Air 
Traffic  Control  and  other  pilots,  and  learn  to 


wn 


today,  and  the  promise  of  what  one  can  be  tomorrow. 
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SOUND  LIKE  IN  RUSSIAN? 


Introducing  EF2000  V2.0. 

The  world's  best  flight  sim  just  got  a whole  lot  better. 


PC  Gamer  says  that  EF2000  has  "everything  you  could  hope  for  in  a high-tech  flight 
sim:  realism,  playability  and  stellar  graphics.”  That's  why  they  named  it  Editor’s  Choice. 
It's  also  why  it  was  named  1996  Sim  of  the  Year  by  Computer  Gaming  World.  But  we 
knew  you  wanted  more.  And  EF2000  V2.0  delivers. 


Russia  has  invaded  Norway,  and  it's  up  to  you  and  NATO's  next-generation  EF2000 
fighter  to  stop  them.  Fully  compatible  with  Windows  95  and  3Dftc  and 
— Rendition  accelerators,  V2.0's  incredible  detail  brings  combat  to  life, 
' S'  death.  Follow  the  tactical  mission  planner  and  dive  into  one  of 

IIZ  0 different  combat  scenarios.  Or  go  up  against  true  flesh  and  blood 

multi-player  or  head-to-head  network  play.  And  if  that's  not 
i ^ enough,  construct  your  own  air-to-air  combat  against  32  different 

” ^ aircraft  so  you  can  prove  once  and  for  all  who’s  the  best. 


EF2000  V2.0.  It's  not  a sequel,  it's  reality. 


I111.1U  mil  m ill  www.did.cotn 
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You’ll  find  the  scenery  and  elevations 
have  improved  for  the  most  [)art.  'Hie 
llockies  and  the  Grand  Canyon  look 
great,  but  the  mountains  around 
Sedona,  Arizona,  arc  ])retty  poor. 
Considering  that  the  entire  U.S,  and 
miieh  of  the  resl  of  the  world  is  mod- 
eled, it’s  pretty  impressive. 

Navigation  aidssueli  as  VOKs  and 
NDBs  are  available,  so  you  can  use  the 
included  sectional  maps  for  IFR  flights. 
VOR  ranges  have  been  made  more 
reali.stic,  although  some  long-range 
VORs  didn't  seem  to  have  enough 
range.  A number  of  new  adventures, 
challenges,  and  situations  have  been 
added,  such  as  stunt-flying  down  the 
1 ;is  Vegas  strip,  for  those  who  prefer 
structured  goals  in  their  flying. 

Multiplayer  capability  has  returned  to 
I'l.lC'.l  ri'  SlMUtAfOll.  (Older versions  had 
direct-serial  connection  capability,  but 
that  feature  disa[)[)eared  long  ago,  along 
with  the  \VW1  game  and  built-in 
airplane  designer.)  You  can  connect  via 
modem,  network.  Internet,  or  the 
Internet  Gaming  Zone  to  take  flight  with 


other  players.  Flaying  on  the  Zone  is  ver)' 
smooth,  but  I’m  not  sure  how  much  use 
this  will  see  after  the  novelty  wears  off. 
Despite  the  addition  of  a virtual  cockpit, 
the  view'  system  isn’t  good  enough  for 
foniiatioii  flying,  and  chasing  unamicd 
aircraft  around  cities  gets  old  after  a 
while.  Air  racing  is  out,  since  it’s  too  ca.sy 
to  clieat  (such  features  as 
pausing  and  changing  air- 
craft arc  enabled  in  multi- 
player flight).  If  Microsoft 
had  put  the  simple  \V\V1 
combat  game  back  in  to 
this  version  or  added  an 
organized  air  race  or  aero- 
batics mode,  the  value  of 
muliiphyer  would  have 
increa.scd  dramatically. 

Other  new  features 
include  sup])ort  for  forcc- 
feedbaek  joysticks 
(effects  on  a Sidewander 
Force  I'eedback  Fro  and 
Cl  I l'’orcc  hXwerc 
impressive,  although  the 
ninwa)’  bumps  were 


severely  exaggerated),  higher-resolution 
instnimcnt  panels,  and  numerous  new 
digital  .sounds. 

Older  add-on  instruinenl  panels  aren’t 
compatible  with  pMCtfl'  SiM  98,  but  the 
new  fomial  will  allow  easier  panel  cus- 
tomiziition  and  bundling  of  panels  with 
aircnift  files.  A converter  for  Flight  Shop 


For  a FREE  CATALOGUE  CALL 

1 • 800  • a-THUNDER 


ThunderSeat  Technologies 

17835  Sky  Park  Circle  • Suite  C 

Irvine.  CA  92614-6106 

714  *851-1230  fax;  714  *851-1185 


OPTIONAL  SIDE  CONSOLES 

Put  your  favorite  joystick  controls  and  mouse  at 
a convenient  position.  Add  a keyboard  bolder 
and  you  have  the  perfect  setup  for  both  flight 
simulation  and  office  work. 


Shake  Rattle  and  Roll 
for  as  little  as  SISS.SS! 


"A  DOUBLE  MUST-HAVE. 

Anyone  who  pfays  computer  games 
will  want  this  AMAZING  CHAIR!" 

Marc  Spiwak 
POPULAR  ELECTRONICS 
"/  could  actually  FEEL  the  punch  of 
the  afterburner!” 

Ed  DilIC,  ELECTRONIC  GAMES 


HOW  IT  WORKS 

A 1 00  watt  subwoofer  built  into  the  base 
generates  low  frequency  sound  that  resonates 
through  the  wave  chamber  hidden  inside  the 
chair.  Thus  you  not  only  hear  but  FEEL  your 
simulation.  Paired  with  your  amplifier,  the 
ThunderSeat  makes  your  favorite  flight  sim  as 
realistic  as  it  can  be  without  a motion  simulator! 


IhunderSea 

Feedback  System  Used  in 
Real  F-16  Simulators 
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HijtHinkiiittoj 


If  you 


can  see  it,  you  can 
be  it -when  you’re  an  ATI 

XPERT@Play" 


FEATURE 

Iriardi  Scuii  Enm 

XP£RI®PUy 
(RAGE  FDD) 

Creative  3D  Blasici 
(VerilelOOO) 

r Diamond  Homier  3D 
(3Dfx) 

AUIenixe  Cache 

SAnear/IrirurFlieific 

1 » 

• 

• 

SpecidEflKis: 

Texture  Comjmng, 

• 

Tenure  Decixuieiiian 

• 

AfeLHcodm/Foo 

• 

» ^ 

lOAccderation 

• 

baih  form  Finback 

Jr 

1/ 


• Unequaled  3D  features  and  powerful 
acceleration  for  immersive  3D  that 
blows  away  game  consoles 
• High  performance  3D,  2D,  MPEG-2/ 
DVD  ready  video  with  big  screen 
TV-out  display  in  one  card 
• Brute  force  3D  horsepower  with 
setup  engine  texture  cache, 
edge  anti-aliasing,  texture  with 
decompression  and  more: 

-1.2  million  triangles/second 
-75  million  textured  pixels/second 

• Optimized  for  MMX  processors 
for  full  screen,  full  motion 
MPEG-2-playl3ack 

• Balanced  performance  for  the 
best  in  Direct  3D,  DirectDraw 
and  DOS  gaming 

- • ‘ Up  to  8MB  of  high  performance 
^SGRAM  for  1280x1024  fully 
textured  3D  resolution 
jtPERT@Play  supports  the 
^ard-winning  ATI-TV  add  on 
^'cArdv-  the  best  TV  tuper  and 
/ video  capture  card 
^Includes  FORMULA  lan^ 

Iracide  - FREE 

out  www.atitech.e 
call  (905)  882-2600  ' 


(1  (opyrighi  1997,  ATI  Fechnologfes  IikN^TL  XPERTST’lay,  ATI-IV,  ani)  30  RAGE  PRO  are  iradematlu  and/or  rcghiered  iradematlu  ol  AT!  Technolo^ei  Inc 
Another  company  and/c:  product  nametare  trademarks  and/or  regisierd  trademarks  of  their  respective  manufacturers.feanites,|Hifotniante,  and 
spccircaiionsmayvaryby  operating  enviionmeni  and  aresubject  to  change  without  notice.  Products  may  not  be  as  exactly  shown. '3D  WinBench  97, 
onaPII766Mhz.  5I2X  cache,  32M6  3DRAH,PCIbus  at  640x480x16bpp@75Hz.2  Screen  shot  examples  from  FORMULA  I.  FORMULAIis  the  creation  of 
PSVGNOSIS.FerracideisaiegislcredtiadentarkofEidosInierattive.  CIRCLE  READER  SERVICE  #106 


[VIRTUAL  WORLD  Virtual  cockpits  have  been  added, 
but  sans  working  instruments.  Panning  is  too  slow 
to  be  useful  in  multiplayer  formation  flying;  a pad- 
lock would  have  been  nice. 

planes  .should  be  available  by  the  time  you  read  this, 
and  Flight  Sim  95  scenery  files  should  work  without 
modification. 


MISSING  LINKS 

Wliilc  there  are  many  notable  improvements  here, 
tixirc  arc  other  arca,s  that  sliould  have  been  addrasseti 


before  a major  release.  Tlie  biggest  problems  are  the 
lack  of  air  traffic  control  (ATC)  simulation  and  of 
other  intelligent  aircraft.  ATC  is  vital  when  you’re  real- 
ly trying  to  learn  all  tire  procedures  a private  pilot 
must  follow.  (Canned  A'l’C  Is  included  in  tire  adven- 
ture file,s,  but  not  nonnal  flying.)  Some  airports  do 
have  other  planes  taking  off  and  landing,  and  lliey're 
.somewhat  smarter  now — at  least  tlicy  won’t  taxi 
through  you.  However,  what  many  of  us  would  really 
like  is  re-creation  of  the  crowded  airspace  and  landing 
patterns  of  airports  like  DF^V  and  OIU3. 

Many  long-standing  quirks,  such  as  the  need  to 
reset  scenery  density  and  dynamic  scenery  after 
loading  a new  terrain  area,  arc  still  present.  And 
there  are  some  new  quirks  as  well.  When  you  play 
niniti])layer  on  a .system  with  a 3Dfx  card,  the 
ciiat  window  doesn’t  appear  on  the  3D  screen; 
you’re  forced  to  use  your  system’s  pokey  2D  card 
to  display  tire  game  if  you  want  to  chat  with  your 
fellow  pilots. 

Overall,  though,  this  is  a worthwhile  update  for 
l^i.ic.irrSiM- 


UU'IDR  fans  who 
liave  fast  3D  cards. 
With  real  competi- 
tion on  tlic  way 
from  Sierra  and 
I/M)king  Glass, 
however,  tlie  lack 
of  Arc,  intelligent 
air  traffic,  and  a real 
manual  may  even- 
tually see  the  cur- 
rent king  of  civilian 
sinis  blocked  from 
its  throne.  % 


^APPEAL:  Right  Simulator  fans 
looking  for  3D  card  support  or  more 
places  to  fly. 

^PROS:  Wide  variety  of  airports  and 
scenery  areas;  realistic  flight  model- 
ing; great  performance  with  a good 
30  card;  amazing  third-party  support. 
►CONS:  Terrible 
frame-rate  without 
a 3D  card;  no  air 
traffic  control  out- 
side of  adven- 
tures; multiplayer 
mode  needs  some 
structure. 
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Afforif? 
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Mid-Air  Virtuai  Reaiity  Controi 
Revoiutionary  Soiid-State  Sensor  Technoiogy 
Most  Precision  Controi  On  The  Market 

BONUS 

Cool  Cybers 
with  a ;a 


INGRAM 

MICRO  , 

sisctronics 

boutic)U6 

M 

For  more  information,  visit  CyberStuff  Corp.  at: 
www.cyberstuff.com 

CIRCLE  READER  SERVICE  #144 

SEE  US  AT  COMDEX  BOOTH#  M536 


Scenario  B 


THE  AHSlilIII  TO  mwi  n pnct  is  TP  nnmiT  ui  human  confiict  away  fboh  beauty  by  loaiHB  OH  TO  HMT.Hn. 


HOWH! 


This  box  makes  it  easy  to  play  against  live  competition  on  the 
HEAT.NET  internet  game  network-more  importantly,  it  is  the  bus  on 
the  road  to  world  peace!  CyberOiversion  Theory  says,  if  we  divert 
humankind's  primal  aggressive  urges  away  from  reality  and  onto  the 
internet,  we  can  end  real-life  violence  and  create  lasting  peacel! 

cyb^rbull^ts  cause  no  PAINI! 


CONTENTS  OF  BOX- 
1)  HEAT'“CD  (allows  you  to  log  on  to  HEATNET  whflro  \/nti  mn 
'n ''  t mulli-player  PC  CD-ROM  titles,  ffiudfng 

Quake,  WarCraft  ir"and  Scud:  Industrial  Evolutionl™) 

Sete  'I'«^‘^^hip  (earn  frequent  player  points 

3)  MtTm  f *0‘^^"a"ienfs,  gatn  access  to  the  latest  game^ 

'5)  Internet  access  from  MCI  ’ 

“'S'liet  i"‘^“‘'i';^|»™,e:-Atien  Race," 

5)  HEAT  T-shirt  (show  your  solidartty,  wSh^®6vsment!) 
-Loo  on  to  HFAT.NET  NOWi  a i irc  J 

IS  A UKE  saved  UN  EA^HMI  § 

W£^^r  /S  THE  ANStTEHi 

I other  line  reiailers: 


i:DtVDr,>t5T'.^uts,Q,SottNi:4A0kAkt&Scul  kUtEVaEvcUcnniJr.tin'.icli^srre  r-andtertctiSdnli  DcfeOrcwwBhVo 


0 1 air  Sotitiot  NoMCtie.  IX.  )CAT,  hEAldCT,  N«  F«l»  ora  Atoi  Ril 
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SIMULATION/SPACE 


REVIEW  • FIGHTERS  ANTHOLOGY 


Price:  $54.95 
Minimum  System 
Requirements:  Pentium 
90.  Windows  95.  16MB 
RAM,  74MB  hard-disk 
space,  4x  CD-ROM, 
SVGA  graphics,  DirectX- 
compatible  sound  card; 

joystick 
recommended. 
Multipiayer  Support: 
Direct  Connect,  modem, 
network  (2-8  players). 
Internet  (2-4  players). 
Designers:  Andre 
Gagnon  and 
Brent  Iverson 
Publisher:  Jane's 
Combat  Simulations 
San  Francisco.  CA 
(800)  245-4525 
www.janes.ea.com 
Reader  Service  #;  345 


Jet  Deja  Vu 

The  US  Navy  Fighters  Series  Resurfaces  for  the  Last  Time— Really! 


by  Denny  Atkin 


My  reaction, 
wlicn  I iK'anl 
that  ['’iCiril'lRS 
AivniouiCY 
w.istobcycl 
aiiollKTj^ine 
based  on  (he 
crcakyUS 
N,wy 
Fk;i  rii':i{.s 

(USNI')  engne,  cxiulcl  bc.sl  be 
described  asapaliiy.  Will  seven 
titles  (I  /SNb’  A'lF,  and  various 
expansion  packs  and  “Gold”  ver- 
sions), “variation”  was  starting  to 
smack  of“relia.s!i,”  e.s])ecial!y 
after  AIT’ Coi,n  was  relea-sed 
saas  any  significant  new  features. 

Suqrrisingly,  tliougli,  1 fouml 
tliat  tlx;  improvcinenis  in  Janes 
newFiciriKRSANIllOlDQ’ 
made  lliLs  scries  worlJt  visiting 
oix:  more  tinx;.  Along  with  all 
lix;  niLssioas,  aircraft,  terrain  areas,  aixl 
multimedia  reference  materials  from  US 
Navy  l''i(;i  riKRS  97  and  A'l  T’ Goi  A 
FlCl  ni'iiis  Atvn  lOixxrradds  28  new  air- 
craft, aniiinlicrofncwcombal  tlieaters, 
arxl  enhaiKcd  iTiuitipla)'cr.snp]X)rl. 


FAMILIAR  SURROUNDINGS 

Make  no  mistake;  At  its  Ix-art  this 
game  Isn't  much  different  from  the 
three-year-old  USNA\'Yh'’iCirn';RS.TIic 
graphics  engine  has  .seen  a little  perfor- 
mance tuning,  but  compared 
to  tile  3D-card  visuals  of 
today’s  sims,  it  looks  positively 
antiquated. 

InsImmenLsand  flight 
mcxIcLs  are  still  very  basic  as 
well.  !'X'.irn':us  AN'iiiotiKri' 
doesn't  attempt  to  replicate  tlx; 
cockpits  and  .s-yslems  of  100+ 
iixlividual  aircraft.  Instead,  it 
iLsesa  fnll-screen,  out-tlx:- 
c;iix)[)y  dis])!;^' with  small  |X>j> 
up  MI'l^s  (multifunction  dis- 
play^i)  f<  >r  radar,  .systei  i is,  i lavi- 
gation,  targeting,  and  iticlar 


HEADS  UP  The  Sim  includes  no  instrument  panels,  relying  instead  on  pop-up  MFDs  for  radar  and 
other  readouts. 


w'amingfuiKtkHXs.’IlKse  work  well  for  air- 
craft like  tlx;  F-22A  iJglitning,  but  tlx;y’re 
out  of  place  and  Itx)  |X)werfuI  wlien  you’re 
flyinga  ckissic  A-1  Skyraidcr  or  MiG-17. 

'Hx:  sim’s  flight  modeling  is  of  medi- 
um fidelity.  Although  there  arc  some 
maneuvers  in  w'hich  the  planes  don’t 
react  properly  (e, specially  during  land- 
ing), the  handling  during  comhal  is  con- 
vincing enough  —stalls  (noniial  and 
accelerated),  spins,  energy  bleeding,  and 
other  effects  arc  modeled.  And  while 


THUD  RIDGE  The  inclusion  of  the  F-105  Thud  helps 
flesh  out  user-created  Vietnam  missions. 


some  aspects  of  lix:  flight  models  are 
simplified,  the  various  aircraft  do  exhibit 
the  proper  relative  pcrfomiancc  (an  F-I6 
will  turn  circles  around  an  F-4  Phantom, 
for  instance).  This  level  of  realism  won’t 
satisfy  tlx:  hard-core  siin  pilot,  but  it’s 
plausible  enough  so  that  it  won’t  teach 
new  flight  sim  pilots  any  bad  habits. 

The  games  .six  scripted  campaigns 
and  tlx;  individual  missions  come  from 
USNF,  ATF,  and  llK;ir  respective  expan- 
sion discs,  'ibu’ll  need  to  use  the  Quick 
and  Pro  Mission  builders  to  create  mis- 
sions in  order  to  ulili/e  tlx;  ix;w  planes 
and  combat  arenas, 

WHAT'S  NEW 

Tlx:  most  inirigi  ling  asix;ct  of 
FlCl  mats  Anii  l(llXK'.Yis  tlx;  ama/Jng 
variety  of  flyable  aircraft.  It’s  highly 
unlikely  tlial  you’ll  ever  see  sland-aloix: 
simulations  of  such  aircraft  as  llx; 
Anx;ricau  A-1  Skyraidcr,  Swedish 
Drakkcn  aixl  Mggen.Tiiiwaixsx;  IDl*' 
C'hing-IGio,  Israeli  Kfir,  or  Chiixxse  )-7I0 
MiG-21  cloix; — but  you  can  fly  ltx;m 
lx;re.  You  can  use  (ix:  mLs.sion  builders  lo 
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into  the  Fall  with  EIDOS! 

^ J Enter  to^win., 


• Flying  NigI 

• StratBgy'u 

• Paster 


ip.^elB  Flight  Stick 

Ightmares  3 Game 

f: 

i Guide 


www.eidosinteractive.com 
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W 


1 GratidjprizE^'^  ■« 

• Screamip  30  bDaraj 

• RCT  Labsfgaglg  Fllg: 


ritJlng  Nightmarefe^?  ^me 


f f Strategy  Guide 


1.  No  purchase  necessary:  To  enter,  send  a standard  size  postcard  containing  name,  address,  phone  numoer  and  e-mail  address  to  CGVV  Flying  Nightmares  2 Contest  ".  651  Brannan  Street. -Jih  Floor.  San  Francisco,  CA9.5I07  No 
purchase  or  payment  of  any  money  is  necessary  to  enter.  One  entry  per  household,  Mechamcall/  tepioduced  entries  will  not  De  accepted.  Entries  must  Oe  recen/ed  by  January  15, 1998.  All  entries  Oetome  exclusive  properly  of  EIDOS 
Interactive  and  will  not  be  acknovriedged  or  returned.  Only  one  prize  per  family,  organization,  or  nousehoid.  2.  Prizes:  One  Grand  Prize:  Grand  Prize  winner  will  receive  a Rendition  Accelerator.  ACT  Eagle  Fiigtii  Stick,  copy  of  Flying 
Nightmares  2.  Strategy  Guide  and  Flying  Nightmares  2 poster,  Grand  Prize  has  an  approximate  relail  value  of  S400.00,  Five  First  Prize  winners  wilt  receive  a ACT  Eagle  Flighi  Slick,  copy  o1  flymg  Nightmares  2 Strategy  Guide,  and 
Flying  Nigntmares  2 poster.  First  Prize  has  an  approximate  relail  value  of  $200,00.  Ten  Second  Prize  ivlnners  will  receive  a copy  o1  Flying  Nightmares  2,  Strategy  Guide,  and  Flying  Nightmares  2 poster.  Secona  Prize  has  an  approxi- 
mate value  of  875.00,  Winners  vzill  be  determined  by  a random  drawing  from  all  valid  entries  by  EtOOS  Interactive  wnose  decisions  are  final.  Drawing  I’nil  be  held  on  or  about  February  15. 1998  An  prizes  wui  be  awarded  Pnzeisi 
atenon-transferaWe.  No  substauons  are  allowed,  except  al  the  option  of  EIDOS  Interactive  snouM  me  featured  pnze(s)  become  unavailable.  The  odds  of  winning  v/iii  be  determined  by  numbei  of  valid  entries  tecened  3.  Eligibility 
Sweeostakes  open  to  residents  of  United  Stales  and  Canada.  Non-compliance  with  the  time  paiameieis  contained  herein  or  return  o1  any  pnze.'prize  nolificalion  as  undeiiverabie  v/ilt  result  m disquaiiiication  and  an  alternate  •.vinner 
vnil  be  selected.  In  the  event  of  disquaiiiication.  Grand  Prize,  First  Prizes  and  Second  Prizes  will  be  awarded  to  the  next  available  entry.  Runner  up  winners  will  be  notified  by  mail,  fly  acceptance,  wnnerts)  agree  to  the  use  of  meir 
name  and/or  likeness  for  purposes  of  advertising,  trade,  or  promotion  wilhout  funher  compensation,  unless  ptohibiled  by  law  EIDOS  Interactive  Is  nol  responsible  for  any  damages,  taxes,  or  expense  that  consumers  might  incur  as 
a result  of  this  contest  or  receipt  of  prize.  Winners  accepting  prize(s)  agree  that  all  prize(s)  are  awarded  on  me  condition  that  EIDOS  Inteiaclive  and  its  agents,  representatives,  and  employees  will  have  no  liability  wiialsoever  for  any 
injuries,  losses  or  damages  of  any  kind  resulting  from  acceptance,  possession,  or  use  of  the  pitze(s)  4,  List  of  v/inners:  For  a list  ol  winners,  send  a sell-adoressed  stamped  envelope  to  EiDOS  mieiaciive.  CGW  Fiymg  Nightmares  2 
Si.eepsiakes.  651  Brannan  Street.  4lh  Floor  San  Francisco.  CA  94107.  Requests  lor  winners  must  be  received  by  January  30, 1998.  Allow  4 weeks  tordelrveiy  ol  winners  list.  5.  Resiiiclions  Void  v.nere  prcnibiled  or  lesincied  by 
law.  All  federal,  state  and  local  regulations  apply.  6.  Sponsors:  Tins  sweepstakes  is  sponsored  by  EIDOS  Interactive  Computer  Gammg  World.  ACT  Labs,  and  Rendition.  EIDOS  (nieracuve  and  Flymg  Nightmares  2 are  iraoemarks  of 
EIDOS.  PIC.  ©1997  EIDOS.  Eagle  Flight  Stick  and  ACT  LABS  are  trademarks  of  ACT  Laboratory  Ltd.  ©1997  ACT  Laboratory  Ltd.  All  Rights  Reserved.  Printed  in  USA 
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SIMULATION/SPACE 


REVIEW  • FIGHTERS  ANTHOLOGY 


ciciitc  a flight  of  F-105  Thundcrchicfe 
escorted  1))'  F-4E  Phantoms,  and  [>it  llieni 
against  MiG-17s  and  MiG-21s  o\'cr  Norlli 
Melnam.  Fly  an /Argentine  Super  Etcndaid 
witli  Mirage  III  escorts  against  Britisli  Sea 
Manicis  and  Buccaneers  over  tlx;  halkland 
Islaixls.  Or  re-create  past  and  future  con- 
flicts in  such  hot  spots  as  Pakistan  and 
laiwan,  with 
fighters  ranging 
from  the  F-104 
Starfighterto  tire 
enhanced  Su-35 
Flanker. 'lire 
variety  of  plaixa 
IwrelcLsyou  rc- 
ctcatc  virtually 
any  air  conflict 
from  1960  to  tire 
ixjar  future. 

'llx;  rciil  fun 
comes  from 
using  tlKsc 
jjiaires  in  multi])lifter  mode.  Like  its  prede- 
cessors, W'.[  rn'.RS  Avn  lOiocTi'supiwrts 
miillipkner  in  Quick  Missions  as  well  as  in 
both  user-created  and  built-in  Single 
Missions.  Both  cooperativ  e and  antagonis- 
tic pki)’  are  available.  'Hx;  variety  of  ])laix» 
and  relatively  simple  interface  make  this  a 
great  sim  to  use  to  introduce  gamers  to 
nnilti])!aycr  flight  .sims.  You  can  handicap 
simply  by  ])Ianc  choice — the  expert  can 
take,  say,  a little  A-37Twect,  w'hile  tire  ixw'- 
bie  flies  the  powerful  F-22  Pirptor, 


do  this,  )ou  stoekyour  airbirsc  at  the  begin- 
ning of  tlx  game  with  up  to  sixdiffcrent 
jrlaix  types,  usually  a niLvture  of  fighters 
aird  bombers,  liach  time  you're  shot  down, 
you  can  llxn  choose  aixrtlxr  aircraft  from 
your  home  airlrase — as  long  as  tlx  base 
hasn’t  been  destroyed.  1 f it  has,  you’re  stuck 
flying  tlx  jrlaix  you’re  in,  so  yoit’d  belter 
take  care  of  it. 
'toil  can  land  at 
airy  friendly  base 
to  reamr  and 
refuel. 

If  all  your 
planes  are  shot 
down  but  your 
airbase  is  still 
active,  you  don’t 
have  to  sit  back 
while  the  rest  of 
the  players  fight 
it  out.  You  can 
man  a mobile 
air-defense  plalfonn,  a tank-like  vehicle 
y ou  can  drive  around  and  use  to  shoot 
guns  and  SAMs  at  enemy'  air  targets  as 
they  pa&s  near  your  field. 

’lb  make  it  easier  to  find  otlxr  players, 
Jaixs  has  set  up  a matchmaking  service  on 
iLs  Web  site  at  www.janes.eacom.  At  ]3rcss 
tinx,  it  just  piwidas  basic  chat  and  the  abil- 
ity to  launch  Ft;i  f it'ins  AN'ti  tOLX)C.V  after 
yrni’ye  gathered  your  player  group.  Jaix’s 
plans  to  add  support  for'  kill  boards  and 
otlxr  statistics  as  tix  area  malnros. 


GROUNDED  II  you  lose  all  your  planes  in  the 
Airbase  Attack  module,  you  can  drive  this 
mobile  AA  platform. 


BASE  PLAYER 

'fix  biggest  addition  to  tlx  game  Is  tlx 
new  Airbase  Attack  mode.  Available  only  in 
multiplayer,  this  mode  [DiLs  two  teams  of  up 
to  four  players  against  each  otlxr.  Your  goal 
is  to  lake  out  tlx  cixmy  pilots’  airbases.  To 


ONE  MORE  TIME 

'l^Dical  of  janes  titles,  the  manual  is  loir- 
notch,  with  334  pages  of  infomratioir  cov- 
ering tlx  game,  tlx  aircraft,  and  basic  com- 
bat maixuvers.  In  adclitioii,  tlx  title 
includes  a second  disc  that  contains  all  tlx 
mullimcdia  reference  mate- 
ria! from  tlx  earlier  titles  in 
tlx  series.  Yliis  disc  can  also 
lx  used  to  launch  tlx  gimc 
once  its  Ixen  installed,  so  if 
ymi  have  Iwt)  computers  at 
honx,  you  ixcd  only  oix 
co|3yofllx  game. 

Is  Fig!  rims  Avu  iolocy 
worth  it?  If  you  have  all  llx 
previous  tilios  in  the  series, 
ihcies  not  a lot  new  Ixrc, 
unless  you  plan  to  use  tlx 
. onliix  matchmaking  service 

► SPAD  AND  TWEET  Fly  the  technologically  primitive  A-t  nuiltiplaycr  Airbase 

Skyraider  and  A-37  Dragonfly  (or  a real  ground-attack 
challenge.  qj-  .,i|  of  previous 


Sky  Warriors  Lite 

One  of  the  new  aircraft  in  FictfrERs 
AfmoaKJY  is  Chuck  Lischer’s  SIAF 
Marchetti  SF.260,  which  performs 
aerobatics  at  air  shows  v^ile  sport- 
ing Jane’s  colors.  If  you  want  to  take 
air  combat  out  of  the  realm  of  radar 
and  missiles  and  into  pure  airman- 
ship. this  is  the  plane  to  choose. 

Just  set  up  a head-to-head  game 
with  each  player  flying  an  SF.260 
armed  widi  a centerline  gun  pod. 
Presto:  You  have  a fairly  good  simu- 
lation of  what  it’s  like  to  fly  in  such 
reaHife  air  combat  experiences  as 
Sl^  Warriors  or  Air  Combat  USA  (the 
latter  actually  flies  SF.260s),  You 
don't  get  to  fee!  the  g’s,  but  you 
also  don’t  have  to  spend  $700. 


ganies  in  tlx  series,  however,  and  you  don’t 
mind  a somewhat  simplified  sim,  you’re 
likely'  to  find  plenty' of  entertainment  value 
Ixre.  But  you  may'be  disa])]X)inted  lo  pay 
frill  retail  price  (a  $15  rebate  is  av-ailalJc  if 
you  send  in  a previous  title  in  llx  scries)  for 
an  aH-in-oix  package  with  relatively  miixrr 
updates.  If  only  llx  devcloj)ers  had  includ- 
ed some  new  built-in  mi.ssions  lo  take 
advantage  of  tlx  ixw'  aircraft  and  combal 
tlxaters,  or  perhaps  updated  tlx  graphics 
engine  to  support  3D  cards,  llx  purchasing 
decision  would  be  easier  to  make. 


► HOW  SWEDE  IT  IS  FIGHTERS  ANTHOLOGY 

allows  you  to  fly  jets  like  the  Saab 
Drakken  and  Viggen  for  the  fiist  time. 


^APPEAL:  New  sim  players;  USNF 
series  fans  looking  for  enhanced 
multiplayer  capabilities;  aviation 
buffs. 

^PROS:  More  flyable  aircraft  than 
any  other  sim;  easy  multiplayer 
setup  and  matchmaking;  access!^ 
to  beginners; 
superb  manual. 

>CONS:  Dated 
graphics;  no 
new  missions; 
no  instrument 


panels. 
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The  latest  in  hardcore  realism  from  the  engineers 
of  the  the  award-winning  F/A-1 8 Hornet  3.0 

FEATUUES: 

• Proprietary  ultra  high-speed  differential  scan 
conversion  graphics  engine 

• Native  3Dtx™  texture  mapping  and  effects 

• Powerful  mission  creator/editor 

• Highly  realistic  carrier  operations 

• Detailed  printed/online  documentation  y 

• Extensive  theater  ofi^ops  with  rolling  terrain  / 

• Authentic  avionics  and  flight  modeling  / 

• Network  play  over  LAI^r  Internet  /,  J 

• Huge  arsenal,  includinafcs?  tactic^nukel 


i ' 

/ 

>1 

^ 

■ | 

0 ' „ 

‘30lx  Icxiurs  maFl3iog  requires  compatible  3D  Haidwjie. 

For  product  information  and  availability,  check  out  our  web  page  at:  www.graphstm.com 
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S I M U LATI  a N S 


ii-  ONLY'QiSS  (iWiE  TR/il’ 
fclJiS.QlSRA]S!KllSlG.  .. 


USCF  Chess  is  easy  to  use,  Jim  to  play,  rtW,  o 
amazingly  strong  opponent.  Measure  yourself  agai 
you  would  do  in  actual  United  States  Chess  Fee 

Mike  Qivalla,  Lxeaitine  Diiector  of  tke^JnUeil  S, 


amom 


The  only  chess  program  officially  endorsed  by  the  United  Statei 
Chess  Federation  - the  largest  chess  organization  in  the  UvvStf^ 


The  only  chess  program  that  can  award  an  official  U.S.C.K**f 
rating  that  can  be  used  to  enter  an  (SffcTal  tournament 


The  only  chess  program  with  a user-friendly  interface, 
300,000  move  opening  book  librar)^Und  tutorials  g 
written  by  Tasc  | 


offer  for  a discounted  membership 


USCF  Chess  includes  an 
in  the  USCF 


Adjustable  computer  A1  speeds,  ability  levels  LAN 
and  modem  play 


LOSE  YOUR  HARBLES  • REVIEW^^A^^^ 


S’mailielous 

Lose  Your  Marbles  in  More  l/l/ays  Than  One  With  This  Tetris  Clone 

by  Charlotte  Panther 


[(.'Vebeensubiectccl 
I toinanyTKlW.S 
clones  over  die 
I years.  Most  are  con- 
signed to  tlie  CD- 
ROM  [link  drawer 
after  just  a few 
weeks.  TIktc  arc 
notable  exceptions, 
,siichasSe^isB.\Kt! 
B.\KU,  w'iiich  still  makes  me  slop  appoint- 
nienlsand  miss  deadlines.  Its  fitting,  then, 
lliat  SegaSoft,  a division  of  the  same  com- 
pany; has  rcleased  a new  puzzle  game  thats 
addictive  enougli  to  threaten  B.-VkT)  B.\Ki 's 
place  of  honor  on  my  hard  drive. 

GRID  CLEANER 

'llie  premise  of  YoUR  ^ L\Rlti,i';s 
is  simple;  Clear  ) our  grid  before  your 
opponent  clears  his,  by  lining  up  same- 
colored  marbles  in  a "pitch"  line.  Ihree 
or  four  matching  marbles  placed  togeth- 
er will  (lisajipear.  Rve  marbles  of  the 
same  color  will  not  only  disappear,  tlie\'1l 
also  ciuni]!  a load  on  your  opponent. 

VVliiie  )OLire  men’ing  columns  back  and 
fordi,  marbles  will  constanth’  drop  onto 


► ROLLOVER  BEETHOVEN  By  using  the  Rollover  move,  player  2 (on  the  right)  can  line 
up  the  green  marbles,  thus  matching  the  Marble  Counter. 


^ NO  FREEWAY  BYPASS  If  you  dally  in  getting  rid 
I of  your  marbles,  resign  yourself  to  gridlock. 

) our  grid.  Allow  a column  to  fill  up  and 
you’ll  ha\'c  no  leverage  lo  maneuver.  'Hien, 
tire  only  way  to  match  u]5  marbles  is  to  use 
tlx;  Rollover  move;  Mit  tlie  space  bar,  and 
tlx;  marble  on  tlie  far  right-hand  side  will 
jump  over  to  tlx;  far  left,  pushing  all  tlie 
oilier  marbles  one  place  over,  llie  overall 


effect  is  fluid  and  very  com[)etitivc  for  twi> 
player  pla\; 

NO  DIRT  IN  MY  SANDBOX 

Tlx;  five  game  Ixiards  ]irogrcss  from 
sandbox  (ciisy')  to  hardwood  floor,  all 
playable  at  three  diffeienl  .skill  levels.  In 
single-player  mode,  you  must  iieal  your  A1 
o[)ponenl  in  five  rounds,  afterw  hichyou 
entera  IxHULs  roimd.  If  you  siiccessfuliv 
com[)lete  this  puzzle,  you’ll 
receive  bonus  marbles.  Bonus 
marbles  consist  of  thiee  different 
types;  Refugees,  which  dump 
irremovable  stone  marbles  on 
your  o[5ixincnt;  Chaias,  which  .set 
up  chain  reactions;  and  Columns, 
which  change  Ik-  entire  row- to 
match  tlie  color  of  ik-  Marble 
Counter  (tliecr^ored  marble  in 
ilx;  center  ofyour  .screen). 

’nx;  Marble  Counter  al.so 
dctcniiines  tlie  number  of  mar- 
bles that  y ou  dum[)  upon  vour 
op]X)ncnl.  As  your  game  improves,  you'll 
begin  to  set  off  chain  reactions— lining  up 
rows  of  same-colorod  marbles  in  advance, 
so  tliat  ilicy  fall  into  place  automatically. 

In  tk  iiuiltipiaycrgamc,  whicli  can  lx; 
played  by  LAN  or  wifli  two  players  on  one 


gameboards.  Tlwre  are  no  bonus  rounds 
lx;ro,  but  you  will  receive  bonus  marbles. 
VVliile  ils  challenging  to  beat  tlic  com])utcr, 
Ikres  iroiliing  c|uile  like  tlie  feeling  of  sub- 
jecting a friend  lo  marble  gridlock. 

Tlx:  only  cknviiside  I eiicountetedwas 
an  occasional  ^ilcli  in  the  bacl^iind 
music:  At  tlx;  final  level,  tk  music  ,sf(p])cd, 
without  mv'  altering  tk  optioas,  Aixitkr 
time,  Level  Oik*  was  witliout  music,  even 
tliough  Uk*  optioas  indicated  lliat  it  should 
be  at  full  volume.  '1  his  was  rectified,  howev- 
er, 4' exiting  and  re-entering  tk*  gime. 

But  lliis  is  a small  price  to  pav'for  wliat  is 
otlierwise  a first-rate  [iiizzle  game.  Ifyxxi 
can  combine  strategic  thinking  with  fast 
reflex-action,  this  is  for  you.  But  w'alcli 
out— tliose  shiny,  little  colored  balls  m;iy 
not  be  tlie  only  marlilcs  you  lose!  % 

^APPEAL:  Tetris  fans  looking  for  a 
classic  puzzle  with  fast  multiplayer 
action. 

>PROS:  Fast-paced  and  more 
addictive  than 
even  Baku  Baku. 


keyboard,  you  can  slart  on  any  of  the  five 


Price:  S19.99 
Minimum  System 
Requirements:  P60, 
8MB  RAM,  SMB  hard- 
disk space,  SVGA 
graphics,  Windows  95, 
2x  CD-ROM,  Windows- 
compatible  sound  card. 
Multiplayer  Support: 
1-2  players  (Hotseal  or 
LAN). 

Publisher:  SegaSoft 
Redwood  City,  CA 
(888)  SEGASOFT 
www.segasoft.com 
Reader  Service  if:  340 


CLASSICS  b PUZZLES 


jOesiQned 


Microsoft 


Windows'95 


m 

1 

T’^ThIj 

TheUn 
natural 
nation! 
and  th  j 
out  wi 
fields.  I 


Meticulous  turn-based  combi 
lets  you  target  specific  body 
wound,  cripple,  or  kill  as  you 


China  attacks  Alaska  over 
t drops  of  oil  in  the  world. 
Worce,  but  it  will  be  ten  years 
In  a desperate  maneuver, 
^P^hboring  countries  in 
^^^H^ng  resources.  The 
2076. 

militaiy 

2077. 


u»er  50  mini-guests  witb  multiple 

solutions  take  you  tbrough  devastated 
wastelands  sucb  as  Rad  Scomion  dens 
Jonktown,  and  the  Brotherhood  of  Sf..i 


October 
.missiles, 
wer  two 


Victims 


they  get  cut  in 
a pile  of  goo,  and  explode 
blMd  sausage  info  chunks  of  flesh. 
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STRATEGY/WARGANES 


-k-ki^-k  REVIEW  • DARK  REIGN 


Pushing  the 
Envelope 

Dark  Reign  Conies  Close  to  Dethroning  Command  & Conquer 


Price:  $49.95 
Minimum  System 
Requirements: 
Pentium  90,  Win  95, 
16MB  RAM,  2x  CD- 
ROM  (4x  recom- 
mended), 130MB 
hard-disk  space,  1MB 
iocai  bus  video  card, 
mouse,  Windows  95- 
compatibie  sound 
card. 

Multiplayer  Support: 
14-4  baud  modem, 
serial  (2  players), 
LAN  (8  players), 
Internet  (4  players). 
Oesigner:  Auran 
Publisher:  Activision 
Santa  Monica,  CA 
(800)  477-3650 
www.activision.com 
Reader  Service  ff:  343 


by  Martin  E.  Cirulis 

y now.  I would  suspect 
that,  unless  you’ve  been 
kepi  on  the  I^ark  Side  of 
the  Moon  for  the  last  year 
by  little  gray  aliens,  you 
have  heard  some  talk 
about  the  flood  of 
COMM/\ND  & CONQURR 
clones  that  has  drowned 
the  shelves  of  every  soft- 
ware store  in  the  country.  Not  being  a 
company  to  mis,s  out  on  a good  thing. 
Activision  has  obviously  worked  hard 
to  bring  us  D.MtK  Rkicin,  a game  dc,s- 
tined  to  be  a very  close  contender  for 
the  lop  of  the  genre.  While  in  the  end, 
this  real-time  .slugfcst  just  fails  to  rise 
above  its  origins,  it  nevertheless 
offers  the  best  bang  for  the  buck  in 
recent  memorv- 

"REBEL  SCUM!" 

DR  takes  place  in  a fashionably  dark 
future  that  resembles  a fascist  theme 
park.  The  human  galaxy  is  a tableau  of 
perfect  order  and  perfect  horror— per- 
fect, that  is,  except  for  one  tiny. 


insignificant  group  of  rebels  knowi  i as 
the  I'rcedom  Guard,  who  arc  trying  to 
cause  trouble  on  one  imperial  world 
after  another.  As  befits  the  advanced 
planning  of  totalitarianism,  tins  rebel 
movement  is 
nipped  in  the  bud 
when  Imperial 
warshi]3s  destroy 
the  rebel  Mc.s.siah 
and  the  entire 
world  beneath 
him.  Rut  would- 
n'l  you  know  it, 
things  never 
seem  logo  riglit 
for  any  Imperial 
entity,  and  a rebel 
ship  containing  a 
time  machine,  of 
all  things,  drifts 
through  space, 
waiting  to  be 


found  by  rebel  forces — which  (urn  out 
to  be  you.  If  )oii  can  prove  yourself  a 
master-class  tactician  (by  winning  a 
.series  of  simulated  battles),  the  |Drobe 
will  tran.sport  you  back  in  time  to  save 
the  Messiah  and  end  the  Imperial 
tyranny. 

So  basically,  we  ha\'c  yet  another 
premise  for  you  to  be  clicking  on  vari- 
ous units  from  an  o\'crhcad  map,  and 
sending  them  off  to  do  or  die  — and 
initially,  this  looks  as  if  that’s  all  you’re 
in  for.  We’ve  seen  it  before;  two  differ- 
ent sides,  cosmetically  different  build- 
ings, two  .sets  of  directly  analogous 
units,  a series  of  di.screte  missions  that 
can  be  played  from  either  side  while 
taking  you  through  a melodramatic 
storyline.  When  you  couple  all  this 
with  a hip  interface,  solid  SVGA 
graphics  and  a bug-free  implementa- 
tion, it  comes  out  as  a slick,  yet  un- 
original, game. 


Mitlti-Player  Setup 


OPriQKS 

Gnic  nxtsrnoats 
Pieu  oriled  Iteswnies  ^ 
Rliow  Tsgrgn  Stite  ~ 


MIPS 

Select  nep 
actiiNi  looxioo  itpii 
Fo9  do.  Slusad  Bn 

SmilKUKTS 

Thiee  Bijd 

Crediii  PPM 


► GRAB  SOME  FRIENDS  This  partial  view  of  the  multiplayer 
setup  screen  shows  the  more  robust  multiplayer  options  in 
Dark  Reign. 
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DARK  REICH  • REVIEW 


^ MADE  TO  ORDER  The  many  good 
I effects,  a very  slick  interface,  and  ( 

Aiid  while  it  is  an  unoriginal  game  out 
of  the  box  tliere  is  more  to  Dark  Rp:icn 
ifwuare  wiling  to  pul  in  a little  lime 
and  effort. 


PANDORA'S  TOOLBOX 

Tlie  first  thing  you’ll  notice  is  that  the 
terrain  here  is  not  just  for  cosmetics.  Of 
late,  there  has  been  a trend  in  tlw  real- 


time genre  to  try  and  make  terrain  more 
than  SVGA-graphics  wallpaper;  and 
DR,  unlike  many  otlaens,  manages  to 
bring  things  close  to  the  level  of  a “seri- 
ous” wargame.  There  are  seven  levels  of 
altitude,  and  sloj)cs  that  mn  Irom  gentle 
to  clifflike,  with  corresponding  effects  on 
movement  and  line  of  sight.  Tlie  combat 
engine  even  factors  in  relatis  e altitude  to 
weapon  ntngcs.  \Vlien  you  combine  this 
with  terrain  types— forests  and  rough 
ground  that  affect  movement  and  sigiil- 
ing— you  start  to  come  close  to  a realis- 
tic combat  environment.  In  fact,  tire  only 
drawback  to  the  terrain  engine  is  that  2D 
effects  just  aren't  enough  to  convey  what 
is  going  onl  Many  gamers  may  have 
trouble  interpreting  the  level  changes 
through  tlx*  sometimes  too-subtlc  .slope 
shadings. 

'Ihe  units,  while  not  stunningly  origi- 
nal, have  some  nice  twists,  and  the  com- 
bat engine  iLself  gives  players  an 
unprecedented  level  of  control.  WTiilc  a 
tank  is  basically  a lank  artd  a fool  soldier 
is  a fool  soldier,  DR  differentiates 


m 


ith  the  recent  rush  of 
tides  in  the  C&C  mold,  ft 
has  become  apparent 
that  the  genre  has 
evolved  from  its  origins  somewhat, 
and  that  what  was  acceptable  (or 
even  admirable)  a year  and  a half  ago 
just  isn’t  good  enough  anymore. 

The  first  major  development 
involves  terrain.  No  longer  is  it 
enough  for  terrain  to  be  a pretty  mg 
to  dri\«  your  units  over;  with  the 
occasional  impassable  icon.  Games 
like  Enemy  Nations,  and,  in  a more 
primitive  form,  KKND,  began  to  intro- 
duce the  concepts  of  altitude  and 
cover  into  the  formula.  Now  it's  pretty 
much  a given  that  top-line  games  like 
Dark  Reign,  Torw.  Annihilation,  or 
Conquest  Earth  make  allowances  for 
altitude,  ground  cover,  and  line  of 
sight  in  one  way  or  another.  Even  the 
passing  of  night  and  d^  is  being 
modeled  in  games  like  Dark  Colony 
and  Oijtpost2.  In  fact,  things  have 
progressed  so  far  that  i suspect  Dark 
Reign  will  represent  the  pinnacle  of  2D 


terrain  in  the  genre.  There  just 
doesn’t  seem  to  be  anywhere 
else  to  go,  unless  you  switch  to 
a full  3D  engine. 

Another  absolute  requirement 
seems  to  be  a waypoint  system 
of  some  kind  or  another  it  v«ll 
no  longer  cut  it  to  force  gamers 
to  watch  their  units  pick  their 
w^  across  deadly  battlefields  at 
the  whim  of  some  dizzy  move- 
ment Al,  which  treats  deadly 
defensive  turrets  like  rock  gar- 
dens. Now  you  have  to  be  able  k 
to  move  units,  either  singly  or  in  | 
a set  formation,  exactly  where  I 
and  how  you  want  them  to  go.  I 

And  finally,  if  you  are  planning  to 
throw  your  design  into  the  real-time 
ring,  it  seems  you  must  be  prepared 
to  include  some  kind  of  map  and 
scenario  editor.  Thanks  to  the  ground 
broken  by  WarCrar  II,  gamers  know 
that  they  deserve  to  be  able  to  create 
their  own  battles  after  paying  their 
bucks  for  the  game.  If  these  real- 
time wargames  are  going  to  live  on 


WHAT  DOES  IT  TAKE?  With  the  bar  now  raised,  games 
need  scenario  editors,  better  interfaces,  and  more  terrain 
influences  to  stay  alive  in  this  crowded  field. 

hard  drives  past  their  somewhat  lim- 
ited campaign  games,  then  it's  going 
to  be  through  multiplayer  battles  over 
a steady  supply  of  new  battlefields, 
or  through  a host  of  downloadable 
single-player  challenges,  a la  Doom 
wads  and  WCII  maps. 

All  in  all,  you're  going  to  need  a lot 
of  features  to  be  taken  seriously  in 
the  real-time  world. 


STRATEGY/WARGAMES 


STRATEGY/WAR6AMES 
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bclwccn  different  modes  of 
movement,  iind  gives  more 
Iriviiil  iiiiils  important  abilities, 
sucli  as  being  able  to  disguise 
themselves  or  burrow  under- 
ground to  bide.  AI.S0,  once  you 
start  amas.sing  these  units, 
tlicre  is  a smooth  and  simple 
interface  that  allows  you  to 
send  lliem  along  any  intricate 
path  you  might  need,  either 
for  keeping  them  out  of  trou- 
ble or  for  rigging  a multi- 
pronged simultaneous  attack 
through  a system  of  graphic 
waypoints.  If  this  isn’t  enough 
control  for  you,  then  you  can 
open  up  the  AIs  of  the  individ- 
ual units  and  tailor  IIkih  to 
your  tastes  in  lenns  of  wlien  to 
retreat,  how  doggedly  to  follow 
llieir  orders,  and  how  far  to 
pursue  enemy  units. 

'I  Ixse  things  alone  would  !>e  eiwiigh  to 
])ut  DK  in  fn>nt  of  tlie  erfw'd  l:)}'a  liead,  but 
wix;rc  tile  shoulders  and  torso  become 
apparent  is  llic  rest  of  llte  material 
Activision  has  included  with  this  game. 

Tlie  lerrain-ancl-scenario  editor  is  oik  of 
tlie  most  roljiLst  I have  seen  in  any 
warjfime  since  tlie  glory  ckiys  of  SSC.  And 
if  you  get  tiredof  building  your  own  wars, 
tlKtc  Lses’cna  pair  of  deep-code  editors  for 
both  tlie  Units  and  tlxjir  AIs  (though  only 
esiKiienced  gimcrs  should  muddle  with 
tlxse  files,  unkss  you  derive  a great  deal  of 
pleasure  fioin  reiasialling  everything  wlx;n 
you  muck  it  all  up).  Quite  lilcraOy,  if  yoiiic 


WHOLE  NEW  WORLDS  DARK  Reign  shines  with  a very  flexible  editor  that  lets  you  practically 
create  new  games  using  the  existing  engine. 


'Ilie  bow  on  this  package  is  a .solid 
multiplayer  suite,  which  Ls  bolJi  adapt- 
able and  reflects  most  of  the  bard- 
learncd  ic.s.sons  of  online  gaining. 'Ihis  is 
far  more  game  than  we  usually  get. 

MAXIMUM  CLONEAGE 

Given  all  the  things  Activision  was 
willing  to  give  gamers  with  tliLs  packiige, 
its  a shame  llrcy  didn’t  give  tliis  game  a 
little  more  credit.  I Icrc  and  there  DR  is 
.sabotaged  by  a .seeming  fear  of  drifting 
too  far  away  from  "'llie  C&C  Fonnula.” 
I'br  iiislanec,  while  the  units  and  tcmiin 
should  allow  for  nunieroiis  subtle  and 
rcalislic  effects,  these  are  almost  com- 
pletely negated  by  lire  ridiculously  fast 
fire-rate  of  most  units.  Wliile  it  certainly 
jirovidcs  lols  of  fast,  [>retty  explosions, 
one  has  to  wonder  if  it  w'as  wortli  shoot- 
ing so  many  grard  ideas  in  the  fool  just  to 
please  an  alleged  demographic  of“shorl- 
allenlion-.span  gamers." 

'I  Ik  scenarios  tlKiiiselves,  although 
detailed  and  quite  long,  seem  to  stick  iKed- 
lessly  to  IIk  ty|)c  of  Ixilllcs  wc  arc  .so  famil- 
iar with  in  this  fyiK  of  game.  'flKy  are  so 
cautious  that  I was  aniiized  to  find  out  tlK 
kind  of  battlefields  lhat  were  ]X)ssiblc  using 
iIk  edilors,  Ixx-aiise  tlKre  was  .so  little  of 
this  ]X)tential  revcalcrl  in  tiK  actual  pack- 
aged battles.  Wliile  it  may  have  been  too 
much  to  ask  that  tlK  dcsigiKrs  get  awiiy' 
fmm  tiK  tedium  of  tlK  “harvest,  build,  and 
buy'  a fairly  liiiiiled  witicly  of  wea|X)n.s  in 
bulk”  fonnula,  certainly  tlKy  didn't  have  to 


slick  with  it  to  the  point  tliat  it  undcnniiK'd 
IIk  great  things  alxiul  this  game. 

Despite  all  that  DARK  I^CIGN  offers,  it 
seems  that  every  lime  you  gel  going  and 
start  enjoying  it,  you  slam  into  some  artifi- 
cial limit  or  drawn-ont  scenario  that 
ihnnvs  iIk  word  “clone"  in  yoiir  face. 
Wdiilc  this  is  barely  a problem  if  yon  love 
IIk  fonnula,  it  may  Ik  more  of  an  Issue  if 
yxni  arc  gelling  fired  of  paying  to  play  what 
IS,  cjcscnlialiy,  tlK  same  game  over  and 
over  agiin.  Delcnnining  wIkIIkf  or  iHit 
this  game  is  for  yon  comes  down  to  one 
simple  question:  “Do  you  have  room  in 
yoiir  iKart  (and  wallet)  for  mote  C&C?" 

if  11k  answer  is  yes,  IIku  Da1!K  Ib-ilGN  Ls 
IIk  IksI  money  you  could  .spend  in  IIk 
genre  so  far  Rut  if  you  can’t  find  an  ans%ser 
(jiiitc  .so  [XJsitK'c,  then  perhaps  you  should 
]iass  this  orK  by,  or  at  least  be  pre|)arcd  to 
pul  in  a bit  of  effort  to  bring  out  all  IIk  orig- 
inality this  giiiK  has  to  offer.  % 

^APPEAL:  Real-time  strategy 
gamers  who  want  to  play  the  current 
best  in  real-time  gaming. 

^PROS:  The  best  of  the  C&C  clones 
so  fat  Excellent  terrain  effect; 
some  nice  gimmicks;  slick  interface; 
excellent  scenario  and  map  editors. 
►CONS:  r 

Excessive  arcade  | 
fire  rate  under-  | 
mines  combat 
engine;  unin- 
spired scenarios 
and  battlefields. 


► a bit  too  REPETTnVE  Where  Dark  Reign  falls 
down  is  in  its  units'  arcade-like  firing  rates  and  the 
surprisingly  dry  scenario  design. 


willing  In  .s|Knd  IIk  liiiK,  you  could  make 
l!)llinto  jiisl  iilxiut  any' kind  ofwarganK 
you  w'auted-  Ifyxjii  like  to  linker,  Oku  liiLs 
Uxilkil  amid  Ik  more  fiin  than  even  iIk 
WARClWI'Tllcdilor. 


Stp. 

«inv. 


yVn/KVi.  WIiU‘ 


Boris  Yeltsin  dies. 


Perhaps  it  will  be  a 
Russian  Nationalist  in 
Santa  Fe,  New  Mexico.  Or 
a Russian  Genera!  tn 
Tampa,  Florida... 


Peoria  man  | 
disappear. 


•venK  i})}’,ui.miHemT»  y.iim.^V  mis 


Players  entering  a 
game  are  automatically 
assigned  to  one  of  eight 
Russian  factions, 
ranging  from  Nationalists 
and  Reformers  to  the 
Mafia  and  KGB. 


Politika  is  Tom  Clancy’s 
first  political  game 
unique  for  its  relevance 
to  current  geopolitical 
events,  its  timeliness  and 
exceptional  realism. 


i II  \ ahi'MV  ,-ijyi)', 


Plot  with  your  allies, 
betray  your  enemies- 
even  eavesdrop  on 
other  players! 


i.imi:  flii.M-ri  c»ri  wu:ihi'.6  vv^r 

'!  Includes  FREE,  unlimited 
,,  Internet  play.  Polish  your 

skills  to  win  the  Politika 
E championship  tournament, 
m which  includes  many  levels 
f of  prizes  and  an  exciting 
■ grand  prize  for  the  winner. 


01997  Red  Storm  Entertainment  Inc.  All  rights  reserved. 
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'^0  in 


Hordes  of  the  Undead  overrun  the  Selentine  Empire,  leaving  utter  devastation  in  their  wake. 
From  the  ashes,  a powerful  new  reign  of  heroes  arises  to  contend  for  power  and  build  a new  empire. 
Arrayed  against  zombies,  elementals  and  other  unspeakables,  you  must  arrange  alliances,  cast 
horrific  spells,  and  lead  your  armies  to  victory...  or  be  crushed  beneath  the  enemy’s  merciless  heel. 

tja(IlLa.tjUPlRLDRDS3.COCn 


Unique  simultaneous  mowtnent  mode  for  up  to  8 Test  your  strategies  with  more  thau  SO  clitfcreni  Struggle  against  computer  opponents  whose  Al 

players  in  multiplayer  guncs  meals  each  peer's  animated  creatures  and  waniors,  plus  countless  monitors  your  every  tendency  arid  plots  elaborate 

actions  in  real  time.  spells,  abilities  and  rewards  over  multiple  terrains,  strategies  against  you  and  your  allies. 


LUarlOrDsHI 

“TOTgN  Of  iieRoes 


“Warlords  AI  not  only  blows  away  the  immediate 
fantasy-based  competition,  but  other  strategic 
wargames  as  well.”  -PC  Games 


“For  this  gaming  series,  third 
times  a charm!”  “PC  Gamer 


Warlords  III  pushes  the  envelope  forward  for  turn-based  games 
— especially  for  internet  play.”  - Computer  Gaming  World 
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REVIEW  • ACHTUHC  SPITFIRE 


Price:  S45 
Minimum  System 
Requirements:  486/33 
{Pentium  90  or  better 
recommended),  SMB 
RAM,  7MB  hard-disk 
space,  Windows  3,1  or 
better.  SVGA  graphics. 

2x  CD-ROM 
drive,  mouse, 
MacintQsh:  68040  or 
better  (including  Power 
PC),  8MB  RAM,  7MB 
hard-disk  space, 
System  7.1  or  better, 
13-tnch  monitor,  2x 
CD-ROM  drive. 
Muitipiayer  Support: 
Internet  (2-8  players), 
email  (2  players):  sup- 
ports PC  vs.  Mac  play. 
Designer;  Big  Time 
Software 
Publisher:  The  Avalon 
Hill  Game  Company 
Baltimore,  MD 
(800)  999-3222 
www.avaloRhilt.com 
www.bigtimesoftware.com 
Reader  Service  d:  346 


Avalon  Hill’s 
Finest  Hour 


This  Battle  of  Britain  Mixes  Beai-time  Strategy 
With  Turn-based  Tactics 


by  Robin  G.  Kim 

n the  summer  of  1940,  the  seem- 
ing])' unstoppable  Gennan  war 
machine  set  its  sights  on 
England,  precipitating  the  first 
battle  in  history  to  be  fought 
entirely  in  the  air.  The  Rattle  of 
Britain  had  begun.  Fighting  at  an 
exhausting  pace  against  desper- 
ate odds,  the  determined  pilots  of 
the  RAF  held  the  line — barely— 
until  Iditler  was  final!)'  forced  to  shelve 
his  plans  for  invasion. 

AemuNG  Spitore;  focuses  on  this 
e))ic  connict,  merging  the  turn-based  air 
combat  of  its  predecessor,  OvisR  'nil': 

with  a new  strategic  component. 
The  Battle  of  Britain  is  played  out  in  real- 
time over  a map  of  southeast  England 
and  can  be  fought  from  either  the  BrilLsh 
or  German  side. 

WE  SHALL  NEVER  SURRENDER 

As  the  Britisli,  you  simply  must  fend 
off  the  German  bombers  as  best  you 
can.  Radar  stations  and  ground 
observers  will  usually  warn  you  of 
incoming  raids,  but  their  information  is 
unreliable.  You  often  won’t  know  until 
it  is  too  late  whether  an  enemy  forma- 


V THE  GALLANT  FEW  As  the  British,  you  deploy  fighters  and  respond  to  enemy  sight- 
I ings.  The  real-time  strategic  movement  pauses  whenever  anything  significant  occurs. 


tion  comprises  bombers  on  a real  mis- 
sion or  consists  only  of  fighters  hoping 
you’ll  be  foolish  enough  to  engage.  You 
iiiust  decide  carefully,  because  you 
never  have  enough  pilots  and  planes  to 
deal  with  all  situations.  Interceptions 
involve  manually  guiding  your  fighters 
from  their  airfield  to  the  enemy,  usual- 
ly striving  to  attack  from  out  of  the  sun 


(this  direction  changes  throughout  the 
day)  to  gain  the  advantage  of  surprise. 

Between  flights,  )'Our  flgiitcrs  must 
undergo  considerable  dou'ntimc  to  refit 
and  repair.  Ovcrcommit  your  forces 
against  one  raid  and  )'ou  may  well  find 
yourself  \s’ith  no  planes  ready  to  defend 
against  the  raids  that  immediately  follow. 
Tr)'  to  intercept  too  man)’  incursions  and 
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your  pilots  will  quickly  become  too 
exhausted  to  continue. 

Playing  the  Luftwaffe  side  is  no  picnic, 
either.  'Ib  pave  the  way  for  Operation 
Sealion,  the  invasion  of  England,  you 
must  suppress  RAF  Fighter  Command, 
interdict  supply  ships,  and  damage  infra- 
stnicture  in  several  locations.  You  com- 
mand a mixed  force  of  fighters,  medium 
bombers,  and  dive  bombers,  and  decide 
when  and 
where  to 
attack.  Do 
)’ou  orga- 
nize large, 
heas’ily 
escorted 
assaults  or 
do  you  try 
to  over- 
whelm 
British 

defenses  with  a swann  of  smaller  simul- 
taneous raids?  Mow  many  bombers 
should  you  hold  in  reserve  to  exploit  the 
occasions  when  most  British  fighters  are 
likely  to  be  on  tlic  ground  refueling?  Is  it 
best  to  expend  resources  trying  to  blind 
the  R-M’  lughtcr  Command  hy  taking 
out  its  radar  towers,  or  should  you  con- 
centrate instead  on  the  targets  nece,ssary 
for  victory? 

LET  EVERY  MAN  DO  HIS  DUTY 

Strategic  dilemmas  aside,  the  heart  of 
Achtling  SPriTlRI':  is  its  tactical  air- 
combat  system.  You  maneuver  aircraft 
one  at  a time  across  a scrolling  overhead 
map  using  a highly  intuitive  interface. 
With  just  a few  mouse  clicks  during  the 
course  of  a four-second  turn,  you  can 
.specif)'  any  combination  of  moves  a 
plane  and  pilot  could  ph)'sically  perfomi. 
And  you  can  tailor  the  complexity  of  the 
game  through  a variety  of  skill  levels. 
Unfortunatel)’,  onlj'  the  highest  adds  the 
third  dimension —altitude — to  the 
equation,  making  it  the  only  choice  for 
those  seeking  a truly  realistic  simulation 
of  air  combat. 

The  flight  model 
underlying  the  move- 
ment system  is  both 
detailed  and  historical- 
ly accurate.  Different 
plane  types  vary  widely 
intenns  of  speed, 
turning  ability,  roll 
rates,  climb  rates,  and 


even  cockpit  visibility— you  can’t  fight 
what  you  can't  see. 

Aci-miNC  SPfiFiRE’s  game  engine 
boasts  some  major  improvements.  The 
designers  tweaked  initiative  determina- 
tion so  that  its  less  likely  you’ll  be  forced 
to  move  before  a bandit  you’re  trying  to 
follow.  Negalis'e  g-effects  are  iiow' 
accounted  for,  causing  cutouts  in  the 
carbureted  engines  of  early  British  fight- 
ers—a disad- 
vantage that 
Gemian 
pilots,  with 
their  fuel- 
injected 
engines,  often 
exploited  in 
real  life.  Tlie 
only  real  flaw 
is  that  the 
implementa- 
tion allows  impossibly  high  negatis  e g 
loads  in  a few  circumstances;  the  obvi- 
ous way  around  this  trivial  shortcoming 
is  simply  to  avoid  pushing  more  than  -4 
g’s,  regardless  of  what  the  ganie  jjemiits. 
Finally,  \ertical  maneuvering  is  much 
more  realistic  than  that  of  OvKirn  IK 
Reich,  boo.sting  the  effectiveness  of 
many  real-world  tactics  such  as  high  yo- 
yos. As  a thoughtful  gesture  to  those 
who  ow'n  tire  predecessor,  the  SPI'IFIItK 
CD  includes  a patch  that  retrofits  I^UCl  I 
with  these  flight-model  enhancements. 

Excellent  gunnery  and  damage  mod- 
els coupled  with  authentic  digitized 
sound  effects  and  nicely  rendered  gra])h- 
ics  help  draw  you  into  the  intense  aerial 
battles.  Tire  AI  is  outstanding,  com- 
pelling you  to  think  ahead  on  every 
move.  Between  combats,  period  music, 
black-and-white  film  footage,  and  digi- 
tized speech  in  French,  Gemian,  or 
English  (with  a British  accent,  of  course) 
contribute  further  to  SPriFiRE’s  immer- 
sive atmosphere. 

A new  play-by-email  mode  comple- 
ments the  twoplayer  hotseat  and  multi- 


► STEP-BY-STEP  DOGFIGHnNG  Though  tum-based,  the 
I combat  engine  does  a surprisingly  good  job  of  capturing 
I the  fluid  nature  of  air  warfare. 


Regrettably,  a few  bugs  managed  to  sneak 
into  Acktung  Spitfire  along  with  all  the  new 
features.  Tours  of  duty  occasionally  end  pre- 
' maturely,  and  planes  that  have  completed  refit- 
ting sometimes  remain  unready  for  missions. 
However,  these  problems  were  caught  and 
: fixed  less  than  a week  after  the  game  hit  store 
: shelves;  the  patch  can  be  downloaded  from 
wwv;.bigtlmesoftvi;are.com. 

]ilayer  Internet  options  supported  by  the 
earlier  game,  but  all  are  usable  w'ith  onl)' 
set-piece  dogfights  — forget  about  head- 
to-head  campaigns. 

As  an  early-war  version  of  Over  Tl  IF; 

I^ICH,  Aci  riUNG  Si'iT'FiRF:  is  a worlliy 
successor.  Tiie  dozens  of  new  planes  and 
flight-mode!  inijimi'ements  alone  make 
it  a must  lia\'c  for  fans  of  the  prei’ious 
game.  Tlie  strategy  elements  introduced 
in  the  Battle  of  Britain  campaign 
engine — possibly  llic  best  treatment  of 
that  turning  poini  in  \V\VII  ever  brought 
to  a computer  screen  — arc  just  icing  on 
the  cake.  As  ironic  as  it  is  tliat  the 
wargame  part  of  the  battle  is  played  in 
realtime  while  Ibe  flight  sim  is  tum- 
based,  the  two  complement  each  other 
well.  For  any  gamer  fascinated  by  the 
complexities  of  maiiy-on-many  air-com- 
bat tactics,  or  the  Battle  of  Britain  in  par- 
ticular, ACHTHNG  Spitfire’s  blend  of 
depth,  variety,  and  long-term  replaiabili- 
ty  is  sure  to  jilease.  % 


^APPEAL:  Strategy  gamers  and 
flight-sim  fans  interested  in  multiair- 
craft tactics  during  the  Battle  of 
Britain. 

>mOS:  Highly  realistic  tactical  air 
combat;  enterbining  strategy  sub- 
game; great  AI,  atmosphere,  sound 
effect  and  graphics. 

>CONS:  Minoi 
bugs  (already  f 
in  the  patch);  c 
bat  missions  ai 
tours  of  duty 
incompatible  w 
the  multiplayer 
modes. 
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Just  when  you  got  the  hang  of 


CHANGED  WORLDS  ON  YOU. 


Introducing  C/^//  Fantastic  Wartds',“an  add-on  set  of  fantasy-based  scenarios  for  you  to  conquer. 

Dinosaurs  and  dragons.  Monsters  and  elves.  Enter  tools.  Sure,  you’ll  face  the  same  intense  level 

the  realm  of  Fantastic  Worlds:  the  of  strategic  challenge  and  complexity  of 

Civilization  II  add-on  where  magic  and  OV/'/tzat/on //,  but  the  scenarios 

imagination  rule  in  more  than  15  will  be  literally  out  of  this  world. 

new  fantasy  and  sci-fi  scenarios.  From  imperiled  Atlantis  to  fabled  Camelot, 

Best  of  all,  now  you  can  also  from  planet  Mars  to  your  own  magical 

dream  up  and  create  your  and  mythical  world,  ftrnfosf/c  M/br/ds  ■ ' 

own  scenarios  using  a rich  art  ■ will  take  you  tar  beyond  civilization  -'mK- 

: ■■■ 

portfolio  and  a set  of  8 custom  scenario  creation  as  you’ve  known  it.  y'  v 

Critics  are  raving  about  OV/V/zof/on //:  . .JM 

•GAME OF TF[E YEAR’  j|B 

-'IBII:  \l(i"(i:iiii’.  I’( ' (!niii(’i\  Xt'-.ll  (kuoixilm.  Ciniiixilcr  (Hiiiihi"  IlmitL  ('0  SimlPi^- I'ks 


CiV  It  Fantastic  Worlds  requires 
Civilization  II  to  play. 

Available  for  Windows. 

Visit  your  local  retailer  or  call  1-800-695-GAME, 
day  or  night  (U.5.  or  Canada), 


iVv  croprose.com 

[e  I^WDER  service  #166 
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IMPERiALiSH  • REVIEW  A 


A Fine  Conquest 

SSI  and  Frog  City  Deliver  a 

Fresh  Game  of  Continental  Conquest  and  Diplomacy 

by  Tim  Carter 


The  knockoff  is  a time-hon- 
ored element  of  the  com- 
puter gaming  industry. 

Look  at  any  successful 
product,  from  CiviLiZA'noN 
to  WarCrjMT  to  Doom, 
and  you’ll  see  literally 
dozens  of  shoddy,  poorly 
thought-out  imitations  hid- 
ing behind  them. 

'ITius,  when  my  editor  called  with  the 
assignment  for  Imperialism,  I was  at 
first  quite  suspicious.  Sure,  it’s  from  SSI, 
a company  I generally  respect,  but 
many  of  SSI’s  Pantier  General  sequels 
failed  to  capture  the  spirit  of  the  origi- 
nal, and  Imperiausm  at  first  glance 
looks  a lot  like  a quickie  imitation  of 
Cmlizmion  II. 

Its  unusual  for  me  to  be  so  happy 
about  being  so  wrong,  but  Imperialism 
displays  the  three  most 
important  attributes  of  a 
great  game;  It’s  unique, 
challenging,  and  fun.  And 
it’s  much  too  addictive  to  be 
consigned  to  the  dark  and 
steamy  pits  of  knockoff 
purgatory. 


AGE  OF  INDUSTRY 

lMPERi/\LlSM  takes  place 
during  the  industrial  revolu- 
tion, with  both  random  and 
historical  games  covering 
from  the  Napoleonic  wars  to 
World  War  I.  Don’t  confuse 
imperialism  with  colonial- 
ism, though.  This  is  a strate- 
gy game  of  great  power  poli- 
tics, and  it  concentrates  on 
conflict  up  close,  not  across 
the  entire  globe.  A typical 
historical  scenario  will 
center  on  Europe,  from 
England  in  the  northwest 
to  the  Ottoman  Turks  in 
the  southeast. 


Unlike  most  world-domination  strat- 
egy games,  IMPERIALISM  does  a good 
job  of  modeling  international  diploma- 
cy and  trade.  Moreover,  trade  and 
diplomacy  are  important.  In  many 
strategy  games,  diplomacy  consists 
simply  of  keeping  your  opponents 
happy  until  you’re  ready  to  kill  them; 
here  you  must  build  effective  econom- 
ic and  political  rela- 
tionships based  on 
trade  and  diplomacy 
just  to  survive.  And 
you  can  flourish  con- 
siderably without  fir- 
ing a shot,  as  it  is  pos- 
sible-crucial, actu- 
ally—to  bring  minor 
countries  into  your 
empire  through  non- 
violent means. 


1 jrarlicularly  liked  tlie  way  tire  designers 
use  tlie  games  stmeture,  ratlx^r  than  artifi- 
cial conditions,  to  make  tire  game  more 
challenging.  lMPERL\LiSM  is  blcs.scd  with  as 
good  an  A1  as  I have  seen  in  a computer 
game,  but,  all  other  things  being  equal,  a 
human  opponent  will  still  win  relatively 
easily.  Many  games  make  all  things 
unequal  by  allowing  tlie  computer  to  cireat 


► STORM  THE  GATES  Although  Imperialism  emphasizes  diplo- 
macy and  trade,  combat  does  occur,  and  It  is  resolved  In  a 
separate  tactical  module. 


► WELL-OILED  MACHINE  Much  Of  the  game  takes  place  on  the  strategic  map,  where  you  locate 
resources;  move  prospectors,  engineers,  and  defenses;  and  create  trade  routes. 


Price:  S49.99 
Minimum  System 
Requirements: 

Pentium  75,  Windows 
95,  16MB  RAM,  BOMB 
hard-disk  space,  2x  CD- 
ROM,  1MB  SVGA  card: 
supports  Sound 
Blaster-compatible 
sound  cards. 

Mac  OS:  Power  PC, 
System  7,5.3  or  later, 
Multiplayer  Support: 
Modem  (2  players), 

LAN  (7  players). 
Designer:  Frog  City 
Publisher;  SSI 
Sunnyvale,  CA 
(800)  234-3088 
wwwJmperialism.com 
Reader  Service  H:  347 


DECEMBER  1997 


ccw 


STRAT£6Y/WARGAMES 


THE  CRITICS  AGREE 


"MicroProse's  game  offers  weeks 
to  months  of  gameplay." 
Computer  Gamirtg  World,  June  ’97 

★ ★★★ 


“Magic;  The  Gathering  is  just  what 
the  Samite  Healer  ordered.” 
Computer  Games  Strategy  Plus,  June  '97 

★★★★ 


‘Ma^c:  The  Gathering  is  a near-perfect 
translation  of  the  card  game." 

PC  Magazine,  June  '97 

★ ★★★ 


“...hard-core  gamers  wlli 
appreciate  the  flexibility  offered  In 
the  computer  jrersion.” 
/Vawsweek^pril  '97 


ere  the  hell 


MicROPnosr  i 


i.xtciii.niK  o'  MicicMo^u  So'tnaio.  Inc.  Profloccd ' 


Introducing  the  most  complete  arsenal  for 
playing  Magic  over  the  Internet. 


The  stakes  have  been  raised  and  the  battle  lines  broadened. 
Now  it’s  time  to  face  your  greatest  challenge  in  the  most 
competitive  Magic  environment  on  Earth. 


The  Original  Magic.. .Only  Better 


New  Cards-A  Powerful  New  Expansion! 

Enjoy  all  the  power  of  enhancing  your  game  with  80  new  cards 
from  Legends®  and  The  Dark®.  And,  if  you  already  own  Magic: 
The  Gathering,  for  the  PC  you’ll  get  a $15  rebate  for  a major 
savings. So,  get  what  it  takes  to  reign  supreme  on  the  battle- 
field of  the  mighty  Planeswalkers.  Because  this  time,  it's  the 
world  you're  playing  with. 


'OmcMit'MM 


This  special  edition  of  Magic:  The  Gathering  for  the  PC  includes 
the  original  game,  plus  built-in  Internet  multiplayer,  new  cards 
you  can't  get  anywhere  else,  and  an  enhanced  interface. 


Multiplayer  Over  The  Internet 


With  ManaUnf<'“,  the  complete  Internet  online  system  for  Magic, 
you  can  wield  your  magic  against  human  opponents  around 
the  world.  Chat,  taunt,  beg  and  mock  with  multiple  ways  of 
communicating  with  your  opponent  inside  and  outside  the  Duel. 


Available  on  Windows*  95. 
Wsit  your  local  retailer  or  call 
1-800-695-GAME  day  or  night 
(U.S.  or  Canada). 


.^^DPROSE 

www.microprose.com 
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REVIEW  • IMPERIALISM 


^ THESE  CHY  WALLS  IwreRiALisM,  though  obviously  reminiscent  of  Civilization  II,  requires  industri- 
I al  production,  trade,  and  diplomacy  to  achieve  conquest. 


less  nor  Icdinus,  Rather,  it  stems  from  the 
range  of  options  available  and  the  many 
eonneelions  between  political,  econom- 
ic, and  military  action. 

Most  of  the  action  takc.s  place  on  the 
main  strategic  map.  Economic  units, 
.sncIi  as  engineer-s,  miners,  and 
prospectors,  work  on  individual 
squares,  each  of  which  contains  a dif- 
ferent type  of  terrain  and,  frecjiiently,  a 


'llicn  you  might  switch  to  your 
industry  .screen,  controlled  through 
your  capital  city.  1 lerc,  you  build  and 
improve  industries  and  allocate  your 
work  force  to  sarious  tasks.  Most  raw 
materials  must  be  converted  to  pro- 
cessed goods  and  then  converted  again 
to  finished  goods.  For  instance,  timber 
fed  to  yonr  mills  will  make  lumber, 
which  then  can  be  used  to  build 


TRIAL  BY  FIRE 

Unlike  games  such  as  CiVor 
MOO,  Impkri^LISM  puts  you  in 
the  thick  of  things  from  the  word 
go.  At  tlie  start  of  most  games 
you  have  minimal  industry,  a 
weak  military,  and  little  cash  to 
cx]Tend  on  diplomacy.  You’re 
constantly  forced  to  balance  the 
[)roduction  of  consumer  goods, 
which  raises  cash  through  trade, 
against  the  improvement  of 
infrastmeture.  Tlie  com])uler 
o]3poncnts  won’t  stand  for  the 
sort  of  peacenik  industrial 
growth  that  brings  winning 
re,siiil,s  in  CMLKvnON  or 
MOO.  If  you  don’t  build  a 
decent  army  and  navy,  you  will  soon  face 
a horde  of  opportunistic  opponents  look- 
ing for  an  easy  kill. 

^Ml  of  tliis  means  that  the  game  can  be 
incredibi)’  tense.  'Ibward  the  end  )ou 
mav  find  jourselfwith  an  abundance  of 
rc-sourccs  and  enough  militar)'  might  to 
actually  win  wars  against  the  other  i}ow'- 
ers,  but  for  mo,st  of  the  game  you’ll  pinch 
your  pennies  and  listen  to  the  constant 


or  by  giving  it  huge  adwaiitages  in  materiel, 
money,  or  whatc\'er. 

For  the  most  part,  iMPi'.itiAMSM  puts 
you  into  a tight  situation  by  having  you 
experience  the  problems  that  arise  from 
the  struggles  of  great  powers.  If  you  are 
at  a disadvantage,  its  usually'  through 
something  subtle,  like  diplomatic  isola- 
tion. rather  than  a decreased  cash  flow. 
Ilic  result  is  a lightly  nin  contest,  partic- 
ularly at  the  higher  levels  of  difficulty, 
that  should  gi\'C  even  jaded  professionals 
a run  for  their  money. 

GAME  MECHANICS 

Clamers  looking  for  a bcer-and- 
pret/.cl.s-tvpe  game  may  want  to  look 
elsewhere:  iMPKtilALISM  is  complicat- 
ed. A careful  reading  of  the  manual  is 
ncce.ssary,  and  even  then  you’ll  likely 
have  to  play  a few'  complete  games  to 
master  the  system. 

In  my  opinion,  this  is  a good  thing, 
'Ihe  game’s  complexity  is  neither  mind- 


rcsouree. Military  units  move  betw'een 
provinces  or  sea  zones,  depending  on 
their  type.  Natural  resources  must  trav- 
el over  your  internal  trans]Mirtation  net- 
work or  o\'erscas  via  traders. 

HOW  TO  RUN  AN  EMPIRE 

'lb  he  successful  you  have  to  huild  an 
economy  that  functions  smoothly'  and 
pro\'ide.s  y^pu  with  the  finished  goods  nec- 
essary to  fund  large  diplomatic  and  mili- 
tary efforts.  As  few  countries  arc  blessed 
w'ith  ail  of  Ihc  nccc.ssary'  resources,  you 
w'ill  have  to  trade  with  the  outside  world 
to  get  what  you  need. 

in  a Epical  turn  vou  might  begin  by 
giv  ing  onlers  to  your  railroad  .system,  per- 
haps reducing  the  amount  of  timber  it  car- 
ries in  order  to  make  more  nvoni  for  coal 
and  iion.  Y)u  might  then  order  a [jrospec- 
tor  to  investigate  a mountainous  scjuarc  for 
resources,  direct  a niiixir  to  upgrade  a 
mine,  and  have  a fanner  imprcA  C tire  effi- 
ciency of  yonr  food  supph’. 


furniture,  railroads,  ships,  or  newer  and 
better  industrial  facilities. 

After  attending  to  your  industry,  you 
might  reallocate  trade  priorities.  You  can 
offer  goods  for  sale  and  make  bids  on 
goods  from  other  powers,  major  or 
minor.  Using  diplomacy,  you  can  guar- 
antee the  su[)ply  of  vital  resources  by 
engineering  trade  concessions  and  by 
ensuring  that  supplying  countries 
remain  friendly.  Ultimately,  you  should 
be  able  to  entice  minor  ]30wers  to  join 
your  empire,  altliough  this  takes  a lot  of 
time,  trade,  and  money. 

Having  fiiiislied  all  of  the  peaceful 
aspects  of  imperial  management,  you 
may'  w'anl  to  move  an  army  to  any  of 
your  bordering  provinces  that  look 
weak  or  to  a colony  that  is  threatened 
by  another  great  pow'er.  If  you  arc  at 
war,  you  might  decide  to  invade  an 
enemy  tenitory'. 

Combat  is  playerl  out  on  a tactical 
map.  'Htc  computer  is  surprisingly  able 
in  laelical  combat,  particularly 
on  the  defensive.  On  the  high 
seas  you  can  fight  battles,  con- 
duct commerce  raiding,  block- 
ade key  ports,  or  launch 
ani]3hibious  invasions. 


A 
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X-COM:  APOCALYPSE 

the  mnst  addictive  [and  still  goad  for  yau] 
beat  the  crap  out  nf  aliens-  strategy  game 


HUMAN  ONSLfflGHT 


IMPERIALISM  • REVIEW 


^ HISTORY  101  One  of  the  more  fun  aspects  of  Imperialism  is  its  historical  scenarios, 
I which  cover  various  conflicts  from  the  Napoleonic  era  to  World  War  I, 


pleas  of  various  ministers  for  additional 
spending  and  de\’eio[>inent. 

As  with  many  domination  titles,  the 
endgame  can  take  longer  than  neces- 
sary. If  1 made  it  into  the  1880s  with  my 
empire  intact,  1 generally  was  able  to 


mop  the  floor  with  the  remaining  pow- 
ers, but  it  took  some  time  for  the  game 
to  end,  even  when  the  outcome  was 
obvious.  Tills  is  typical  for  the  genre, 
but  at  least  here  yon  get  the  option  to 
advance  to  another  scenario  if  you 


achieve  two-thirds  of  the  conditions 
for  victory. 

1 suspect  that  IMPERIALISM  will  be  a 
bit  much  for  some  people.  Tlieres  an 
awTul  lot  to  do  each  turn,  and  it  may  take 
many  turns  before  you  reacli  a position 
of  great  power.  If  you  don’t  secure  an 
alliance  early  you  probably  won’t  survive 
the  first  few  turns,  but  if  )'ou  ally  with  the 
WTong  power  you  won’t  survive  the  mid- 
dle game.  For  those  up  to  the  challenge, 
though,  Imi>i:riai.ism  provides  one  of  the 
most  satisfying  gaming  experiences  I’ve 
had  in  a long  time.  S 


^APPEAL:  Strategy  gamers  who 
enjoy  deep,  complex  games  of  poli- 
tics and  economics. 

>PROS:  Great  politics;  diplomacy 
and  trade  Incredibly  well-developed; 
tons  of  options; 
tense  gameplay. 


You’ve  shot  down  MiGs  over  Iraq! 
You’ve  won  the  Indy  500, 
the  Super  Bowl  and  the  World  Series! 

m 


Do  you  have  what  it  takes  to  save  a 
Human  Life? 


a simulation 


A www.ism-interactive.com 

For  more  informalion  about  ISM  and  our  products,  call  us  at 
(410)560-0973.  Copyright©1997  by  ISM,  Inc.,  201  Padonia 
Hoad  West.  Suite  200,  Timonium.  MD  21093.  All  rights 
— reserved.  Open  Heart  is  a trademark  of  ISM.  Inc. 
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II-  GUNS  FAIL,  13 RING  IN  DOGS. 


IF  DOGS  FAIL,  BRING  IN  HEAR  GAS. 
IF  HEAR  GAS  FAILS, 

BRING  IN  HIELIGOPTIERS. 


Download  the  demo  at  www.sierfa.com/swat2. 


Welcome  to  the  world  of  Daryl  F.  Gates  and  the  LAPD.  Here,  a 


POLICE  QUEST 

SWAT 


. /’ 
4 

thin  blue  line  separates  law-abiding  society  from  kooks,  crazies,  terrorists, 
sociopaths,  drug  lords  and  gang  bangers.  The  choice  is  yours.  Join  the  good 
guys  and  learn  LAPD  SWAT  tactics,  strategies  and  scenarios.  Or  become  one  of 
society’s  miscreants,  and  take  it  to  the  establishment  with  bombs,  grenades, 
and  racket  launchers.  Alone  or  on-line,  no  two  missions  are  alike.  All  you 
have  is  your  mental  wherewithal  and  a steely  resolve  to  keep  your  drawers 
soil-free  under  fire.  It's  not  just  another  day  in  L.A.  Then  again,  it  is. 


II-  HIELICOPTliRS  FAIL, 
BRING  IN  THI:  NIEGQTIATIQN 


CIRCLE  READER  SERVICE  #357 


PANZER  GENERAL®  II.  More  than 
a sequel.  An  entire  generation 
beyond  anything  yet  seen  in  strate- 
gy games.  And  seeing  is  believing. 
Witness  the  Living  Battleheld,”  a new 
standard  for  strategy  game  artwork. 
Featuring  the  heightened  realism 
of  hand-rendered  maps  — thirty 
painstakingly  crafted  battlefields 
that  are  faithful  to  the  real  ones 
of  WWII  — the  Living  Bahlefield 
also  showcases  detailed  SD-rendered 
combat  units  with  six  facings. 

Of  course,  this  beauty  is  beyond 
skin  deep.  The  phenomenal  game 
play  of  the  second  generation 
Panzer  General  game  engine  is  truly 


THE  LIVING  BATTLEFIELD  SERIES 


features  the  enhanced  realism  of 
hand-crafted  maps  and  photo-realistic 
3D-rendered  combat  units. 


Play  Panzer  General  II 
online  at  www.clubssi.com 


www.panzergeneral.com 


awesome;  Battles  rage  through 
WWIFs  Eastern,  and  Western  Fronts, 
North  Africa,  even  the  continental 
USA.  iPlay  one  large  campaign'iand 
three'  mini-campaigns  ^ some  of 
which  are  playable  as  either  Axis 
or  Allied  forces.  Edit  scenario  and 
unit-data  .wth  the  powerful  Battle 
Editor  for  enhanced  gameplay  and 
extended  replay.  And  with  full 
multiplayer  support,  battles  can 
include  up  to  four  players. 


PANZER  GENERAL  II. 

The  New  Face  of  Strategy  Gaming. 


SPSS'S. 


To  Order:  Visit  your  retailer  or  call 
1-800-234-3088  (USA  &.  Canada) 
with  VISA  or  MasterCard.  , 


A lilNDSCArC'  COnPAHY 


PANZER  GENERAL  Is  a 'egistereS  irademaik  of  Siraicgic  Sfmuiaiwns.  Inc.  LIVING  BATILCFIELD  isa  iradeinaik  ol  Siraiagic  SlmulaUuns,  Inc.  @1937  Stiaicgtc  Simulations.  Inc.,  a Mlndscaoi.*  Company  All  ilghls  reserved. 
All  other  Irademaiks  and  registered  Iradeinaiks  era  the  piupeily  ot  then  respective  holdeis. 
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Price:  S49.95 
Minimum  System 
Requirements:  Pentium 
60,  Windows  95,  16MB 
RAM,  2X  CO-ROM 
drive,  SVGA-graphics 
card;  supports 
Windows  95-compatibie 
sound  cards- 
Multiplayer  Support; 
Modem,  Serial  (2  play- 
ers), LAN,  Internet 
(2-6  players). 
Designer:  Dynamix 
Publisher:  Sierra 
Online 
Bellevue,  WA 
(800)  757-7707 
www.sierra.com 
Reader  Service  H:  344 


Redemption 

Sierra  Clears  the  Outpost  Name 
With  a Complete-and  Finished— Sequel 


by  Martin  E.  Cirulis 

liere  was  a time  \s’licii  the 
name  Oui'PO.ST  brought 
either  shudders  or  gales  of 
laughter  from  most  com- 
puter gamers,  depending 
on  wliether  tliey  were  in  the 
group  who  had  wasted 
money  on  tlic  title  or  the 
group  who  hadn’l.  One  has 
to  give  Sierra  credit  for 
some  serious  chutzpah  for  bringing  out  a 
sequel  to  a game  that  onK'  recently  was 
knocked  out  of  first  place  in  the  “Most 
Bungled  Came”  categor)'  by  Take  2s 
BAlTl.l'iCltUlSER  3000.  Despite  my  per- 
sonal feelings  toward  the  original  game, 
when  the  glossy  box  for  OtTPObT  2: 
DividI'ID  Dll,  b'n  w crossed  m)'  desk,  I 
took  a deej)  breatli,  repeated  my“I  will 
be  impartial”  mantra  a few  times,  and 
cautiously  installed  this  born-again  strat- 
egy game,  I'm  not  sure  whctlicr  it  was 
because  of  this  game’s  ancestry  or  its 
combination  of  gaming  styles,  but 
Ot/n’OST2  has  elicited  more  contradic- 
tor)' reactions  from  me  than  any  other 
game  in  recent  memoiy'. 

TIMES  CHANGE 

My  initial  reaction  to  this  giune  was 
“Oh,  great,  anotlicr  C&C  clone  with  a 
bad  name  stuck  on  it.”  However,  as  I 
got  a bit  further  into  the  documentation 
and  background,  1 realized  that  this 
reaclioii  might  be  a little  unfair. 
OirtPO.S’1'2  actually  moves  into  the 
real-time  combat  world  (as  ojjposcd  to 
the  real-time  simulation  of  the  original 
game)  witli  some  skill  and  intelligence. 
'Pile  jDremise  for  the  game  is  that  the  last 
survivors  of  the  asteroid-blasted  Darth 
have  come  lo  live  on  a bnita!,  rocky 
world  named  New  Terra.  Wliile  this 
harsh.  Mars-like  worid  ma)’  ha\'c  been 
tlx:  only  choice,  human  beings  don’t 
necessiirily  iiave  lo  take  tlie  hand  nature 
has  dealt  them.  Two  distinct  camps 
arise  out  of  this  ugly  predicament;  the 


Terrafomicrs,  centered  at  base  cam]5 
Eden,  W'ho  believe  New’Icrra  should  live 
up  to  its  name  as  quickly  as  ])o.s.sib!e — at 
any  price;  and  a group  who  belics  e that 
the  time  for  humanit)-  to  ra\-age  nature 
has  ended,  and  liiat  mankind  should 
ada[)t  lo  the  newworid,  instead  of  the 
other  w'ay  around. 

Now  this  is  inily  an  interesting  conflict 
for  a sci-fi  game.  Wliile  I am  not  c|uile  sure 
if  [)eo[ile  would  be  willing  to  start  a shoot- 
ing w-ar  o\cr  an  argument  like  this  wlicn 
there  arc  only  a few  hundred  humans  left 
in  tlx;  universe,  tlie  game  does  have  tlie  air 
of  serious  science  ficiion,  and  it  seems  io 
hark  back  lo  Kim  Stanley  llobinson’s  Mars 
trilog)’,  in  which  lerrafomiers  and 
Environmenialisls  were  locked  in  a stmg- 
gle  for  the  future  of  a world. 

Unfortiinaleiy,  as  I began  to  play 
through  the  two  campaigns,  1 was  disap- 
pointed to  find  this  potentially  rich  back- 
drop reduced  to  a conflict  in  which  the 
lerrafomiers  accidental!)'  release  a \'irus 
that  breaks  down  the  entire  surface  of 
New' Terra,  'flic  campaigns  become  a 
race  (against  both  time  and  the  oil  ler 


side)  to  identify  the  problem  and  then 
find  a way  to  build  a starship  to  escape. 

Tliis  is  an  interesting  premise  for  con- 
flict, but  nowhere  near  as  interesting  as  it 
could  have  lieen.  Instead  of  deciding  tlx* 
fate  of  a wxrrld  and  the  philosophical  direc- 
tion of  our  entire  species,  you  spend  most 
of  your  time  rushing  around  like  someone 
15  minules  late  for  a dental  appointment. 

GUNS  AND  BUTTER 

But  my  disappointment  edged  back 
tow  ard  pleasure  when  the  full  impact  of 
the  games  mechanics  made  itself 
known.  Instead  of  chucking  out  ever)'- 
thing  except  the  name  OtJIPOSTand 
just  creating  another  Buiid-a-base,  Build- 
an-amiy  clone,  the  designers  bravely 
tried  to  retain  as  much  of  w’hat  was  good 
about  the  original  game  as  pos,sible, 
while  still  delivering  solid  real-time  com- 
bat. Yes,  you  do  build  up  armies  of  vehi- 
cles that  destroy  each  other  in  graphical- 
ly satisfying  ways,  but  the  whole  base- 
building  portion  of  the  game  is  much 
more  intrinsic  lo  the  scenarios  than  is  the 
norm  for  the  genre. 
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acl  lioc  feel.  You  hmc  lo 
do  battle  with  beefed- 
iip  laser  rangefinders 
and  ovcq)o\vcrcd 
niiero\va\'c  generators 
until  you  have  tlK- 
re.sourccs  to  ereate  ded- 
icated weapons  sjs- 
Icms,  which  still  look 
like  tlicy  have  been 
designed  by  MIT 
instead  of  tire  Pentagon. 
/Xnollier  nice  touch  is 


your  moneys  \s'orth.  'Die  scenarios  arc 
often  artificial!)'  limited  by'  the  cree[)ing 
viais  premise.  Wliile  it  makes  for  an 
excellent  nail-biter  lime  threat  early  on,  I 
found  myself  disappointed  that  it  w'-asn’t  a 
menace  to  be  conquered,  so  that  tire 
game  could  move  on  to  a variety  of  .situa- 
tions. Running  away  is  hardly  tire  complex 
tactical  and  moral  conflict  the  game  ini- 
tially promises. 

Long-temi  play  is  bolstered  somcw'hat 
by  the  game’s  nice  multiplayer  suite  and 
by  support  on  Sierra’s  ovs’n  battle.net-likc 
online  gaming  scrv'ice. 

Oini’O.S’i  Z is  an  excellent  attempt  to 
resurrect  this  iTanchi.se,  but  once  agiin  it 
seems  that  limited  vision  has  damaged 
anotlier  promising  Sierra  product,  'flrerc 
uus  enough  depth  in  tlie  premise  and 
enougli  room  in  the  design  to  create  an 


► LIFE'S  TOO  SHORT  This  game  doesn't  live  up  to  its 
I potential.  Outpost  2 is  too  short  of  a game,  and  it  ends 
I just  when  you  start  to  have  real  fun. 


epic  wargaming  ex|ierience,  oix;  that 
could  ha\’c  left  even  ilie  classic  C(TM.\L\.\'n 
^CoNQUiiit  in  the  du.sl. . .but  instead,  it 
seems  we  have  to  settle  for  simplv  a gtxxl, 
but  short,  g-amc.  S 


►the  living  planet  a good  sci-fi  story  provides  the 
. backdrop  for  Outpost  2.  You  have  to  fight  your  rival 
I colonists  and  stem  the  planet’s  own  hostile  overtures. 


In  OtriTOSI'Z,  building  up  your  infci- 
stmeture  isn’t  e;isy  orw'acky.  T)  he  succe.s.s- 
ful,  yon  have  to  take  care  of  your  people 
and  deal  with  tlx:  harsh  realities  of  your  dis- 
integrating wodd.  It  doesn’t  take  long  to 
realb.e  that  its  You  vs.  T liem  vs.  New' Terra. 
Instead  of  just  creating  workers  at  tlie  click 
of  a hiitton,  you  have  to  create  an  environ- 
ment in  which  people  arc  comfortable 
ax)ngh  to  live  and  create  families.  Even  as 
tire  world  .suffers  falling  nicfeors,  volcanic 
cru[)tion.s.  eartliquakes,  and  tornadoes,  yon 
have  to  shuttle  materials  from  your  mines 
to  your. smelters,  allocate  personnel  from 
one  vital  facility'  to  aix)tlx;r,  train  scienfets 
and  workers,  and  be  prepared  to  evacuate 
arid  leave  everything  at  a moments  notice. 

The  designers  w'cre  also  careful  to  kec|) 
tlx:  combat  .sy'stems  and  \vea]Ton.s  consis- 
tent with  tlx:  harsh  realities  of  tlx;  game. 
Tlx:re  arc  no  cool  attack  choppers  or  rock- 
et artillery' in  this  game;  instead,  both  the 
tech  and  the  weapons  hav'c  a very  realistic. 


the  ability  to  put  differ- 
ent liirrclson  the  same 
ty[)c  of  chassis,  thus 
gb'ing  you  access  to 
low,  medium,  and  high 
durability  weapon  ]Tlatfonn.s.  You  can  use 
the  right  tunot  for  the  indiv'idual  job  you 
have  in  mind.  Plus,  many 
of  tlx;sc  weapon  systems 
aie  designed  to  be  used 
in  conjunction  with  each 
other  for  maximum 
effect,  leading  to  a very 
realistic  combined-anns 
approach. 

The  terrain  is  also 
well  done.  Wliilc  not 
particularly  diverse, 
map.s  are  huge  in  com- 
])ari.son  to  other  games 
of  (his  type,  and  (he 
prc.scnce  of  erupting 
volcanoes,  w'hich  can 
.spew  lakes  of  lava  or 
.spread  vvav'es  of  disinte- 
gration virus,  makes  fora  nice  dynamic 
atmo-sphere.  Also  included  is  a cycle  of 
day  and  night,  and  a light  radius  foi’  v'chi- 
cles  (hat  adds  to  the  .sense  of  realism. 
'Ihere’s  nothing  like  turning  the  lights 
off  on  your  attack  squad  and  watching 
them  creep  through  the  darkiie.s.s 
toward  the  unwary  enemy. 

Of  course,  the  dow'nside  to  all  this 
nice  detail  is  the  fact  that  just  as  you 
get  the  hang  of  it  all,  tlx;  game  is  pret- 
ty much  over. 


► GOOD  NIGHT  This  game  has  a dynam- 
ic feel,  with  active  volcanoes  changing 
the  face  of  the  planet,  and  day  and 
night  cycles  adding  to  the  sense  of  pas- 
sage of  fime. 


A GOOD  START,  BUT... 

The  single  greatest  problem  in 
Oi  rn>osT  2 is  that  Ihcre  just  isn’t 
enough  of  it.  Botli  cam[>aigns  consist 
of  only  12  mi.s,sions,  and,  while  tliey 
lend  to  be  long  because  of  the  slow  and 
detailed  growth  rate  of  your  i)asc,  tlic 
time  spent  doesn’t  exactly'  give  you 


^APPEAL:  Strategy  fans  looking  for 
a more  realistic  sci<fi  wargame;  origi- 
nal Outpost  buyers  who  felt  cheated 
and  are  still  looking  to  get  their 
money’s  worth. 

^PROS:  Deep  real-time  wargame 
with  a hard  edge  of  science  fiction; 
some  nice  attention  to  realism  in  a 
genre  that  usually 
skimps  on  it. 

>CONS:  Too  damn 
short;  game  short- 
changes its  poten- 
tial with  scenarios 
of  limited  imagina- 
tion and  detail. 
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REVIEW  • BIRTHRIGHT:  THE  GORGON'S  ALLIANCE 


Price:  S29.95 
Minimum  System 
Requirements: 

Pentium75  (P100  recom- 
mended), SMB  RAM 
(32MB  recommended), 
Win  95  or  MS  DOS  5.0, 
30MB  hard-drive  space, 
SVGA  graphics,  4x  CD- 
ROM,  Sound  Biaster- 
compatibie  sound 
cards,  mouse. 
Multiplayer  Support: 
Modem  (2  players),  LAN, 
Internet  (2-8  players). 
Designer:  Synergistic 
Publisher: 
Sierra  On-Line,  Inc, 
Bellevue,  WA 
(800)  757-7707  (sales) 
www.sierra.com 
Reader  Service  if:  348 


Still  Birth? 

Sierra’s  First  AD&D  Venture  Tries  To  Be  Everything,  But  Can’t 


by  Gavin  Hachiya  Wasserman 

h,  for  a Quest!  Smite  tlie 
foes.  Unite  llie  realm. 
Triumpli  over  llic  niaicvo- 
lent  hordes  of  (he  avatar  of 
evil.  Sound  familiar?  Sierras 
BiR'n-fRici  rtiTiii’', 
Gorgon’s  Ai  hopes 

to  renew  our  hunger  for  al! 
things  medieval  and  fanlas- 
lic,  and  to  usher  in  a new 
generation  of  Ad^vncecl  Dungeons  & 
Drago/rv  games.  Combining  a jumble  of 
stralcg}'  and  role-playing  elements 
(including  tiini-based  grand  strateg)'.  real- 
time wargaming,  and  first-person  dun- 
geon iom]rs),  Sierra’s  game  challenges 
pla)^'rs  lo  manage  and  marshal  tlic  forces 
of  one  of  ihe  34  kingdoms  squabbling 
over  tiK-  fallen  empire  of  Anuire. 

Eaeii  warring  power  is  governed  by  a 
regent  of  aneient  lineage,  and  the  blood 
flowing  through  these  men  and  women 
is  rich  with  m)'stical  power.  Unfor- 
tunately for  them,  the  same  divine 
birthrighl  that  fuels  their  ([uest  for  glor)' 
also  makes  them  the  natural  prey  of  the 
Gorgon,  an  ancient  creature  wliosc 
power  and  comipting  influence  are  only 
matched  by  his  hunger  for  blood. 

TREAD  LIGHTLY 

F.xcitcd?  Ready  to  take  on  evil  in  all  its 
many  fonns? 

Hold  on  a minute.  GorgON’S 
Al  ,1  ■;  ambitiously  tries  lo  meld  two 

games,  keeping  as  close  to  its  AD&D 
roots  as  possible,  while  hunling  (hat 
familiar  .sweet  spot  in  strategy  gamers 
that  keep.s  them  up  and  blinking  into  the 
gray  of  da\Mr.  Unforlunalclj',  desjrite  its 
great  potential,  BlR'niRIGHT  doesn’t 
(|uile  gel  it  all  right. 

'Ihe  adventuring  part  of  the  game  is 
intuitive  enough.  Anyone  who’s  been  in 
front  of  a computer  in  the  last  few  years 
v\ill  feel  right  at  home  exploring  castles, 
haunted  temples,  and  dank  dungeoiis 
watli  a Hl'Xi'lN/QUMO'.-tyjJc,  first-person 
view.  Yni  nm.  jump,  duck,  .slide  left  and 
righl,  and,  yes,  ]3ush  buttons  and  open 


secret  dcxrrs  galore.  Picking  ip  items, 
however,  reejuires  a little  bit  of  mouse  dex- 
terity as  well  as  excellent  powers  of  obser- 
vation. It  is  vci}'  difficult  to  poinl  and  click 
on  tin)'  objects  such  as  rings  and  kc)s  that 
are  just  barel)’ visible  on  tire  floor. 

Tire  exploration  is  fun.  Hunling  .secret 
passages  and  fabulous  magic  items  is  a 
game  in  it.seif.  Pirales  of  finding  keys, 
blundering  through  illusionarv  walls,  and 
dodging  traps  arc  pretty  much  familiar 
features.  \Mth  no  time  limit,  it’s  eas)'  lo 
gel  caught  up  in  tiding  to  find  ever)'  little 
object  {everything  from  polions  to 
wooden  plates).  It  would  be  [rack-rat 
heaven  if  you  could  just  pay  no  attention 
to  the  other  party  members  staring  slern- 
Iv  al  you  each  time  \ ou  turn  around  and 
switch  directions.  All  they  do  is  trail  )’ou 
as  if  they  were  pixclated  lemmings. 
'Ihcy'll  literally  follow  you  over  a cliff 

At  least,  until  you  enter  into  comirat. 
lustead  of  cloning  for  seamlessly 

integrated  exploration  and  combat. 

Sierra  tried  to  slas'  true  to  tlic  AD&D 
dice-dominated  combat  system.  Wdien 
the  party  encounters  monsters,  music 
begins  and  the  game  goes  completely 
awry.  Wliereas  one  minute  ago  you  had 


complele  control  of  mobility  and  actions, 
suddenly  you're  a passenger  with  ihc  le.ss 
than  thrilling  position  of  choosing 
between  general  attack  types,  'Ihe  com- 
batants (lemmings,  et  al.)  swing  their 
weapons  again  and  again,  making  grunt- 
ing noises  and  clinking  sounds.  After  the 
initial  novelty  wears  off,  it  becomes 
apparent  that  there  is  no  arcade  leel,  no 
reflexes  are  nece.ssary,  and  no  excitement 
is  generated.  Combat  is  wholly  a func- 
tion of  to-hit  perccirtages  and  damage 
potential. 

Unfortunately,  while  friends  al  a 
Frilo,s-li(lered  table  can  make  percent- 
ages iirtercsling  lo  themselves  (“Yessss!  A 
natural  ‘20’!  Didya  .see  it?”),  the  spa.stic 
aerobics  of  the  computer  combatants  are 
mercK’  a poorl)'-di.sguiscd  means  lo  an 
end:  just  kill  the  monsters  and  keep  look- 
ing for  stuff  And  given  that  you  don’t 
start  with  weak  characters,  (you  can  hire 
9th  level  and  higher  warriors),  most  of 
tire  monsters  in  the  adventures  are  just 
speed  bumps  on  the  road  to  loot. 

COMMANDING  CONQUERORS 

In  contrast,  the  strategy  part  of  the 
game  is  neither  easy  nor  quick,  even  al 
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1  Units  on  the  map  aren’t  too 
■ bright  when  you  try  to  tell 
them  where  to  move.  Unless  a unit 
has  a perfectly  unobstructed, 
straight  path  to  its  destination,  it 
will  probably  blunder  off  in  the 
wrong  direction.  Aim  a unit  at  a 
southwestern  province  and  it  may 
head  first  south,  then  southeast, 
then  stop  when  it  runs  into  a neutral 
territory  it  can’t  cross. 

2  Some  adventure  scenarios 
■ involve  passing  into  different 
dungeon  levels,  during  which  time 
the  game  resets  your  marching 
orders  to  the  default  and  cancels  all 
your  memorized  spells.  Also,  if  you 
clear  one  level  of  the  scenario, 
move  to  another  level,  and  then 
come  back,  you’ll  find  the  entire 
level  reset,  with  all  the  dead  mon> 
sters  alive  again,  all  the  doors 
closed,  and  all  the  treasure  chests 
refilled  with  the  exact  same  items 
you  plundered  just  a moment  ago 
(finding  two  Rods  of  Resurrection 
just  isn’t  right). 

3  In  tile  adventure  combats, 

■ mages,  wands  of  fire  (or  frost), 
and  necklaces  of  missiles  are  practi* 
cally  useless.  A mage’s  fireball  will 
not  kill  even  a single  guard.  On  the 
other  hand,  In  tactical  combat,  the 
same  mage  can  cast  firebalis  at  a 
whole  squad  of  elite  Infantry  and 
cut  down  at  least  half  of  them. 
Likewise,  priests’  Him  Undead 
power  hardly  phases  zombies  and 
skeletons  in  dungeons,  but  saves 
the  day  on  the  battlefield,  when  all 
else  fails  against  those  undead. 

4  While  Fighters  are  practically 
■ unstoppable  in  adventure  com* 
bat,  they  lose  out  in  strategic  com- 
bat. Guard  your  favorite  warrior  well; 
he  may  be  able  to  single-handedly 
slay  entire  legions  of  heavily  armed 
ogres  in  a dungeon,  but  could  falter 
against  raw  recruits. 

5  If  you  get  4:1  numerical  supe- 
■ riority  in  the  strategic  combat, 
you  win  the  battle.  If  you  muster 
four  weak  archer  groups  against  the 
Gorgon,  the  big  bad  boy  has  to  turn 
tail  and  flee,  even  though  he  could 
singlehandedly  finish  them  all  off 
like  chicken  strips. 


the  easiest  setting.  'Hie  game  can  be 
plas'ed  at  tliree  lc\'el.s  of  complexit)-;  Basic, 
Advanced,  and  I'ixpcrt.  'Hie  printed  man- 
ual is  sparse,  and  most  of  the  real  info  is 
inside  the  game’s  lielp  function.  E\'cn  the 
Basic  game  is  not  very  intuitive.  I’or 
instance,  you  can  only  move  units  into 
\’oiir  territories,  your  allies’  territories,  or 
the  territories  of  those  regents  upon 
whom  you’ve  declared  war  (in  tliis,  and 
only  this,  turn).  Ilius, 
blitzkriegs  are  a lactic 
used  onlyonfonncriy 
friendly  countries, 
because  the  others 
have  to  gel  engraved 
invitations  before  you 
can  start  moving 
troops  into  their  y-ards. 

Luckily,  tlic  game  has 
three  excellent  tutorial 
scenarios,  one  for 
each  comj)lexity  level. 

'Iliey  are  quick,  clear, 
and  infonnative.  Skip 
them  at  your  own 
peril.  How'ever,  once 
you’ve  done  them  all, 
there’s  no  point  in 
playing  anything  but  Expert  lc\  el. 

Once  you've  mastered  the  art  of  col- 
lecting taxes,  paying  wages,  and  creating 
holdings  (which  provide  income  and 
regency  points — basically  political/ 
magic  power),  you  can  get  down  to  llic 
nitty-gritty  of  development,  diplomacy, 
and  destruction.  Merc’s  where 
Gorgon’s  Allianck  shows  its  best 
face.  Willi  so  many  opponents,  the  game 
is  alw-ays  in  flux,  and  the  map  rearranges 
itself  as  kingdoms  are  e.\pungcd  or  mini- 
empires arc  unified. 

Tlie  diplomacy  is  very  simiile  to  learn. 
It’s  merely  a series  of  demands  balanced 
by  bribes.  You  want  a relatively'  powerful 
neighbor  to  look  the  other  way  while  you 
cross  her  borders  to  stomp  a weaker  neu- 
tral kingdom?  No  problem,  so  long  as 
you’ve  got  the  gold  and  regency  to  sjiarc. 
And  if  reason  and  bribes  fail,  there’s  ahvays 
the  well-done  assassination. 

llie  real-time  tactical  combat  is 
more  interesting  to  w-atch  than  llie 
adventure  bailies.  Surprisingly,  you 
have  more  conlroi  over  individual  units 
in  vast  annics  than  you  have  over  four 
characters  in  a dungeon.  The  main 
screen’s  graphics  show'  units  clashing, 
.spells  flashing,  and  bodies  falling,  but 


the  actual  control  takes  place  on  the 
panel  to  the  right  of  the  screen.  Tlie 
panel  reminds  me  a bit  loo  much  of  tic- 
tac-toe:  The  battlefield  is  divided  into 
three  rows  of  squares,  and  units  move 
horizontally  and  vertically.  As  with 
adventure  combat,  it’s  just  a means  to 
an  end,  anil  you  wouldn’t  w'aiit  to  play  it 
for  its  own  sake.  There  is  a quick  com- 
bat option,  but,  like  most  every  game. 


you’re  gambling  w-ith  your  armies  by 
using  lliis  option. 

Hard-coie  fans  of  ADitDwill  find 
tilings  to  really  like  in  Gorcon’S 
AliAANGI:,  wiKther  it  be  tlie  chance  to  play 
pouerfu!  lien)es  in  tlie  6/rf/ing/jf  cam- 
paign or  jii-st  the  opportunity  to  explore  tlie 
wcll-dcsigncd  castles  and  dungeons. 

Casual  slnitegy  giiiners,  though,  w'ill  find 
the  immense  micro-management  daunt- 
ing, the  RPC  acli’cntiircs  cumbersome, 
and  the  jiayoffs  limited.  S 


^APPEAL:  AD&D  Strategy  or 
role-playing  fans  who  want  to 
sample  the  Birthright  universe 
and  aren’t  afraid  to  dabble  in 
alternate-genre  gameplay. 
^PROS;  Good  diplomacy  and  espi- 
onage options;  cool  items  and  explo- 
ration in  adventures. 

^CONS:  Low  production  values; 
combat  that  is  poorly-disguised 
dice  rolling; 
daunting 
micro-manage- 
ment; AD&D 
rules  not 
consistently 
reproduced; 
some  bugs. 
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■■  -.^rV  'F: 

is  another 

a diinension  of  sound 
a dimension  of  si0ht  ' 
■B  a dimension  of  mind 


^ Muitirnedia  speaker  system 
djitfi  ®ound  Virtual  Audio 
provides  the  most  extreme 
gaining  experience 


Full  digital  gaming 
keybgf rd  mith 
rotftidnal  3D 
handle  — ideal  for 
first-person  action 
games 


SCORPIA  ADVENTURE/RPG 


id  While 
The  Space  Bar's 
concept  is 
refreshingly 
novel,  it 
wasn't  used 
to  best  effect 
here.  J J 


Price:  S39.95 
Minimum  System 
Requirements:  P75, 
Windows  95, 16MB  RAM, 
16-bit  SVGA  graphics.  Ax 
CD-ROM  drive.  8-bit 
Windows  95  Direct  X- 
compatible  sound  card, 
Microsoft-compatible 
keyboard  and  mouse. 
Macintosh  requirements: 
PowerPC  6100,  System 
7.5,  4x  CD-ROM  drive, 
16MB  RAM,  color  monitor. 
Multiplayer  Support: 
None. 

Designer:  Steve  Meretsky 
Publisher:  SegaSoft 
Redwood  City,  CA 
(415)  508-2800 

www.segasoft.com 
Reader  Service  d:  349 


eiiig  a cop,  even  a 
company  cop,  is  no 
easy  job.  Just  ask 
tlie  flatfoot  in 
Steve  Meret.sk)'s 
new  adventure 
game,  Tl  IE  Sl’ACE 
B/\il  As  Alias 
Node,  employed 
b)'  tlx:  owners  of 
Annpit  VI,  you’re  after  a notorious  crimi- 
nal w'hos  been  traced  to  the  Thirsty 
Tentacle  (llie  “space  bar’’  of  the  title). 'lb 
make  matters  worse,  this  crook  is  a 
shapeshifter  w'ho  could  be  almost  anyone 
in  tire  bar.  And  just  to  add  some  icing  on 
tire  cake,  lx;  kicltia])s  )Our  partner,  Maksh, 
and  threatens  dire  consequences  if  j ou 
don’t  break  off  tlx;  investigation. 

Ofcour.se,  you  proceed  anyway, 
keeping  your  eyes  peeled  for  anything 
unusual  and  checking  out  tire  patrons  in 
casual  conversation.  Alias  has  a special 


ability,  emp-tel  (cmpathic  telepathy), 
that  allows  him  to  get  inside  the  mind  of 
whomever  he’s  talking  to  and  relive  a 
recent  event  in  that  beings  life. 

'Iliese  flashbacks  make  up  most  of 
the  game.  Each  segment  is  a self-con- 
tained se(|uencc,  with  numerous  puzzles 
to  solve.  Successful  eompletiou  of  a 
flashback  yields  im)3orlant  pieces  of 
infomialion,  which  are  used  in  various 
w'ays  back  in  the  bar.  I'br  instance,  Alias 
might  work  a deal —“You  tell  me  what  i 
need  to  know,  and  I'll  tell  you  what  you 
need  to  know’’’ — or  obtain  an  item 
based  on  whal  he  learned  from  the  other 
creature’s  mind. 

Not  everything  is  done  in  flashbacks; 
there  are  several  imj)ortant  actions  dial 
need  to  be  accomplished  in  and  around 
the  bar,  not  the  least  of  which  is  simply 
staying  alive.  So  the  game  is  a combina- 
tion of  present  and  jiast,  and  while  items 
liav'C  importance,  infomialion  is  ev'cn 


BAR  FLIES  Some  of  the  patrons  of  the  watering  hole  known  as  The  Space  Bar  are  not  the  kind 
you  want  to  bring  home  to  mother 


more  important.  Reading  up 
on  the  various  alien  races  is 
critical  to  winning  die  game,  along  with 
whal  you  learn  in  the  flaslibacks. 

COME  HERE  OFTEN? 

Interacting  with  others  is  simple.  Yiu 
enter  a close-up  view  of  a character,  then 
click  on  him  to  begin  a conversation.  TTiis 
brings  up  a menu  of  choices  of  what  to 
ask  or  do,  and  you  proceed  from  tliere. 

Moving  around  is  equally  simple. 
Direction  arrows  point  out  tlx:  wa)'s  you 
can  go,  and  clicking  sends  you  there.  Tlie 
view  is  a full  360  degrees,  but  movement 
is  more  as  it  was  in  R)I’P!!:R;  You  don’t  go  a 
step  at  time,  but,  ratlier,  glide  forward  to  a 
predetermined  point,  and  stop, 

Eor  storing  inventory  iteiiis,  receiving 
me.ssages,  reviewing  clues,  and  so  on, 
Alias  has  his  Personal  Digital  Assistant, 
or  PDA.  This  is  a computerlike  device 
that  sits  at  the  bottom  of  the  screen,  and 
can  be  broiiglit  up  any  time 
by  touching  it  with  tlie  cursor. 
Tlie  PDA  holds  all  the  items 
picked  up  during  the  game  (all 
of  die  aliens  in  the  flashbacks 
have  a similar  de\'ice  for  use 
in  those  segments).  Tlie  PDA 
can  display  a complete  anno- 
tated map  of  the  area,  show- 
ing your  current  position 
(except  in  tiie  mine  maze). 
The  PDA  also  keeps  a record 
of  the  important  things 
learned  during  the  flashbacks, 
as  well  as  copies  of  voice  mes- 
sages Alias  receives  througli- 
out  the  game.  It’s  also  used  to 
save  or  restore  games,  change 
the  volume  of  the  sound  and 
music,  or  alter  the  brightness 
of  the  screen.  Tliese  controls 


Bonoms  Up 

Steve  Meretsky’s  The  Space  Bar  Is  Tough, 
Funny-and  a Little  Bit  Disappointing 
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;irc  ;iv;iil;il)!c  :it;ill  times, 
ihrougii  both  the  PDA  and 
sevenil  |iredefiiicd  hoi  kaj-s. 

Mappily,  ] had  no  tecliiiicai 
problems  with  Ti  lR  SPACE 
13/\K.  ’ [ lie  game  installed  fine 
and  ran  perfectly  on  mysys- 
tem/niere  were  no  crashes, 
nor  did  I come  across  anj' 
bugs,  IAer}’tbiiig  perfomied 
as  smoothly  as  it  was  suiJ- 
poscdlo,  Somelliinglhe 
game  doesn’t  ha\'e,  however, 
is  text  sublitles,  You  really 
need  a .sound  card  and  the 
ability  to  hear  well  to  play  this 
one,  \Vliile  tiiere  arc  a few 
text  boxes  now  and  then,  all  the  impor- 
tant parts  arc  either  spoken  or  are  related 
through  sound  cffccLs. 

(REAL)TIME  COP 

In  the  matter  of  actual  gameplay,  Ti  li'; 
SpacI',  Baii  is  not  foi-  the  novice,  nor  for 
anyone  who  is  easily  aggravated.  'Ihis 
adventure  is  tough,  obscure  (sometimes 
iiecdlessly  so),  and  has  too  much  real- 
time action  in  it. 

'Ihe  game  as  a w'holc  has  a time  limit: 
Yni  miLst  discover  the  criminal  before  he 
can  board  a shuttle  leaving  at  a certain 
hour.  Of  itself,  that  isn’t  a problem,  but 
with  .so  much  to  do  in  the  game,  you 
begin  to  feel  the  time  pressure  early  on. 
Kverything  eats  u])  the  clock,  especially 
real-world  actions  in  the  bar.  'Iliere  hard- 
ly seems  time  enough  to  do  everj'thing 


BOATLOAD  OF  TROUBLE  One  of  the  game’s  flashbacks  will  put  you 
on  a boat  ride  on  the  planet  U’Bleek  with  the  aptly  named  Trisecks, 
an  alien  species  with  three  genders. 


that  needs  to  be  done  in  order  to  make  it 
.successfull)'  to  the  end.  Tliat  is,  if  ) ()u 
plan  to  make  it  there  without  a good  deal 
of  restoring. 

Some  of  the  flashbacks  have  real- 
time segments  as  well— tbe  Bartender 
and  Devcn-7  scqiiencc.s,  in  particular. 

I 'lie  Bartender  .sequence  is  especially 
unforgiving;  In  iw'O  different  places, 
even  one  w asted  move  will  require  a 
rc.store.  In  tbe  Deven  flashback,  in 
which  you  put  together  a business  deal. 
I’m  nol  c\'cn  certain  you  can  do  all  tbe 
research  and  negotiations  necessary 
without  running  out  of  time. 

Also,  the  game  isn’t  as  non-liiicar  as  it 
would  apiDcar.  Some  things  must  be 
done  early,  or  you  could  be  prevented 
from  finishing  the  game  later  on.  ’Tliis 
happened  to  me  w-hen  1 solved  the 
Deven  flashback  late  in  the  game;  noth- 
ing ever  came  of  it  aftenvards.  Chatting 
will)  him  didn't  turn  up  what  it  wus  .sup- 
pn,scd  to,  and  in  turn,  this  meant  that 
time  pa.s.sed  but  the  game  didn’t 
ad\'ance,  E\'enluall)',  1 went  back  to  an 
early  save  and  replayed  about  two  thirds 
of  the  game,  being  sure  to  complete  that 
flashback  at  the  first  opportunity. 
Doing  so  brought  about  the  correct 
response  from  Deven. 

'Ibo  much  in  the  game 
dejjcnds  upon  foreknowledge; 
You  have  to  know'  ahead  of 
time  w'hat  needs  to  be 
done,  dliat  rcc)uircs  sav- 
ing early,  working 


tilings  out  through  trial 
and  error,  then  rc,stnring 
to  do  it  over  without  any 
w'asted  moves.  Ihis  is 
not  great  [luz/le  design. 

Ti  ll'  Spaci:;  Bar  is 

billed  as  an  adventure, 
and  that’s  what  it  is;  it 
isn't  a real  mystery  or 
detective  game.  You 
don’t  collect  a bunch  of 
clues  and  analyze  them 
to  determine  the  guilty 
party.  Wliile  you  per- 
fonn  residue  prinling 
of  objecls  and  voice- 
printing  of  .suspects, 
these  actions  don’t  mean  much.  Wliat 
you  learn  in  the  flashbacks  (except  in 
one  instance)  has  nothing  to  do  with 
the  criminal. 

Sometime  during  the  game,  you 
receive  a video  disk  from  someone  that 
shows  you  the  criminal  morphing  into 
his  current  form,  and  near  the  end,  you 
experience  a .short  but  crilica!  flashback 
in  the  mind  of  the  .sliifter  hiimself, 
which  points  the  way  to  uncovering 
him.  Wdiile,  of  course,  you  had  to  play 
the  rest  of  the  game  to  reach  this  point, 
none  of  that  could  be  called  detective 
work  in  the  true  sense,  '^lliis  was  .some- 
what disappointing. 

NO  CIGAR 

Overall,  The  Space  Bar  is  a game 
that  just  misses  the  mark.  While  the 
concept  is  refreshingly  novel,  it  wasn't 
used  to  best  effect  here.  A difficult 
adventure  is  always  welcome,  but  too 
many  puzzles  in  Tl  lE  SPACE  Bar  are 
either  obscure  or  require  trial-ancl-crror 
[ilus  restoring  to  solve  them  properly, 
llic  real-time  aspect  puls  an  additional 
burden  on  the  player. 

Coming  as  it  does  from  Steve 
Meretsky,  The  Space  Bar  has  some 
genuinely  humorous  touches,  but  it  isn’t 
as  amusing  as,  for  instance,  bis  earlier 

Super]  iero  Le-xcue  Of  Moboken. 
Much  of  the  game’s  social  satire  and  par- 
ody are  often  overdone  and  o\'crlong. 
This  one  is  best  for  those  with  a high  tol- 
erance for  frustration.  *6 
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Descent  II 
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So  many  games.... 
so  little  time. 
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ecliWarrior2 
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70+  ^dmes  ' 1/0  thousand  players 
' *^00  servers  ' *^9  countries 
' $20  one-time  registration  fee 
'free  lifetime  upgrades 


JjlKALI 

PLAY  HARDER. 


www.kali.net 
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td  There 
haven't 
been  too 
many  good 
action 
games  to 
attract 
twitch  fans 
onto  the 
Internet, 
but  that 
could  soon 

change.  99 


Surfing  for  Action 

Online  Action  Gaming  Is  Finally  Growing  Up 


against  other  team.s  in 
a virtual  environ- 
ment— that  is  a great 
gaming  experience.” 

In  you  play  a single,  persis- 

tent character  {the  game  v\'ill  record  your 
wins  and  stats),  and  you  ally  with  your 
friends  or  find  new  teammates  in  a 
pregame  lobby.  Once  jou’ve  set  your 
teams,  you  enter  an  arena  to  play  a vari- 
ety of  different  multipla)'er  games,  fram 
caphire  the  flag  to  a grnne  that 
Multitude  calls  Gunball.  Says  Min,  “It’s 
combat  football.  You  pick  up  a ball  and 
) our  job  is  to  score.  You  w'ant  [seople  to 
protect  you  while  you  try  to  score.  The 
other  team  is  trying  to  take  you  out,  and 
if  you  die,  you  drop  the  ball.” 

\Vliat  makes  FlRI'llvNM  a tniK'  multi- 
player team  game  is  that  }Ou  can  com- 
municate with  your  teammates  tlirough 
micro[)honc  headsets,  wliich  arc  bun- 
dled with  the  game.  Wlicn  you  play,  you 
can  shout  orders,  give  updates,  or  beg 
for  hell).  You  can  also  taunt  your  ene- 
mies o\’er  the  iieadscts  in  more  a per- 
sonal manner  than  )Ou  ever  could  by 
typing.  ’Ihe  headsets  really  make 
Flltl^ri'lWl  a social  activity.  You  can’t  play 
the  game  any  other  way,  and  1 don’t 
think  I'd  want  to. 


n don’t  mind  admitting 

tliat  1 haven't  played 
man}'  online  action 
games,  because  there 
are  hardly  an}'  good  ones 
available.  Hierc  is  one 
single-player  game  that 
has  made  a fantastic 
transition  to  the  online 
world— Qu.akI';— but 
aside  from  that,  there  ha\'en't  been  too 
many  good  action  games  to  attract 
twitch  fans  onto 
the  Internet. 'I’hat 
could  soon 
change  as  some 
of  the  best  online 
games  I’n'C  seen 
in  recent  months 
get  ready  to  open 
their  gates  to 
action  fans  all 
acro.ss  the 
Internet. 

Wli}’ .should  you 
care  about  these 
gamcs?lhree  I A A A — 
rea.sons.  One  finally  brings  social  inter- 
action, not  just  chatting  via  typing,  into 
online  gaming:  another  is  a spin-off  of  a 
hugel}'  successful  real-time  stniteg}'  fran- 
chise; and  the  last  one  brings  3D  accel- 
eration onto  the  Internet. 

INTO  THE  FIRE 

FlRfTIlvVM  is  an  online-only  game 
that  dc.scr\'cs  a lot  more  attention  than 
it’s  been  getting.  It’s  the  launch  title  for 
Multitude,  a new  company  devoted  to 
multiplayer  gaming,  which  was  formed 
by  Edward  lx;rner  and  Art  Min,  both 
funncrly  of  Looking  Class  'lech- 
nologics.  Art  Min,  who  has  worked  on 

SvsT'KM  Shock  and  Stok!'  Force 

CEN’I'AtlRb'l’ERIwNoVA,  is  the  project 
leader  on  Firioeam. 


FirI'TI'IAM  is  a three-quarters,  isomet- 
ric shooter  that  was  designed  to  be  a 
multij)laycr  game  with  coo]5erativc  play, 
bite-sized  1 5-minute  games,  persistent 
characters,  and  powerful  customizabili- 
ty. It  will  be  immediately  familiar  to  any 
action  fan  who  has  pla}'cd  Syndicate 
or  Crusader 

TIME  TO  PLAY  FRIENDLY 

\Vliat  makes  this  game  sirccial  is  that 
it  is  a team  game — and  that  it  has  the 


FACEOFF  Among  Fireteam’s  many  cool  features  is  realistic 
line-o(-sight,  which  makes  facing  and  ducking  in  and  out  of 
cover  important. 


appro|)riate  technologies  to  really  make 
team  pki}'  and  player  interaction  work. 

Says  Min,“leamplay  is  the  essence 
of  FtRi'IF.'YM.  There  aren’t  any  games 
on  the  Internet  that  emphasize 
team  play.  'I’cam  sports 
are  some  of  the  most  popu- 
lar activities  in  society.  'Ihc 
.social  interaction  and  the 
shared  experience  are  just  the 
beginnings  of  why  team  play  is 
cool.  Our  technology  is 
Collaborative  Play.  Our  early  testers 
just  can’t  get  enough  of  the  whole 
experience.  We’ve  built  our  entire 
game  from  the  ground  upon  this  idea 
of  Collaborative  Play.  Working  togeth- 
er in  a team,  in  a ‘hostile’  situation. 
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EDITING  AND  OTHER  FEATURES 

Aside  from  its  familiar  gamepiay, 
clean  graphics,  and  unic)uc  coopera- 
tive and  social  elements,  Kirk’ITAM 
has  an  editor  that  will  allow  gamers  to 
build  their  owai  levels  and  objects. 
Says  Min, “You  can  build  your  own 
maps  and  create  your  own  scenarios. 
It  will  most  likely  be  released  after  the 
game;  it  is  unclear  if  it’ll 
be  a free/shareware/ 
commercial  product, 

Wc’il  see  the  demand 
and  go  from  there.” 

Multitude  also  plans  to 
join  with  movie  compa- 
nies to  create  custom 
themes  based  on  popular 
movies,  and  place  them 
online  for  download. 

“'nicy  can  play  games 
that  they  can  relate  to. 

Watch  the  movie,  then 
play  it,  lliink  about  if 
])coplc  could  play  an 
online  Stnr  Wijrs  or  Slur  Trek  or 
Schwarzenegger  movie.  And  it's  not 
static;  the  movie  game  will  be  up  for  a 


few  weeks  and  then  another  hot 
movie  will  have  its  game  on  the  ser- 
vice,” adds  Min. 

One  of  the  other  game  features 
Multitude  is  including  in  FliitrrivWi  is 
the  ability  to  leave  markers.  For 
instance,  you  can  tell  your  teammates 
to  rendezvous  at  flag  2.  /\nyone  who 


attest  to  how  difficult  it  is  to  give  direc- 
tions in  a dungeon,  where  position  is 
relati\'e,  but  FiRI'TllLVM  makes  it  ca,sy 


with  absolute  markers  as  well  as  a 
minimap  in  the  screen  comer. 

At  this  moment,  Multitude  hasn’t 
yet  decided  on  an  economic  model, 
nor  do  they  know  with  which  gaming 
services  they’ll  partner,  though  they’ll 
probably  have  their  own  gaming  ser- 
vice (a  la  ballle.ncl)  to  complement 
their  online  strategy.  Wdiat  they  do 
know  is  that  FlRIiTi'AM  will  be  a 
retail  product  that  you  can  pur- 
chase at  stores.  Inside  will  be 
the  game,  head.set,  and  several 
months  of  free  gaming  on  the 
FiRIlI'IL-vm  gaming serv'ice.  After 
those  few  months  are  up,  you 
can  then  start  paying  to  play, 
though  whether  (he  fee  will  be 
monthly,  daih',  or  hourly  is  unde- 
cided, as  ycl. 

but  don’t  just  take  my  word  for 
it.  You  can  sec  for  yourself  how 
fun  Firf.TK-\M  is  when  Multitude 
starts  beta  testing  in  November. 
Msit  their  Web  site  at  WWW. 
multltude.com  for  more  informa- 
tion. Tlie  final  game  has  a tentative 
ship  date  of  early  1998.  % 


has  played  nuilti])layer  Diab[,o  can 


EDITOR'S  DAY  Multitude  has  plans  for  a robust  editor  that 
will  allow  them  to  create  levels  and  themes  for  download  in 
conjunction  with  big-budget  movies. 


Survival  of  the  Fittest 


The  other  two  online  games  of  note  are  Command  & 
Conquer:  Sole  Survivor,  a spin-off  of  the  C&C 
strategy  line,  and  Tanarus,  a 3D-accelerated  tank 
game  from  Sony, 

As  the  name  suggests,  Sole  Survivor  is  a pure  action 
game  in  which 
you  assume  the 
guise  of  one 
C&C  unit,  run 
around  a variety 
of  maps,  gather 
power-ups  to 
soup  up  your 
vehicle,  and 
blast  all  your 
enemies  until 

you  are  the  last  one  standing.  Since  we  last  visited  the 
subject  in  our  February  cover  story,  Westwood  has  been 
refining  the  gamepiay  and  stability  of  the  game. 

Beta  tests  are  winding  down  for  this  game,  but  I man- 
aged to  jump  on  and  play  a few  rounds.  It’s  a fast  game 
that  features  a continuous  cycle  of  dying,  respawning, 
and  wreaking  havoc.  There  is  no  pretense  of  strategy, 


though  you  will  employ  whatever  strategies  you  normally 
use  in  action  games.  You  won't  be  able  to  camp  near 
power-ups,  though,  because  they  respawn  at  random 
locations  throughout  the  game  world  (this  was  premedi- 
tated). The  final  product  is  nearing  completion,  and 
should  be  in  stores  by  Christmas.  Pricing  is  still  to  be 
determined,  though  you  will  buy  the  game  at  retail.  To 
play,  you’ll  connect  to  Westwood  Chat.  However, 
Westwood  is  talking  to  several  gaming  services  about 
hosting  Sole  Survivor  games.  For  more  information  on 
the  game,  visit  their  Web  site  at  www.weslwood.com. 

Sony  Interactive's  Tanarus  is  a title  that  I've  only 
played  briefly.  It’s  a messy  killfest,  much  like  the 
Namco  arcade  game  Tokyo  Wars,  in  which  you  blast  at 
enemy  tanks  and  maneuver  around  different  terrain. 

The  game  supports  the  3Dfx  Voodoo  chipset  for 
some  nice  graphics  that  are  a marked  improvement  over 
the  usual  online  fare.  The  game  also  has  day  and  night 
missions  and  a variety  of  different  locales  to  play  within, 
including  snow  and  urban  terrain. 

For  more  on  this  game  and  an  opportunity  to  beta  test, 
visit  Sony's  site  at  www.sanygames.cam.  Pricing  should 
be  available  on  its  Web  site  by  the  time  you  read  this. 
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It’s  a Dynamix®  first-Sopwiih  Camels  in 
cyberspace.  Multiplayer  dogfighting  action 
featuring  internet  and  LAN  support  with  up  to 
eight  players  and  two  player  head-to-head  modem 
play. 


Fly  over  a dozen  types  of  single  missions  for 
quick  action  or  select  Campaign  play  to 
experience  the  full  historical  impact  of 
Red  Baron®  II.  Fly  for  Britain,  France,  the  U.S. 
or  Germany.  Progress  from  a lowly  wingman  to 
squadron  commander,  earning  rank,  prestige 
and  better  aircraft  on  the  way. 


Dynamix’s  revolutionary  new  3Space'“2.0  engine 
leaps  ahead  of  the  competition  with  unmatched 
realism  in  terrain  modelling,  stunning  graphics 
and  the  most  advanced  flight  models  ever  brought 
to  the  home  computer.  - 


#e’s  cunning,  deadly,  egotistical  and  totally  nithless-the  most  famous,  and  feared,  fighter  pilot  that  ever  lived. 
Now  he’s  your  ultimate  opponent.  . 

The  Baron  is  back!  _ • ' . ; 

An  epic  achievement  over  three  years  in  the  making,  Red  Baron‘s  II  is  the  most  richly  detailed,  all-encompassing  flight  sm 
ever  to  explode  on  the  scixen-and  a true  sequel  to  the  legendaty  Red  Baron^.  From  a multitude  of  gamer-directed  features 
to  stunning  visual,  audio  and  tactile  effects,  driven  by  state-of-the-art  technology,  Red  Baron^  II  will  place  yoii^uc^ly  im 
the  flak-filled  skies  of  World  War  I at  the  birth  of  aerial  combat.  It’s  in  your  fat^^^^^ghting  an^  ^trat^^at 
so  complete  that  it  has  no  challenger...  exceptyou.  ^ 


"...yet 

another 

classic.” 


The  skills,  tactics  and  personalities  of  historical  and 
non-historical  pilots  arc  recreated  with  unbelievable 
realism  by  Dynaniix's  new  ACE  AT"  system.  As  you 
attempt  to  take  out  a computer-driven  opponent, 
your  only  complaint  may  be  that  the  AI  is  too  good! 


“Red  Baron^  II  will  make  thousands  of  Aces 
happy  this  winter”  — Hardcore  Gamer 


Edit  existing  missions  or  customize  one  of  your 
own  with  the  Dynamix  Mission  Builder'".  From 
within  historical  sellings,  you  control  everything 
from  objectives  and  flight  plans  to  plane  types  and 
pilots,  assuring  a nearly  limitless  variety  of  missions. 


“Open  cockpit,  pre-radar,  crash-n-bum  dogflghting  at  it’s 
best  - a simulation  well  worth  the  prolonged  wait...” 

— Game  Briefs 


Customize  the  look,  colors  and  insignias  of  your 
planes  in  the  Plane  Paintshop.  Use  provided  patterns 
and  palettes  or  import  your  own  cusloin  artwork 
from  any  standard  paint  program. 
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Making  a Li 

Our  Naughty-but-Nice  Sports  Columnist  Shamelessly 
Begs  Santa  for  His  Christmas  Goodies 


ear  Santa:  The 
Christmas  season  is 
here  once  again,  and 
I’m  hoping  you'll 
show  a little  morehol- 
ida)’ spirit  tlian  yon 
did  last  year.  Look,  I’m 
Sony'  I gave  bad 
reviews  to  some  of  ihe 
games  }ou  left  in  peo- 
ple’s stockings,  but  if  )ou’re  going  to  cut 
cheesy  distribution  deals  to  unload 
turkeys  like  Bic:  l-lOR'l'  B/VSI-IB/UJ.  and 
UnnrcI':ssahy  Rouc;i  iness,  it  comes 
with  the  terrilory.  After  all,  1 do  have  an 
obligation  to  CCVl’^'s  readers. 

Okay,  so  majhe  tlie  red  nose  and  fat 
boy  iokes  were  a little  heavy-handed.  But 
no  more  bad  games  in  my  stocking,  ch? 
Frankly.  I’d  rather  have  coal.  On  the 
other  liand,  if  anthracite  happens  to  be 
in  short  supply  this  year,  there  arc  a few 


goodies  I'd  just  love  to  find  under  my 
tree  on  Christmas  morning. 

FEEL  THE  FORCE 

A riglil  jolly  old  elf  like  you  knows 
how  much  fun  a force  feedback  jo>'Slick 
could  be  to  a sports  gamer.  Although 
])roduct  sup]3orl  is  limited  right  now, 
gamers  should  expect  to  see  force  feed- 
back options  built  into  just  about  every- 
thing in  1998.  Visions  of  sn^r  plums 
dance  in  ni}'  head  when  I imagine  the 
sharp  crack  of  while  ash  on  cowliide  in  a 
baseball  siin,  or  (he  lovely  thwackoi  the 
.sweet  spot  in  a golf  game.  Racing  sims 
will  quickly  climb  aboard  (he  force  fecd- 
[)ack  bandwagon,  and  look  for  football 
games  to  follow'  suit.  Imagine  a lielmet- 
remos'ing  blindside  tackle,  as  the  sensa- 
tion of  the  hit  rises  through  your  hand 
w'liilc  the  graphics  and  sound  play  out 
simultaneously.  Although  it  probably 


won't  fit  in  my 

stocking,  Santa,  I’m  pretty  impressed 
with  Microsoft's  new  Sidew'inder  Pro 
model,  but  I'll  gladly  settle  for  a CH 
Pdree  hX 

A new  \ideo  accelerator  would  be 
nice  too,  even  though  the  expected  3D 
explosion  in  sports  gaming  has  been 
more  like  a popgun  so  far.  Over  at  the 
Elves’  Workshop  (hey  understand  that 
1998  will  be  the  year  (hat  3D  \'ideo  really 
begins  to  rlominate  the  scene.  Gamers 
who  don’t  ha\'e  a card  that  sup[)orts  one 
of  the  leading  chipsets  will  be  missing 
(he  best  sights  in  the  nc\s’gamas,  and  will 
even  be  shut  out  on  some  titles  that 
absolutely  demand  3D,  like  MICROSOFT 
B.’\s1';bai.i.  3D.  Santa,  a 3Dfx-based  card 
would  give  me  support  for  a broad  range 
of  games,  but  if  you’re  in  that  cutting- 
edge  mood,  I’d  really  like  a card  based 
on  the  new  Voodoo  Rush  chipset. 

Since  we’re 


££  Dear 
Santa:  No 
more  bad 
games  in 
my  stock- 
ing, eti? 
Frankly,  I'd 
rattier  have 
coal, 


MADDEN  XMAS  Madden  NFL  98  is  at  the  (op  of  most  sports  gamers’  wish  lists.  But  if  it  ships  on  lime,  wiii  it 
be  as  good  as  first  promised? 


talking  hardw'are, 
dare  I mention 
thc“U”word?As 
in  "upgrade”? 
Like  so  many 
other  .sports 
gamers.  I’ve 
found  (to  m)’  dis- 
may) that  the 
Pentium  133  that 
looked  so  hot  just 
last  year  is  ready 
for  retirement. 
Standing  pat 
with  mypre.sent 
.system  will  leave 
me  out  in  the 
cold  with  tlie  lat- 
est .sports  titles  by 
the  end  of  1998. 
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MAY  THE  FORCE  BE  WITH  ME  Looking  for  a good  gift  for 
CGlV's  Sports  Editor?  How  about  Microsoft's  cooi  new  Force 
Feedback  joystick?  ’ 


At  best  I’il  be  running  the  new  stuff  witli 
much  of  the  detail  toggled  off.  A 
Pentium  11  sure  would  look  fine  next  to 
the  usual  socks  and  fruitcake  in  the  pre- 
sent pile.  1 know  it’s  asking  a lot,  Mr. 
Kringle,  sir,  but  I’ve  been  good.  I’ve  got- 
ten my  reviews  in  by  deadline.  I’ve 
backed  up  my  hard  drive.  I’ve  even 
avoided  taking  cheap  shots  at  console 
gamers  (mostly).  1 know  you’re  a Dickens 
fan,  so  to  use  the  immortal  words  of 
Oliver  "^Rsist,  you’ll  know'  I’m  referring  to 
CPU  horsepower  w'hen  1 say,“P!ease,  sir. 
May  1 have  some  more?” 

BUY  ME  THAT 

Not  to  be  greedy,  Santa,  but  all  that 
new  hardware  w'ithout  some  cool  sports 
games  to  play  w'ould  be  worse  than  man- 
aging a team  of  reindeer  without  flea 
powder.  So  you'll  understand  my  humble 
request  for  EA  Sports'  M'VDDEN  NFL 
98.  You  and  I both  know'  it  looks  to  be 
the  season’s  best  football  game.  You 
know'  it’s  the  first  Win  95  version  in  the 
MaddIiN  franchise.  You  know  that  it 
blew  the  doors  off  every  other  gridiron 
game  at  E3.  You  know  that  Madden 
University  has  been  enhanced,  and  that 
the  game  will  ha\’e  more  sim  elements 
than  its  arcade  predecessors.  And  you 
know  sports  gamers  can’t  wait  to  tiy'  it. 

You'll  also  understand  that  1 absolutely 
need  (lliat’s  right— need)  MICROSOFT 
BasIlB/ML  3D.  After  all,  this  is  the  first 
big  sports  title  from  Gates  & Co  since 
Futi-  Court  Pri',ss  debuted  to  mixed 
reviews  in  1996.  Add  the  historical  signif- 
icance of  being  the  first  sports  title  that 
mandates  3D  hardware  support,  and  the 
bizarre/cooi  effect  of  having  players’ 


faces  scanned  onto 
their  polygonal  bod- 
ies, and  this  one 
looks  like  a must- 
have.  Right,  Santa? 

And  gee,  since  it’s 
better  to  give  than  to 
recei\'e,  can  1 send  a 
few  presents  to  some 
friends  in  the  busi- 
ness? For  Accolade, 
how  about  gift-wrap- 
ping a clue?  1 
thought  the  LEGENDS  design  team  had 
things  together  with  an  extra  year  to 
work  on  tlie  game.  Di<i  someone  there 
really  expect  that  sports  gamers— the 
most  demanding  crowd  there  is— would 
accept  a bugg}',  mouseless  Win  95  prod- 
uct that  looks  and  feels  like  a so-so 
arcade  game?  Was  the  cross-cra  hype  all 
Accolade  really  had  to  offer?  If  so,  they 
didn’t  even  get  that  right.  ’Tlie  older  era 
uniforms  aren’t  accurate,  for  one  thing. 
For  another,  missed  field  goals  in  1968 
ga\'e  the  opposing  team  possession  at 
the  20  )’ard  line,  nof  the  line  of  scrim- 
mage. As  one  of  the  gaming  journalists 
w'ho  contributed  in  good  faith  to  the  pre- 
release excitement,  I’m  doubly  disa]:)- 
pointed  at  the  LEGENDS  debacle. 

For  designer  Ric  Neil  and  the  rest  of 
the  Madden  crew  at  FA  Sports,  how 


about  some  good  project  scheduling 
softw'are?  Last  1 heard,  MadDEN  98’s 
release  had  been  pushed  from  October 
back  to  January,  and  then  back  to 
October  again — but  without  some  of 
the  promised  new  features.  I’m  dying  to 
see  tire  final  product,  but  1 can’t  help 
thinking  back  to  1995,  when  H\DDEN 
slipped  completely  into  vaporware.  So, 
Santa,  do  whate\'er  you  can  to  help  tlie 
Madden  team  stay  on  scliedule, 

St.  Nick,  can  you  stuff  a graphics 
experts  resume  in  MicroLeague  game 
designer  Dave  Holt's  stocking?  Dave’s  an 
innovative  designer  who  makes  some  of 
the  best  stat  games  in  the  business,  but 
his  products  alwa)s  fall  just  short  on 
looks.  His  game  engines  deseix'e  to  shine 
behind  some  snazzy  3D  graphics. 

For  Clay  Dreslough  at  Infinite 
Monkey  Systems,  how'  about  a big,  fat 
contract,  Santa?  1 hear  he’s  been  shop- 
ping hLs  clever  Ba.SEBAI.1.  MOGUL  design 
around  to  the  big  boys.  EA  Sports  hasn’t 
bitten  yet,  but  they’re  mulling  it  over,  as  is 
at  least  one  other  major  publisher. 
Mogul  is  a great  game,  Santa,  and 
deserv'es  more  su]ijK)rt  than  Infinite 
Monkey  can  give  it  from  the  spare  bed- 
room at  the  Dreslough  Ranch. 

Well,  thats  it  for  now,  Santa,  I’ll  be 
sure  to  leave  the  PC  on  for  you.  And  lay 
off  the  Christmas  cookies,  eh,  tubby?  ^ 


CHRISTMAS  JEER  LEGENDS  98  had  everyone— including  CGlVs  editors— drooling  in 
anticipation  for  more  than  a year  Now  that  it's  out,  they’re  frothing  at  the  mouth  over 
the  game’s  many  disappointments. 

U A ^ 
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To  order:  Visit  your  retailer 
or  call  1-800-234-3088  with 
Visa/MC  (North  America  only). 


The  ground  trembles 
Flames  erupt. .Smok 
and  nitro  fill  the  air... 


In  eight  seconds,  yo 
machine  swallows 
the  strip  whole: 


a blurred  quarter  mil 
of  screaming  speed 
and  the  smell  of 
burning  rubber! 


• 20  unique  cars  on  20  unique  tracks. 

• Dozens  of  customizable  components  to  twea 

• 32  telemetry  and  time  card  data  points  are 
recorded  to  analyze  your  performance. 

• Accurate  physics  including  realistic  engine 
model,  suspension,  tires  and  collisions. 

• Replay  and  save  your  best  races  and  crashe 

• Compete  in  a single  race,  event,  or  endure  i 
entire  season. 

Multi-player  support  over  modem  and  LAN. 

powored  by 
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DENNY  ATKIN  • SIMULATION/SPACE 


always  enjoy  ilwlicn 
industry  pundits  make  pre- 
dictions for  tlx:  coming 
year.  fun  to  read  imagi- 
native prcgiXKtications 
about  tlie  future  of  com- 
puting. Of  course,  its  even 
more  fiui  to  stuff  tJie 
columirs  aside  for  a year, 
come  back  and  see  how 
many  [Diedictioiis  they  botclied,  and  get  a 
good  laitgh  at  your  colleagues’  expense. 

So  that  it  can  rx3ver  be  said  tliat  I’m  not 
willing  to  risk  humiliation  in  front  of  more 
than  200,000  readers,  I’ve  decided  to  join 
tlie  elite  ranks  of  such  amazing  visionaries 
as  Nostradamus,  Camac  tlie  Magni- 
ficent, and  Jeanne  Dixon  and  offer  my 
own  predictions  for  what  simulation 
gamers  can  ex’pect  over  tlie  coming  year. 

SOFT  FUTURES 

World  War  11  sims  will  make  a strong 
comeback,  eclipsing  jet  simulations  in 
popularity  (once  pilots  newer  to  flight 
sims  discover  tlx:  joy  of  dogfighting  at 
close  range).  Tlic  first  real  Korean  War 
simulations  will  please  many  aviation 
buffs,  but  tliey’re  likely  to  remain  a niclie 
product.  'Ilie  next  big  bandwagon  will  be 
Vietnam  War  sims,  after  game  company 
marketing  weenies  notice  tlie  interest  in 
Virgin/Eagle  Interactive’s  Pl  lAN'lX'iM  ACii:. 


ii  Falcon 
4.0  and  Red 
Baron  II  will 
ship — surely 
the  fifth  and 
sixth  signs  of 
the  coming 

Apocalypse.  99 


Interactive  Magic  will  become  a com- 
petitive player  in  the  flighl-sim  market 
when  they  release  their  next  simulation, 
learning  from  tlie  mistakes  they  made  in 


iF-22’s  design.  Tliere  was  a lot  that  was 
done  very  well  in  iF-22,  such  as  the 
superb  campaign  generator,  bul  the 
installation  difficulties,  superficial  graph- 
ics problems,  and  pauses  on  some  sys- 
tems caused  many  gamers  not  to  notice. 

With  the  wealth  of  sims  that  will  be 
available  next  year,  gamers  will  no  longer 
tolerate  buggy  initial  releases. 


fully  cooked  before  releasing  it  onto  the 
crowded  fliglit-sim  market,  which  will 
be  a welcome  relief  for  those  of  us  tired 
of  w'aiting  months  for  a ]iatch  before 
tnily  enjoying  a sim. 

DIDs  F-22ADF^rAW combo  and 
MicroProses  FALCON  4.0  will  both  see 
limited  use  by  an  increasingly  budget- 
conscious US.  Air  Force  interested  in 


Competition 
should  force  sim 
de\clopers  to  w-ait 
until  a game  is 


NO  MORE  MR.  NICE  GUY  Frustrated  that  Microsoft  would  have  the  gall  to  put 
multiplayer  support  in  Flight  Simulator  98  without  including  combat,  one  of  the 

many  third-party  add-on  producers  will  create  a hack  to  add  combat  functionality. 

■ ■ ■■  — 


X -Plane  has  been  lauded  by  many  of  its  users 
as  the  most  realistic  civilian  flight  sim  around. 
(See  www.x-planacom  for  details.)  But  with 
primitive  teirain  graphics  and  a high  price,  the 
sim  has  remained  a niche  product.  In  1998  developer 
Laminar  Research  is  expected  to  release  a version  that 
merges  X-Plane's  detailed  instrumentation  and  flight 
dynamics  with  the  Digital  Image  Design's  impressive  F- 
22  ADF  graphics  engine.  Best  of  all,  this  version  should 
sell  for  we!!  under  the  current  version's  $199  price  tag. 
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iheir  systems  simulation  accuracy  and 
net\\  orking  capabilities.  Potential  USAF 
interest  in  F-22  ADI‘7I'AW  has  already 
been  \witten  u]3  in  re,s])ecled  industry 
journal  Aviation  Week  and  Space 
Tcchnolog}'.  DID  has  received  ecpert 
input  from  Col.  ilicbard  T.  Reynolds,  a 
21-ycar  USAl^  veteran  and  author  of 
Heart  of  the  Stonn,  a fascinating  look  at 
the  genesis  of  the  air  campaign  against 
Iraq.  MicroProsc  has  again  enlisted  the 
advice  of  F-16  instaictor  l\‘te  Bonnani, 
who  recently  ga\  e Gilman  Louie  a ride 
in  the  backseat  of  an  F-i6D  to  clearly 
illuslralc  the  points  he  felt  needed  fine- 
tuning  in  Falcon  4.0. 

Fidos'  CONKIILMKD  K]I.Lwill  finally  go 
live  early  in  the  year,  and  tlx;  online  sims 
historical  ^\brld  War  H scenarios  will  be 
so  popular  tliat  niain.sta)'s;'\)it  W/\EyuoRlI 
and  Warbirds  will  follow  suit  with  similar 
sell  i])s,  at  least  as  an  option,  lire  AlR 
Warrior  gang  will  surprise  c\'er)’one 
with  3D  support  that  will  finally  bring 
their  games  engine  into  the  '90s, 

Microsofts  Figi  rn',R  Act',  will  initially 
seduce  pilots  from  llie  oilier  online  siins 
with  its  low,  flat-rate  pricing.  Tlie  otlier 
providers  will  be  forced  to  adopt  new  pric- 
ing models,  and  hy  tlx:  end  of  1998  hourly 
fees  for  online  sims  will  be  a memor}'. 

The  “Electronic  Ballleficid,”  which 
will  allow  users  of  multiple  simula- 
tions— air  and  ground  — to  fight  in  the 
same  battle,  will  be  announced  yet  again 
ill  1998.'niis  time  it  will  really  go  live, 
but  not  before  mid-1999- 


One  of  the  strongest 
plaj'crs  in  jet-combat 
simulations  next  year 
will  be  a litde  company 
based  in  Redmond, 

Washington.  Here’s  a 
hint;  'fhey  probably 
wrote  j'our  computers 
operating  system, 

llie  wives  of  238 
hard-core  flight  simmers  will  file  for 
divorce,  the  Tliunderscat-equipped,  six- 
monitor  ITirustmaster  F-16  cockpits  in 
tlx;  basement  being  the  last  straw.  Nearly 
100  of  those  men  will  eventually  notice. 

THE  HARD  GUESSES 

With  new  games  shipping  with 
DirectX  5,  wliich  isn’t  as  vicious  about 
trashing  your  system’s  video  drivers  as  ear- 
lier versions,  Windows  95  game  installa- 
tion won't  be  as  big  a headache  as  it  has 
been.  However,  it  will  probably  be 
DirectX?  or  so  before  game  installation 
becomes  as  painless  as  it  was  finally  get- 
ting to  be  in  MS-DOS  before  Microsoft 
put  the  kibosh  on  that  operating  system. 
{Wliich  will  be  about  the  time  that 
Microsoft  decides  to  mov'c  the  home 
market  to  Windows  N'T;  but  that  isn’t  like- 
ly to  happen  until  the  )'ear  2000  or  so.) 

As  more  sims  begin  to  incorporate 
force-feedback  sup)xirt  and  more  gamers 
get  a chance  to  try  force-fee<lback  joysticks, 
tlx;  Icchixrlcgy  will  become  a must-liave 
item  for  serious  sim  playeis.'lbu’l!  even  see 
force-feedbacksup)X)rt  in  .some  sims  wix;re 


il.s  not  really  appropriate,  such  as  when  tlx; 
real  plane  has  fully  fly-by-wire  contreJs  tliat 
don’t  provide  any' feedback  in  reality'. 

The  3D6<  Voodoo  chipset  and  its  1998 
follow-on  will  continue  to  dominate  the 
“serious  gamer”  market,  despite  the  pres- 
ence of  worthy  competitors  such  as  the 
NVIDIA  Riva  128  chip.  3Dfx’s  early  per- 
fomiance  lead,  tlie  number  of  games 
written  directly  to  support  the  board’s 
Clide  API,  and  its  strong  support  for 
OpenGL  will  help  it  maintain  the  lead. 

Direct3D  will  eventually  win  the  3D 
graphics  API  war,  despite  the  strength  of 
OpenGL  as  an  alternative.  Sim  devel- 
opers w'on’t  want  to  risk  supporting 
OpenGL  exclusively  when  support  for 
the  API  isn’t  universal  among  consumer 
3D  cards.  Ironically,  by  tlie  time 
Microsoft  gets  through  updating 
Direct3D  to  appease  developers  frustrat- 
ed with  its  convoluted  programming 
requirements,  it  may  not  look  that  much 
different  from  OpenGL  anyway. 

THE  REAL  WORLD 

Falcon  4,0  and  Rivii  B/MION  II  will 
ship — surely  the  fifth  and  sixth  signs  of 
the  coming /^oc3lyp.se.  Once 
European  Air  W/\r  follows,  sim  pilots 
w'ill  find  themselves  without  long-temi 
titles  to  look  forward  to  for  the  first  time 
in  years.  Despondent,  some  will  discon- 
nect their  joysticks,  go  upstairs,  and  see  if 
tlie  wife  and  kids  still  live  there.  Others 
will  refuse  to  buy  the  completed  games, 
deny  their  existence  on  store  shelves,  and 
continue  posting  messages  to  the 
Internet  asking  when  they’ll  finally  ship. 

I’ll  dig  this  column  up  this  time  next 
year,  check  my  success  record  on  these 
predictions,  and  decide  to  write  next 
December’s  column  on  fonnation  flying 

in  Flight  Simui ator  99.  % 
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Buy  Comanche®3  and  get  $10  bock. 


For  more  details  visit  your  favorite  retailer  or  call  1-800-8S8-1322 
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EPIC  48,000 


WINDOWS  95  CD-ROM  www.warhanimer.ssionline.oom 
TO  ORDER:  Visit  your  retailer  or  call  1-800-234-3088 
I (USA  &?  Canada)  with  Visa  or  MasterCard. 

Ca)l  1-800-771-377S  for  Game  Rating  Information. 


woMsmr 


Join  Humanity’s  Last  Stand  In  This 
Epic  Battle  For  Survival  In  The 
41st  Millennium! 


► Set  in  the  Wahhammer“  Epic  40,000  universe  by 
Games  Workshop.®  Features  the  armies  of  the 
Imperium  of  Man  and  the  Space  Ork  Hordel 

► Command  a vast  army  and  wage  turn-based 
war  on  the  battlefields  of  the  41st  millennium! 

► Campaign  play  features  over  30  scenarios  and 
20  minutes  of  live  action  video, 

► Comprehensive  encyclopedia  covers  the  forces 
of  the  Warhammeh  Epic  40,000  universe  - which 
includes  over  100  unit  types  to  select  and  control! 


► 4-player  support  via  TCP/IP,  IPX , and  modem. 
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Wargamer  Gifts 


Unique  Gift  ideas  for  Wouid-be  Conquerors 


[ 0 you  often  feel  that 
[ finding  a gift  for  the 
I Caesar  or  Rommel  in 
your  home  leaves  you 
trapped  in  an  endless 
hexgrid?  Since  Elliott 
I Chin  and  1 have 
[ already  made  our 
I holiday  su^estions 
I forstrateg)’Avar 
games  on  the  computer  (see  the  Holiday 
Hot  100),  here  arc  some  alternate  gift 
ideas,  including  boardgames,  films,  and 
books;  some  of  them  might  even  get 
nongamers  involved  in  the  fun. 


D 


cause  an  event  to  occur.  Events  range 


BOARDGAMES  FOR  PEOPLE 
WHO  HATE  BOARDGAMES 

1.  We  the  People 

11ie  American  Revolution  is  generally 
given  short  shrift  in  wargaming,  ironical- 
ly because  it’s  perceived  as  too  political. 
So,  designer  Mark  Hcnnan  (Crrat 
BAflltS  OF  AleX'XN'DI’R)  decided  to 
integrate  the  politi- 


from the  momentous  signing  of  the 
Declaration  of  Independence  and/or 
gaining  French  aid,  to  various  minor 
historical  occurrences. 

Except  in  rare  cases  in  which  George 
Washington  is  captured  by  the  British, 
the  only  way  to  win  the  game  is  to  con- 
trol a majority  of  colonies,  llius,  battles 
are  fought  for  political  control,  rather 
than  for  the  t9th-centur}'goal  of 
destroying  the  enemy  on  the  battle- 
field — which  makes  you  think  like  >'Our 
historical  counterpart.  'The  game  plaj's  a 
lot  like  a modem  version  of  Co,  with  the 
added  benefit  that  you  know  the  history. 

We  the  /^eop/e  abounds  with  nice 
touches.  Benedict  Arnold  is  one  of  tl)e  best 
leaders  for  tlic  Americans,  but  do  jou  uti- 
lize him,  knowing  that  the  Britisli  miglit 
hold  the'lfcason  card?  As  the  British,  can 
>ou  risk  sending  Cornwallis  on  a sweep 
through  tlie  southern  colonies,  knowing 
that  tl^  infamous  “Swamp  Fox”  may  lie  in 
wait  for  him? 


cal  aspects  with  the 
military  conflict. 

Instead  of  the  cus- 
tomary dizzying 
amiy  of  mles  (and 
endless  rules  excep- 
tions), VFe  the 
People  is  played  pri- 
marily with  cards— 
there  are  only  a 
handful  of  card- 
board leaders  and 
troops  on  the  board 
at  any  time,  which  keeps  things  simple. 

Each  player,  in  turn,  plan's  a single 
card  (seven  cards  arc  dealt  out  each 
turn,  signifying  one  year  of  the  war), 
and  each  card  played  allows  you  to 
mo\’e  a leader  (with  his  troops),  place 
political  control  markers  in  the  various 
colonies,  place  reinforcements,  or 


in  any  gaming  medium,  suitable  for  any- 
one — even  nongamers. 

Avalon  Hill,  $39.95 

www.avalonhill.com 


2.  Rise  of  the  Luftwaffe 

Tired  of  card  games?  Tliis  one  is  not 
only  unique,  it  isn’t  a collectible  card 


game.  Aircraft  from 
WWll  are  rated 
according  to  liistorical 
attributes,  which  are  then  translated  to 
card  play.  Perfonnance  of  a fighter,  for 
e.\ample,  is  measured  by  how  many 
cards  you  can  hold  in  your  hand. 
Horsepower  detemiines  how  many 
cards  you  may  redraw  at  the  end  of  your 
turn,  and  each  plane  is  also  rated  for 
how  many  bursts  it  may  fire  in  a turn, 
whether  it  has  afterburners,  and  so  forth. 

Wliile  playing  single  dogfights  is  fine, 
tlie  game  really  comes  alive  in  the  cam- 
paigns, w'hich  introduce  bombing  and 
strafing  mns,  along  with  secret  options 
for  each  mis- 
sion. Tlie 


add-on  pack, 
Eighth  Air 
Force,  intro- 
duces jets, 
and  is  more 
focused  on 
the  air  war 


THE  RISE 


LUFT 


Gemian)’.  Each  game  can  be  learned  in 
minutes  and  is  wxjnderful  for  introducing 
someone  to  the  hobby. 

GMT  Games,  $25 

www.gmtgames.com 


3.  Settlers  of  Catan 

'ITiis  German  design  was  a huge  hit  at 
GenCon  this  yean  the  tournament 
rc[Dortedly  drew  more  than  100  people, 
including  a large  percentage  ofwomen. 
Basically,  this  is  a trading  game  reminis- 
cent of  Pit,  in  W'hich  you  trade  various 
commodities  (lumber,  brick,  etc.)  in 
order  to  build  towns  and  roads.  The  twist 
is  that  the  puzzle-cut  board  pieces  allow 
for  a different  starting  setup  with  each 
new'  game,  a rarity  for  a boardgame.  As 
with  all  multiplayer  games,  diplomatic 
skills  are  often  more  important  than 


...while 
computer 
games  are 
fun,  they 
aren't  quite 
as  social  as 
playing  a 
boardgame 
with  a 
group  of 

friends...  99 
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board  position  or  dice  rolls— especially 
in  tlie  advanced  game,  where  yon  may 
interfere  with  other  players’  plans  more 
directly-  There  are  several  add-ons, 
including  a privateer  module,  but  tlie 
original  game  remains  the  most  simple 
and  addictive. 

Imported  through  Mayfair 

Games,  $40 

www.coolsttes.com 

(for  the  Mayfair  Games  U.S.  version) 

www.die-siedlers.com 

(for  the  original  German  version) 

li.  Quebec  1759 

If  you've  ever  jilayed  Stratego,  you'll 
be  instantly  comfortable  with  this  game, 
llie  wooden  blocks  used  in  the  game  to 
represent  military'  units  face  toward  you, 
so  that  your  opponent  doesn't  know 
exactly  who  he  is  facing,  much  less  how 

Epic  Battles 
On  Screen 

The  Seven  Samurai 

Kurosawa’s  mas- 
terpiece is  far  bet- 
ter than  The 
Magnificent  Seven. 

Spartacus 
This  taught 
Kubrick  how  to  do 
epics,  like  2001:  A 
Space  Odyssey. 

Lawrence  of 
Arabia 

Get  the  newly  restored  director’s 
cut  and  crank  it  up. 

The  Civil  War 

Ken  Burns’  opus  is  the  definitive 
historical  documentary. 

Allens 

It  may  be  sci-fi,  but  James 
Cameron  definitely  nailed  the 
Marine  attitude. 

The  Longest  Day 

It’s  nearly  the  longest  movie,  but 

it's  still  a fine  ride. 

Star  Wars  Trilogy 
Watch  the  first  two  (no  Ewoks), 
then  play  Wing  Commander  III. 
Henry  V 

Agincourt  is  grittier  in  the 
Kenneth  Branagh  version. 

Gettysburg 

Overproduced,  with  uneven  act- 
ing, but  great  battle  scenes, 

Excalibur 

Magic  & maces,  plus  I've  always 
fancied  Guinevere  as  a brunette. 


many  casual-  -I  QuebcC 

ties  you've  ^ 

taken,  and 
vice  \’ersa. 

’^Ilie  action 
focuses  on  the  j 
climactic  bat- 
tle on  the 
Plains  of 

Abraham,  \v'hich  decided  the  French  and 
Indian  War,  Sim])le  battle  resolution 
reflects  i8th-century  tactics  pretty  well, 
especially  considering  the  game  was 
released  20  years  ago.  It  takes  just  min- 
utes to  leani  and  is  playable  in  around  a 
hour — wlial  more  could  y'ou  ask  for?  If 
you  like  tlie  game,  Columbia  is  one  of 
the  few  boardgame  com[)anies  still 
doing  reasonable  business:  Sam  CranI, 
its  wooden-block  game  on  the  Civil  War, 
just  shipped  a couple  of  months  ago 
(though  it  is  a bit  more  complex  than 
Quebec  1759). 

Columbia  Games,  $36 
www.columbiagames.com 

5.  Junta 

Tills  tongue-in-cheek  view  of  a ficti- 
tious banana  republic  is  one  of  the  most 
raucous  multiplayer  games  ever,  Tlie 
mechanics  are  incredibly  simple;  \\4io- 
ever  is  elected  El  Presidente  divides 
yearly  funds  and  doles  out  offices  totally 
at  his  discretion;  everyone  is  a general, 
admiral,  or  political  keeper  of  the  faith 
(with  a gun).  Each  turn  engenders  a 
great  deal  of  grumbling,  political 
maneuvering,  and  even  assassinations 
between  tire  haves  and  have-nots. 
Eventually,  there  is  a coup  attempt,  and 
amidst  much  posturing  and  rolling  of 
dice,  the  reigning  President  either  sur- 
vives or  is  ousted  (and  the  losers  arc 
generally  shot,  to 
reappear  a,s  a ~ 

“cousin.”  so  that 
no  one  is  ever  real- 
ly out  of  the 
game). 

Wdrile  there  is 
some  structure  to 
the  game,  rules 
lawyers  are  at  a 
huge  disadvantage. 

Plaj'crs  may 

change  allegiance  at  tlie  drop  of  a hat, 


Bedtime  Reading 
for  Wargamers 

The  Definitive  Wai^ames 
Handbook 

Wargaming  icon  Jim 
Dunnigan's  show  and 
tell  of  game  design. 

The  Civil  War 
Shelty  Foote’s  three- 
volume  set  elucidates 
and  entertains, 

Miracle  at  Midway 

This  is  a very  readable  volume  and 

goes  well  with  Pacific  General. 

The  Art  of  Wargaming 
Peter  Perla  puts  it  all  in  perspective; 
great  anecdotes. 

Battles  of  the  Great 
Commanders 

Anthony  Livesey  offers  a coffee-table 
book  that  really  works. 

Red  Storm  Rising 

Tom  Clancy's  tale  of  WWIII;  they  used 

Harpoon  to  play  out  the  battles. 

Fighter 

Len  Deighton's  Battle  of  Britain  is  so 
vivid  it  reads  like  fiction. 

Hovir  to  Make  War 

Jim  Dunnigan  and  Austin  Bay  pull  no 

punches  in  this  best-seller. 

The  Face  of  Battle 

If  you  haven’t  read  ary  John  Keegan, 

start  here. 

The  Killer  Angels 

Gettysburg  comes  alive  in  this  Pulitzer 
Prize-winner  by  Michael  Shaara, 

and,  as  with  all  multiplayer  game.s,  anyone 
obviousl)'  in  the  lead  is  a big  target.  Oh, 
)'es,  there  is  a point  to  the  game:  Wiioever 
can  get  away  from  the  island  rejiublic  with 
the  most  in  his  Swiss  bank  account  wins; 
most  people,  however,  simply  play  Junta 
for  the  sheer  chaos  factor. 

West  End  Games,  $35 

Keep  in  mind  that  while  computer 
games  are  fun,  they  aren't  quite 
as  social  as  playing  a boardgame 
w'ith  a group  of  friends  or  rela- 
tives—especially  since  the  holi- 
days are  the  most  likely  time  for 
nongamers  to  show'  an  interest  in 
our  peculiar  hobby.  If  you  do 
look  to  purchase  some  of  the 
games  listed  above,  whenever 
po.ssible,  please  support  your 
local  hobliy  store.  Wlio  knows? 
You  might  even  make  a gaining 
contact.  Happy  holidays!  % 
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MGM  INTERACTIVE 


download  the  demo 
www.returnfire2.com 
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It  s the  sequel 


Strategy  G-ame 


more  firepower 


than  ever 


Use  your  head 


thing  standing 


anyone  alive 
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Betrayal  in  Antara 

Our  Walkthrough  Wizard  Gives  You  a Roadmap  of  Antara 


by  Petra  Schlunk 

BETR\’iAI,  in  An’iaiia  is  such  a huge  game  that  we  could 
spend  forever  just  discussing  all  the  side  quests.  Instead, 
we’re  going  to  cut  right  to  the  chase.  As  in  all  role-playing 
games,  you’ll  make  the  best  progress  by  doing  everything 
yx)u  can,  selling  everylhing  you  find,  and  speaking  to  every'- 
one  you  meet.  Ify'ou’re  an  item  hoarder,  don’t  bother.  Go 
ahead  and  use  any  potions  and  \\ea[jon  enhancements 
when  you  find  them  (and  you'll  find  plenty).  Buy  lots  of  senwater  to 
see  your  gang  through  combats,  and  never  adventure  without  basic 
pro\’isions  (such  as  shovels  and  rope). 

Chapter  One 

Go  southwest  to  Briala.  You'll  ha\'C  a fight  as  you  lea\'e  louii  and 
Kaelyn  then  joins  you.  Speak  with  Scott  in  Aspreza’s  Inn.  'lb  end  the 
chapter,  go  to  the  Escobar  Estate  in  Panizo. 

Chapter  Two 

Tlie  mage  Finch  is  in  a canyon  north  of  Midova.  He  wants  some 
Ghailan  Tea.  In  Midova,  speak  with  lire  man  in  the  inn,  Paolo  at 
the  imports  store,  and  Antoni  the  banker.  Return  to  speak  with 
Paolo  after  seven  days,  'nicn  speak  with  Antoni.  You  must  find 
Enkudi  (along  the  road  between  Ligano  and  Sortiga),  who  gives 
you  gems  to  ]3ay  his  debt. 


ANTARA  AAA  MAP  Enter  this  canyon  near  the  road  to  Ligano  to  get 
nearer  to  Ticoro  in  Chapter  Two. 


Give  Antoni  lire  gems  and  get  tJic  lea  from  P.iolo.  Give  Pinch  tlic  tea. 
lund  tlie  canyon  in  the  mountains  iwrthwest  of  Panizo  (just  iwrili  of  tlie 
road  to  li^no).  Pass  thiuugh  tlie  carbon  and  Ix^ad  north  along  tlie  river  to 
reach  Watcifoik.  Hollow  tlx;  road  and  enterTicoro  to  end  tlie  chapter. 
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SAVINGS  VOUCHER 


SAVE  48%  OFF  THE  COVER  PRICE 

Get  Computer  Gaming  World  for  as  little 
as  $2.08  per  issue  --  and  save  up  to  48' 
off  the  cover  price.  Every  issue  is 
packed  with  special  "winning  secrets" 
for  all  your  favorite  games... plus  on- 
target  reviews,  tips  for  on-line  gaming 
first  looks  at  new  games  and  lots  more! 


% 


City State 

□ 1 year  (12  issues)  $27.94  - SAVE  42% 

□ 2 years  (24  issues)  $49.97  - SAVE  48% 


□ Payment  enclosed. 

□ Bill  me  later. 


IMPORTANT;  Return  this 
voucher  to  start  your 
subscription  and  receive 
FREE  DELIVERY! 


ANNUAL 

COVER 

PRICE 


YOUR 

ONE- 

YEAR 

RATE 


BONUS 

STATUS 


$47.88 


$27.94 


FREE 

DELIVERY 


Annual  newsstand  price  $47.88. 
Non-U.S.  add  USS1 6 per  year; 
Canadian  GST  included. 


Point  your  Web  browser  to  — 

http;//www.zdnef.com/gaming 


BUSINESS  REPLY  MAIL 

FIRST-CLASS  MAIL  PERMIT  NO.  66  BOULDER,  CO 


POSTAGE  WILL  BE  PAID  BY  ADDRESSEE 


PO  Box  57167 
Boulder  CO  80323-71 67 


NO  POSTAGE 
NECESSARY 
IF  AVAILED 
IN  THE 

UNITED  STATES 
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GAMER'S  EDGE 


Chapter  Three 

This  chapter  takes  place  within  Ticoro. 
The  only  place  you  can  rest  is  Hennes 
Shadow  Inn  in  the  southeast  quadrant  of 
town,  Talk  to  the  innkeeper,  then  to  Scott  (ii 
the  inn),  and  then  to  tlie  innkeeper  to  get  a 
room  liere. 

In  the  southeast  comer  of  town  a man 
complains  that  his  ware- 
houses nearby  have  been 
broken  into;  you  can 
inspect  their  locks.  Talk  to 
Lord  Caverton  (near  the 
door  by  the  outer  south- 
west comer  of  the  plaza) 
and  show  him  Gregors 
medallion.  Speak  with 
Lord  Sheffield  on  the  south 
side  of  the  plaza.  Visit 
Hennes  Tabernacle  in  the 
north  of  the  plaza  and 
speak  with  the  priest.  Go  to 
Knights  Promise  Inn  in  the 
northeast  and  speak  with  Selana;  show  her 
the  medallion. 

Speak  with  the  guard  in  the  gatehouse  on 
the  north  side  of  town.  After  you  leave, 
Kaclyn  will  mention  that  she  noticed  a hole 
in  the  ceiling.  Find  the  rampart  gate  a little 
to  the  west  and  try  to  open  it. 

On  the  east  side  of  town  is  an  unlabeled 
shop  called  Keys  and  Bolts.  Talk  to  the 
owner.  Talk  to  the  man  standing  in  the 


southeast  comer  of  town.  Return  to  the 
locksmith  to  get  the  rampart  key.  Use  the 
key  on  the  keyhole  by  the  rampart  gate  and 
go  upstairs,  heading  cast  toward  the  gate- 
house. You  w'ill  be  told  w'hen  you  are  near 
the  gatehouse.  Facing  east,  look  on  the 
brick  floor  for  a tiny,  gray  hole  on  the  right. 
Click  on  the  hole  to  o\'crhear  a conversa- 


tion. Go  to  the  Green  and  the  White  Inn 
and  talk  to  the  seated  man.  Return  to 
Hennes  Shadow  Inn  and  click  on  the 
innkeeper  to  end  Chapter  'Ihree. 

Chapter  Five 

Kaelyn  and  Ihial  are  traveling  together 
and  must  find  Kaclyn’s  father.  Mead  toward 
Darvi  and  enter  the  woods  to  its  north.  Find 
the  shack  and  click  on  it  to  get  a letter. 


DAD  COMPASS  The  party  arrow  shows  where  to  look  for 
Kaelyn’s  father  in  Chapter  Rve. 


Headquarters  is  in  a cave  northeast  of 
Ticoro  and  that  you  need  a talisman  to 
open  this  cava  He  has 

Right-Left-Right  combination.  Open  the 
door  to  end  the  chapter. 

his  talisman 

garden  in  Ravenna 

Click  on  Simon’s 

garden  in  Ravenne  (no 

shovel  required)  to  get 

tiie  medaiiion,  then 

examine  it 

Head  norUi  of  Ticoro 

to  the  cave  and  click  on  \ 

vUmi.,  ■ 

the  stone  door.  Use  Uie 

medallion  on  the  close- 

up  view  and  examine 

the  staff.  These  symbols  need  DIRECTIONS?  In  Chapter  Four  this  memhant  tells  you 

are  ttie  stops  for  ttie  where  to  go  first. 

Feeling 

Betrayed? 

Try  These  Tips 


Treasure 

Chests 

Lockpteks  can  disarm  trapped 
cheste,  but  always  save  first, 
as  traps  are  triggered  regu- 
larly—even  by  an  expert  lockpicker. 
To  solve  the  lever  chest  riddles, 
make  notes  of  all  proper  names, 
including  those  revealed  when  you 
examine  objects. 

Healing 

Buy  and  collect  enough  food 
so  your  party  can  rest  often. 
Resting  in  inns  restores 
characters  to  full  health  (and  is 
free  in  Briala).  if  someone  is  inca- 
pacitated, you  must  rest  a long 
time.  There  is  no  miracle  cure 
(short  of  reloading  the  game  from 
an  earlier  save),  although  a circlet 
of  Senaedrin  will  cut  a party  mem- 
ber’s healing  time  in  half. 
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rrom  the  epic  role-playing  world  of  jDaggcrfall  6c  Hrena,  springs 
forth  a sinister  talc  of  mortal  conflict  6c  triumph.  The  celestial 
citadel  known  as  Battlcspire  has  been  ravaged  by  a black-hearted 
Taedra  L,ord.  If  this  dark  Tord  6c  his  minions  can  brush  aside  an  entire 
defending  garrison  of  the  Empire’s  Battlcmages,  can  you,  a solitary  hero, 
stand  against  chcm9 


• Create  your  character  with  the  proven  character  design  system  based  on  the  Baggcrfall  game 
system.  It  gives  you  unrivaled  power  to  custom-build  the  exact  type  of  hero  you  want. 


Chat  with,  conspire  6c  then  betray  your  enemies.  Mete  out 
justice  with  sword  6c  fyre.  Battle  fiends  so  cunning  they 
smell  your  blood,  hear  your  footsteps.  6c  track  you  like  prey. 
Gxplorc  cxcjuisitcly  detailed  ^ interiors  6^  exteriors.  From 
ominous  dungeons  to  towering  castles,  all  rendered  in 
splendid  hi— res  6c  hi-color. 

Wage  w’ar  in  multi-player  mode!  Team  vs.  computer,  team 
vs.  team  or  the  ultimate  Deathmatch  via  IPX  or  Internet. 
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WALKTOfiOy@H:  BETRAYAL  IN  ANTARA 


Wiile  you’re  in  the  wbocIs  see  llie  wraiths 
(a\'oicl  tliem;  you  can’t  fight  them  yet)  and 
encounter  the  Fur  Father. 

lund  the  cave  in  the  mountains  north  of  the 
woods.  Mead  north  through  the  woods  until 
^ou  find  a lake,  "^rhen  cut  east  looking  for  a 
small  cave  in  a clump  of  trees  wedged 
between  the  lake  and  the  mountains.  Enter 
this  and  find  Kaelyn’s  father.  Speak  with  him 
and  give  him  your  weapons  to  get  them 
enchanted.  Kill  the  five  groups  with  wraitlis  in 
the  woods  nearby.  Then  speak  with  Kaclyns 
father  to  end  the  chapter. 

Chapter  Six 

Aren  and  William  are  in  the  cave  and  tixiir 
finrt  goal  is  to  find  tlie  Shepherd  Ixacler.  Explore 
tlie  passages  to  the  east  and  find  tlie  lever  cixst 
asking  about  a Gmif  warrior  (answer  malkcre). 
'lake  the  lantern  from  the  diestand  liead  east  to 
tlie  mosaic  on  a locked  door.  Click  on  tlie  door 
and  tlien  ase  tlie  lantern  on  tlie  sconce  to  tlie 
left  to  illuminate  the  mosaic.  Press  tlic  highliglit- 
cd  buttons  to  open  the  door. 

Mnd  the  Shepherd  Leader  in  the  northeast; 
after  this  encounter  and  the  following 
episodes,  you  can  leave  the  cave  to  the  cast. 
Now  you  must  track  down  some  mercenaries. 

1 lead  east.  In  Ganath,  talk  to  the  inns  propri- 
etor. Ifyou  drink  some  Haiders  Brew  before 
wrestling  him,  he  will  refer  you  to  Lokath  in 
Cholh  to  learn  more  about  joining  the  merce- 
naries. You  can  find  some  Haider’s  Brew  in  an 
empty  house  in  Bakril. 

In  Choth,  talk  to  Lokath  in  front  of  the 
inn.  and  he’ll  send  you  to  deliver  14  rations 


and  a note  to  Birge  in  Imazi.  Gi\'c  these 
items  to  Birge  and  click  on  tlie  hole  in  the 
ground  nearby.  Visit  Ghee  in  the  Montari 
cave  east  of  Sortiga.  Return  to  Birge  and 
speak  with  him  to  get  a letter. 

Return  to  Lokath  and  show'  him  Birge’s 
letter.  Get  the  letter  and  take  it  to  Kahleth 
in  the  camp  just  south  of  town.  You  must 
now  take  some  swamp-walking  ])otions  to 
some  men  southeast 
of  Darvi. 


Go  to  Torlith  and  head  north  along  the 
river  to  meet  some  men  near  a shack  in  the 
swamp.  Gi\'e  tliem  the  potions  and  then  enter 
the  shack  to  end  Chapter  Six. 

Chapter  Seven 

Kaelyn  and  l^uil  must  find  William  and 
Aren.  Near  Grandeur,  meet  a 'IfKaa  who 
hands  you  a note  saying  that  your  pals  arc  in 
Darvi.  Unfortunately,  they’re  not  there. 

Someone  in  Durst  and  some- 


Chapter  Eight 


/ 


|V  ou  start  this  chapter  In  Breland.  Buy  fidali  leaves  from  aX 
W shop  here.  Bo  to  Havesty,  speak  with  everyone,  and  explore  \ 

I the  lighthouse.  In  a tavern  In  NaUiby,  talk  to  Poul;  In  this 
/ town’s  sftipyani,  speak  with  Captain  Tyee.  \ 

/ In  Beluckre,  buy  some  tatty  meat  from  die  Inn.  Speak  with  Misha  In  the  brothel.  \ 
j Then  talk  with  the  man  In  the  local  shop.  Give  him  fidali  leaves,  senwater,  and  the  tatty 
/ meat.  Give  Qie  sencream  to  Misha  to  gel  Gregor's  key. 

In  Knightrldge,  speak  with  the  Innkeeper  and  then  visit  the  local  artist  and  his  sub* 

jeot  nearby.  Also,  stock  up,  here  and  in  

Nathby,  on  whetstones,  rope,  shovels,  and 
other  Important  items;  you  will  need  them 
\ in  Chapter  Nine. 

Go  to  Kavesly  and  speak  with  Lord 
Sheffield.  Give  Gregor's  key  to  the 
\ local  Innkeeper.  Read  Gregor's  |our- 
\ nal.  Leave  the  Inn  and  head 
\ toward  Sheffield's  castle  to  end 
\ the  chapter. 


UP  AGAINST  A WALL  You'll  find  Rnch  standing  by  a 
canyon  north  of  Midova. 
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one  else  in  Camille  will  ]xovic!c  dues  to 
Wiliam  and  Aren’s  movements.  You  must  now 
cross  the  river  to  the  west.  You  eaii  ])ay  iOd 
biirlas  to  cross  the  noriheni  bridge  or  you  can 
join  (wo  hearts  (one  in  Ea.stbank,  one  in 
Camille)  to  cross  for  free. 

In  Iwerton,  a girl  will  tell  you  that  Wiliam 
is  going  to  /Vutara  and  is  waiting  with  two 
others  at  the  mountain  pass.  1 lead  toward 
the  mountain  pass  cast  of  Isten  and  speak 
with  V\illiam  and  /\rcn.  asoiding  the  merce- 
naries nearby. 

Buy  .some  ro])e  and  oil  in  Isten  and  com- 
bine (hem  to  make  three  explosive  fla.sks.  Use 
the.se  fla.sks  on  the  three  mercenary  groups  (in 
the  ^D-worlcl  view'),  Follow  your  friends  to 
Antara,  w'here  Raa!  will  leave  the  party.  FaUer 
the  capital  to  end  the  chapter. 

Chapter  Nine 

In  the  castle,  find  a cellar  key  and  a note  in 
a chest  u|)stair.s.  Dovvn.stair.s,  u.sc  the  key  on 
the  keyhole  by  the  east  grate  to  accc,ss  fix'  cel- 
lar, Speak  with  l^trd  vSheffield  and  Selana  in 
the  cellar,  learning  that  ytm  must  find 
Sheffield’s  mage,  Br)'ce. 

Leave  lheea.stle.  If  you  are  understocked 
on  rope,  shovels,  etc,,  hop  a coach  to 


Knightridge,  stocking  up  there  and  in  Nathby. 
Take  the  Knightridge  coach  to  Dumali  and 
walk  back  to  Lhu'esly, 

Enter  the  ca\'e  to  the  west  behind 
Sheffields  castle.  Use  rope  to  cross  (he  pits 
(keep  your  control  panel  unlocked).  You  will 
find  more  ro[De  along  the  w'av.  After  tras'ersing 
several  cavelike  areas,  ) ou  will  reach  Btyce 
and  his  workshop. 

Enter  the  workshop,  talk  with  the  injured 
Bryce,  and  read  the  journal.  From  the 
chest  on  the  left,  place  the  following  into 
the  cauldron  on  (he  right:  hardening  fluid, 
talicor  powder,  TrKaa  feather,  nudberries, 
and  senw'ater;  then  you  can  relax  as  the 
ending  cinematics  begin.  % 


Combat  101 

Always  sneak  up  on  enemies 
and  adjust  your  combat  tac- 
tics as  needed.  Early  on, 
gang  up  on  one  opponent  at  a time 
(their  loot  is  important).  Later,  use 
Aren’s  spells.  Unseeing  Eye  Is  use- 
ful in  early  chapters,  Lightning  Dolt 
and  other  damage  spells  become 
important  in  Chapters  Three  and 
Four,  and  Armorlight  (prevents  dam- 
age) is  essential  in  Chapter  Six  and 
afterward.  Finally,  always  keep  your 
stuff  in  good  repair  and  use  potions 
in  combat  to  improve  your  skills 
and  to  restore  health  and  stamina 
as  needed.  (For  more  specific  com- 
bat advice,  see  last  month’s 
Gamer’s  Edge.) 


Using  Objects 


Object  usage  varies  by  situation.  Double-click  to  use  potions  and  books.  Click 
whetstones  and  other  items  over  objects  they  are  meant  to  affect.  Equip 
items  by  clicking  them  over  your  character’s  figure  in  the  inventory.  To  use 
objects  in  the  3D-wot1d  view,  click  on  them,  then  on  the  gauntlet  under  the  inventory, 
and  then  on  the  target.  Use  objects  with  nonplayer  characters  by  moving  the  object 
from  your  inventory  to  theirs. 


The  futurfi  Is  fltaut 
fa  Bficaiiifi  Bistari^ 


Journey  to  the  far  tuture  to  save  the  distant  past. 
Battle-liand-to^hand.  Solve  intriguing  puzzles. 
Wielii  powertm  magic.  Explore  a huge  3D  world. 
'four-  mission^  retrieve  the  legendary  sword  . 
txcalibur.  \ , / 


Featuring  overEOO  locations,  60  ditterent  J J 
characters,  toll  Speech,  and  incredible  realMc 
light-sourcing,  Ex^libur  2555  is  an  absolve  epic. 

“ ...could  well  do  for  3D  action  adventurefwhat 
Tomb  Raider  i\i  for  3D  platformers”  ^ 

— Edge  \ 

“ Excalihur  2555  is  onem  the  most  uniqufe,  ^ 

3D  games:ever,..  a remly,  really  cool  game'v 
. — Diehard  Gamefan/  ( i 
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How  To  Achieve  a Miracle  at  Midway 

by  Marc  Dultz 

I iien  llie  curtain  rose  on  19^2,  the  Japanese  Empire 
f had— in  a stunning  series  of  air,  land,  and  na\'al 
attacks — conquered  inucli  of  the  territories  dotting 
the  central  and  soutliwestern  Pacific  Ocean.  Ihe 
Imperial  Japanese  Navy  and  Aimy—  in  a series  of 
boldly  executed  amphibious  assaults — had  success- 
fully im'aded  the  Philip[)incs,  Malaya,  Siam,  the 
Dutch  East  Indies,  Singapore.  Mong  Kong,  Guam,  and  Wake  Island, 
and  were  greedily  ej'eing  lands  beyond.  By  midj’car,  Japanese  forces 
were  poised  to  assail  both  India  and  Australia,  two  important  mem- 
ber nations  of  the  British  Commonw  ealth,  and  tlie  specter  of  a 
Japanese  invasion  of  the  continental  United  States  became  a fright- 
ening pos,sibility. 

'16  remove  any  potential  counlerstrike  by  the  laxAllies,  the 
Japanese  had  launched  a preemptive  carrier-born  aerial  bombard- 
ment against  both  the  Philippines  and  the  Hawaiian  Islands,  which 
laid  to  waste  much  of  the  Aincrican  surface  fleet  moored  in  Pearl 
l-larbor,  as  well  as  several  hundred  land-based  combat  aircraft  neatl)' 
parked  at  nearby  airfields.  'Ilie  Allies,  hard-pressed  to  respond  until 
sufficient  forces  could  again  be  brought  to  bear,  had  little  choice  but 
to  remain  on  the  defensive  throughout  the  early  stages  of  the  war.  To 
stymie  any  furtlier  Japanese  expansion  plans,  American  forces 


braced  themseK'es  for  the  next  onslaught,  coupling  whate\'er  mili- 
lar)'  assets  were  at  hand  with  iiwaluable  information  obtained  from 
Ja[)ane.sc  radio  messages  intercepted  and  broken  by  the  Magic 
decoding  device. 

nieirdetenninaliou  and  resoK'e  proved  decisive.  Within  a years 
time,  tlic  fortunes  of  war  would  radically  shift;  this  time  irreversibly 
STOnging  in  favor  of  the  Allies.  Two  baltlas — one  waged  in  tlie  skies 
near  the  tiny  island  of  Midway;  the  otlxir,  in  tire  tropical  swamps  and 
jungles  of  Guadalcanal— would  forev  er  alter  tlie  balance  of  [xrwer  in 
tlic  Pacific.  The  outcome  of  tlK'SC  climactic  engagements  would  set  tlie 
tone  and  momentum  of  military  operations  for  the  rest  of  the  conflict. 

This  months  article  deals  with  wa)’s  to  achieve  a decisive  victory' 
in  (he  Midmyscemxk)  of  PacH’IC  Gkneiw.,  Next  month,  w'c’ll  get 
dow'ii  and  dirty  on  the  island  of  Gualdalcanal,  one  of  the  most  bitter- 
ly contested  campaigns  of  WWII, 

Midway 

/\s  the  U.S.  player,  you  are  hard-jircssed  to  repeat  w'hat  your  his- 
torical counterpart  achiev'ed.  first,  the  preliminary'  victory  point 
score  is  lopsided,  w'eighing  heavily  in  favor  of  the  Japanese  player 
{US;  0,  Japanese;  356).  Second,  you  have  just  10  turns  to  locate, 
intercept,  and,  most  importantly,  sink  at  least  four  of  the  five 
Ja|ianesc  aircraft  carriers,  which  are  protected  by  a screen  of  power- 
ful warships  and  several  scjuadrons  of  capable  enemy  fighters.  'Ihird, 
be  mindful  of  the  fact  that  the  Japanese  player  is  charged  with  occu- 
py'ing  Midw’ay;  therefore,  you  must  prevent  his  naval  forces  from 
moving  adjacent  to  the  island,  while  simultaneously  minimizing 
your  own  losses. 


PRELUDE  TO  BATTLE  Japanese  and  American  air  forces  {shown  above)  con- 
verge to  deliver  the  fatal  hammer  blows.  As  the  aerial  storm  gathers  In  Intensi- 
fy, so  too  does  the  action  below.  The  strategic  map  to  the  right  shows  initial 
dispositions  for  each  side’s  naval  forces. 
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SAFETY  IN  NUMBERS  Solo  aircraft  carriers  may  be  able  to 
defend  themselves  better  than  their  historical  counterparts, 
but  they're  still  vulnerable  to  critical  hits.  Group  your  carriers 
together  in  a single  task  force  and  surround  them  with  plen- 
ty of  smaller  craft  for  AA  defense. 


Fortunately,  there  are  several  mitigating 
factors  working  in  your  favor. ’lire  island  of 
Midwa}'is,  for  all  intents  and  ])ur[)o.sc,s,  an 
unsinkablc  aircraft  carrier,  able  to  ser\'ice  and 
repair  both  naval-  and  land-based  combat  air- 
craft. 'llierefore,  if  you  can  draw  the  cncmj'S 
forcc.s  within  range  of  the  islands  air  base,  you 
should  be  able  to  increase  your  omi  air  units’ 
effectiveness— landing,  replenishing,  and 
launching  air  units  to  conlinuc  the  battle  in  as 
few  as  two  turns.  The  )a[)anese  [)layer,  on  the 
other  hand,  must  either  .sail  his  aircraft  carriers 
closer  to  Midway— further  into  hann’s  way— 
or  fly  his  planas  back  to  his  awaiting  aircraft 
carriers,  in  all  probability  located  a turn  or  two 
outside  each  aircrafts  mo\  cmcnt  range. 

You  also  control  more  fightcraircraft  than 
the  japanese  player  (B-9),  many  of  which  are 
excellent  maehines  able  to  thwart  the  nimble 
Zero,  If  you  can  deliver  the  first  blow’ — elimi- 
nating, severely  weakening,  or  surrounding 
several  Japanese  fighters— your  forces  arc  all 
the  more  likely  to  deslroy  the  remaining 
Japanese  fighter  units  coming  to  the  aid  of 
their  brethren,  Finall)’,  your  t\so  I’BY  Catalina 
aircraft  po.ssess  a spotting  range  of  six  hexes, 
thereby  making  tliem  ideal  reconnaissance 
aircraft.  Your  opponent,  no  doubt,  realizes 
their  \’alue  as  well,  and  will  seek  to  eliminate 
them  in  earnest  before  thev  ha\  c the  opportu- 
nity to  locate  his  units  and  cnnse(|ucntly  up.sct 
his  battle  plans.  v\s  )ou’ll  soon  see,  this,  loo, 
can  work  to  your  advantage. 


Go  West, 

Young  Man 

lire  U.S,  player  musl  remain 
a^essive,  using  his  air  and 
naval  forces  in  I he  most  effi- 
cient manner  ])ossihle  to 
effect  a quick  and  decisive 
victors'  over  the  combined 
Japanese  air  and  naval 
onslaught,  'lb  succeed,  you 
must  first  defeat,  iu  detail,  the 
massive  japanese  air  force 
heading  toss'arcl  Midway,  and 
thereby  eliminate  the  threats 
posed  to  }’oui'  tactical  aircrafl 
and  siiifacc  fleet.  '1  hercafier, 
you  must  turn  your  allcnlion 
to  the  ]apancse  fleet  before  it 
can  reach  Midw'ay  or  attempt 
to  retire  to  lire  northwest  quadrant  of  the  map. 
Tlierefore,  the  enemy’s  air  and  nas’al  forces 
must  be  lured  into  battle,  surrounded, 
attacked,  and  pursued  before  the)'  can  disen- 
gage and  w'ithdraw  (you  musl  do  this  well 
before  the  time  limit  expires). 

Begin  by  immediately  redep!o)'ing  your 
contingent  of  land-based  aircrafl  lo  the  norlh- 
w'est,  linking  up  with  your  carrier-based  air- 
craft, and  thereby  fonning  the  soufhern  seg- 
menl  of  your  soon-to-be-constnictcd  w'ali  of 
aircrafl.  Next,  move  ail  of  your  carrier-based 
fighters  several  hexes  to  the  west,  lining  ihem 
up  along  a vertical  axis  in  the  “IT  hex  row', 
Retca.se  the  three  F4F  Wildcat  sciuadrons  fly- 
ing OVP o\’er  )'our  carriers,  sending  them  lo 
reinforce  )TDur  aerial  armada.  Place  your  dive 
bombers  and  torpedo  planes  behind  voiir  wall 
of  fighters,  out  of  reach  of  the  enemy’s  fighters 
[jiil  close  enough  lo 
the  enemy’s  surface 
fleet  lo  deal  them  a 
mortal  blow  on  the 
following  turns. 

Place  one  PBY 
Catalina  at  hex 
coonlinate  “20,21," 
w'ell  ahead  of  your 
own  air  fleet  but 
not  too  far  fon\'ard 
as  to  bring  about  its 
early  demise.dhis 
PBYwillbeused  as 


bait  lo  lure  several  Japanese  Zeros  aw'a\'  from 
the  rest  of  their  air  force. 

Move  the  second  Catalina  southeast,  near 
your  redeployed  land-based  aircraft.  'I  lie  sec- 
ond Catalina  will  be  used  lo  help  locate  the 
Ja[)anese  carriers  after  they  inevitably  lum  tail 
and  bead  for  home.  Wlien  the  Zeros  ciisco\'cr 
the  first  Catalina,  the)'  will  have,  at  most,  two 
opjjorlunities  to  attack  it;  but  the)' don’t  possess 
the  mo\  emenl  range  to  suirounci  it.  Chances 
are,  the  Catalina  will  surxive  the  encounter, 
prov'iding  important  infonnation  regarding  lire 
dis[)osi(ion  of  the  nearby  Japanese  aircnifl. 
Afterward,  it  can  then  be  w'ifbdraw'n  to  the  east 
until  such  time  that  it,  too,  can  be  used  to  help 
locate  the  Japanese  fleet.  Don’t  w'orry  about 
the  Japanese  scout  plane  lurking  just  to  the  cast 
of  your  naval  squadrons.  For  now,  it  scrx'cs  as 
bail,  allowing  the  Japanese  playi-r  to  fix  your 
fleets  position  and  drawing  additional  enemy 
aircraft  into  the  tra]). 

Consolidation  Can 
Save  the  Nation 

Consolidate  the  Yorkfowii  Battle  Croup 
(Task  I’orce  16)  w'ith  tlie  Enterprise  and 
//onje/^ Battle  Groups  ('la.sk  Force  17).  Place 
the  carriers  together  in  a light  formation, 
.screening  their  position  w'ith  cniLsers  and 
destroyers  placed  several  hexes  to  the  w'cst. 
On  .siib.sequent  turns,  move  all  of  your  naval 
forces  on  a westerly  course  behind  your  air 
units,  ready  to  recover  and  replenish  return- 
ing axhaustecl  units.  Move  )’our  submarine 
due  west,  screening  the  island  in  the  unlikely 
event  that  the  Japanese  head  south  then  cast 
toward  Midway.  Bear  in  mind  that  sub- 
marines can  now'  move  ato|)  or  below'  the 
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You  step  off  the  plane  in  Turkey 
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surface,  trading  speed  for  stealth 
and  striking  power. 

As  the  battle  unfolds,  concen- 
trate on  destroying  the  Japanese 
fighter  aircraft,  then  their  caiisers 
and  destroyers,  and,  finally,  their 
tactical  bombers  and  carriers. 
Since  capital  ships,  including  car- 
riers, can  he  struck  by  critical  hits, 
it  may  be  wiser  to  simultaneously 
attack  several  carriers  instead  of 
finishing  them  off,  one  by  one. 
Critical  hits  can,  among  other 
things,  drastically  reduce  the  carri- 
ers mo\’ement  allowance,  permit- 
ting other  aircraft  to  catch  up  w'ilh 
the  fleeing  vessel.  Wlienever  pos- 
sible, fl)'  one  of  your  aircraft  (even 
those  that  have  fired)  into  the 
same  hex  as  the  enemy  carriers. 
'Ibis  prevents  the  carrier  from 
recovering  their  own  aircraft 
unless  they  move  to  a new  loca- 
tion. Finally,  even  aircraft  carriers 
can  inflict  damage  upon  other 
ships,  including  carriers.  If  all  else 
fails,  mo\'e  one  of  your  carriers 
adjacent  to  his  and  blaze  away. 
Although  this  is  unrealistic,  you 
should  be  pleasantly  surprised  by 
the  results. 

Don’t  bother  purchasing  new' 
air  units,  since  they  arrive  on 
Midway,  far  removed  from  the 
action  occurring  to  the  west.  In 
similar  fashion,  it  doesn’t  pay  to 
re|)!acc  returning  battered  fighters 
unless  they’re  still  sorely  needed  at 
the  front.  After  ail,  units  automati- 
cally receive  replacements 
between  scenarios.  Instead,  hus- 
band those  \'aluable  prestige 
points,  since  they’ll  come  in  handy 
further  into  the  campaign. 

Wlien  you  mass  for  the  attack 
on  the  Japanese  carriers,  use  your 
Tactical  bombers  first  to  soften  up 
the  target,  then  use  the  torpedo 
jjlancs  to  finish  them  off. 
Fortunately,  its  far  too  early  in  the 
war  for  the  Japane.se  kamikaze  sui- 
cide aircraft  to  respond  in  kind.  % 


None  But  the  Brave  " 

American  and  Japanese  air  forces  mix  it  up  in  the  skies  near  Midway,  Navy  F4F 
Wildcats  initially  flying  CAP  are  ordered  to  join  up  with  othepiaircraft  already^  C( 
heading  westward  from  the  carrier  groups.  Instead  of  probing  the 
beyond,  they  loiter  along  a north-south  axis  until  land-based  aircraft,  dispatched  .from 
Midway,  can  form  the  southern  shoulder  of  the  immense  air, armada.,  '.  ' ,1'-' 

The  trap  (shown  below),  baited  with  a single  PBY,  lures  several  nearby  A6M  Zeros 
further  eastward, 

This  ambush 
strips  the 
Japanese  bomber 
squadrons  of 
fighter  protection. 

Meanwhile,  the 
PBY  has  a fair  to 
moderate  chance 
of  surviving  the 
air  attack  and  can 
then  be  with- 
drawn until  it’s 
safe  to  return. 

Instead  of  retir- 
ing to  safety, 

Japanese 

bombers  and  torpedo  planes  will  attempt  to  home  in  on  their  reconnaissance  aircraft. 

They  will  then  attempt  to  penetrate  the  American  aerial  screen,  only  to.  meet  their  swift 
demise.  The  reconnaissance  aircraft  can  be  dealt  with  later  on,  once  the  U.S.  fighters 
are  free  to  roam  at  will.  — 

On  the  second  American  turn  (shown  at  bottom),  the  feeding  fren^  begins.  Both 
Marine  and  Navy  Wildcats  take  up  positions  ahead  of  the  hapless  Zeras,  while  the  less 
lethal  but  sturdier  P-40  Warhawks  get  in  their  licks  on  the  flanks._The  Waitiawksij 
possess  a slightly  higher  air  defense  value  than  the  Wildcats,  and  are  therefore  less 
susceptible  to  enemy  air-to-air  fire  during  the  inevitable  Japanese  counterattack.  /, 

On  turn  three,  aircraft  are  brought  up  along  both  flanks,  surrounding  the  ^ . i 

Japanese  air  squadrons.  Once  their  fighter  escorts  go  down,  the  Japanese  tac  bombers  ' 
have  no  place  to  go.  Don’t  be  afraid  to  use  your  own  bombers, .PBY  Catalinas,  and  tac 
bombers  to  surround  the  enemy’s  tac  bombeis,  thereby  preventing  them  from  fleeing 
the  scene  until  your  fighters  are  free  to  resume  their  mauling,  | 
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Introducing  CheSSITlclSter  5500,  the  latest  in  the  award-winning  software  line  for  the  chess-obsessed.  Thanks 
to  patented  Illustrated  Voice  Analysis,  Chcssmaster  5500  doesn’t  just  play  you,  it  talks  with  you.  Get  detailed  tips  and  advice 
from  the  Chessmaster  himself.  Hear  International  Master  josh  Waitzkin  analyze  his  favorite  games.  And  watch  the 
Chcssmaster  ponder  thousands  of  potential  moves  in  die  new  Visual  Thinking  Window.  Interactive  tutorials  and  difficulty 
settings  chat  range  from  beginner  to  expert  make  Chessmaster  an  excellent  mentor  and  worthy  opponent  for  any  skill  level, 


(HEREFORD  TO  FIELD  EIGHT. 

EWE  TO  TRACTOR  SEVEN. 

RAM  MATES  EWE. 


Instant  access  to  Chessmaster  Live.  By  linking  to  chessmaster  Live  through  Chessmaster  5500 
you  can  play  others  from  around  the  globe  24  hours  a day.  Compete  in  on-line  tournaments.  Improve  your  game 
with  brain-teasers,  tips  and  advice  columns  from  Grandmasters.  Even  challenge  and  chat  with  friends.  With 
thousands  of  games  played  daily,  Chessmaster  Live  is  the  most  popular  chess  community  on 
the  Internet.  For  more  information  and  the  name  of  your  local  retailer,  call  1-800-234-3088.  h i h d scape- 
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Part  Two  of  Our  Walkthrough  Rockets  You  Past  the  Final  Levels 

by  Gordon  Goble 


Iast  month,  in  the  N'oveinher  issue  of 
CGW,  we  provided  iiiiifs  and  walk- 
throughs for  tile  more  difficult  or 
interesting  missions  of  EX'l'iU'lMK 
AsSAULlli  first  two  operations.  'Iliis 
month,  we  return  to  the  game  with 
some  mission  walktluoughs  for 
Operations  B,  4, 5,  and  6. 

OPERATION  3 MISSION  2 

Literall)'  dozens  of  upgrades  and  power-ups 
wait  in  tlie  opening  loading  bay,  hidden  in 
crates,  barrels,  tnicks,  and  spiders.  'Iliat  .said, 
don’t  expose  too  many  of  them  too  soon, 
because  tlrey  all  have  a limited  life  span  — if 
you  don’t  pick  them  u|3  or  can’t  fit  any  more 
on  board,  they  pull  an  annoying  disa])])earing 


act.  Leave  some  behind  so  you  can  return  in 
Mission  9 to  reload. 

Shoot  out  an  air  duct  at  tlie  back  of  tlx;  bay  to 
exit,  then  deal  with  the  maze  ofpassagcwayij  and 
all  of  tiieir  naughty  little  inhabitants.  \Vlien  )'Ou 
finally  do  get  tlx;‘‘Mi,ssion  Succes.sful"  message, 
you’ll  be  outside.  Igixire  tlie  mes,sage,  turn  145 
degrees  to  your  right,  then  venture  back  inside 
and  chomp  au’ay  on  thasc  jx)\\er-u])s. 

OPERATION  3 MISSION  3 

Clieck  beneath  the  deck  of  your  aircraft 
carrier  for  power-ups.  Snatch  them  up,  then 
watch  the  skies.  If  you  ha])pen  to  .s)3ot  a large 
airbus  approaching  from  over  the  water,  shoot 
at  it,  and  then  head  inland  to  the  canyon  for  a 
heaping  helping  of  hospitality. 


IT,  BABY  Go  Straight  for  the  center  of  this  irksome  earth  mover  in  this,  the  final  mission  of  Operation  3. 


OPERATION  3 MISSION  4 

Harmless  native  village  or  terrifying 
death  trap?  You  just  know  it’s  going  to  be  the 
latter,  but  don’t  let  your  lust  for  destruction 
screw  up  your  day.  You  see,  fiendishly 
plaeed  smack  dab  in  the  center  of  things 
arc  the  three  hostages  you  seek.  If  you  use 
too  much  fire[)ower,  you  could  kill  them 
instead  of  save  them,  so  work  the  perime- 
ters of  the  village  and  draw  the  enemy  out. 
Tlien  go  in  for  the  rescue. 

OPERATION  3 FINAL  MISSION 

Did  1 liear  someone  say“nii.s  sucks?"  Well, 
yes  it  does,  and  if  y'our  armament  is  low,  the 
final  mission  of  0|icralion  3 will  undoubtedly 
take  repeated  attempts  and  hours  of  your 
valuable  time. 

The  only  way  I've 
found  to  defeat  the 
titanic  tunnel  digger  is 
by  throwing  every- 
thing you’ve  got  right 
at  its  heart;  the  center 
and  most  fortified  tar- 
get. Of  course,  while 
you’re  beating  away  at 
it,  it’ll  be  firing  back  at 
you  and  moving  ever 
forward. 

Start  by  launching  all 
your  big  guns  from  a 
.safe  distance,  then 
whittle  away  with  yxiur 
la.ser  cannon  and  firc- 
fla.sh.  Alter  your  eleva- 
tion to  keep  your  owi 
damage  to  a minimum, 
and  reann  from  tlie 
supply  of  upgrades 
directly  behind  you. 
Kemember,  the  faster 


WALKTMRQ'iliQii^!  EXTREME  ASSAULT 


you  strike,  the  less  cliatice  you  have  ol 
becoming  an  Al-I-23  pancake. 

OPERATION  4 MISSION  9 

Use  stealth  in  yourTl  tank.  Approach  the 
first  room  cautiously  and  enidicatc  as  many 
targets  as  possible  from  the  cover  of  the 
entrance  corridor.  I’anks  and  powerful  gun 
emplacements  arc  crammed  over  on  tiic  left 
side  of  the  room,  but  you  can  rcmo\'c  half  of 
them  without  exposing  yourself.  Make  a c[uick 
dash  to  the  exit  corridor  and  charge  to  the 
end,  eliminating  the  tank  shooting  at  you  from 
the  next  room. 

Now  you  can  backtrack  to  the  original 
room,  get  under  co\er,  and  do  a\s'ay'  with  the 
remaining  targets  before  scooping  up  some 
valuable  pow'cr-ups.  1 lead  back  to  Room  2 
and,  from  the  cov'cr  of  the  coi  ridor,  shoot  out 
the  two  generators  with  your  razor  gun. 
Mission  successful. 

OPERATION  5 MISSION  2 

Escorting  the  1-23  will  rec|uire  at  least 
one  Smart  Bomb  or  dliuiiderbolt.  'lake  off 
immediately,  ahead  of  the  transport  copter, 
and  dive  into  the  valley  to  the  right,  1 lit  the 
deck  and  hug  the  valley  floor  for  protection  as 


you  aceeicnite  to  the  tunnel  at  the  end,  all  the 
while  launching  missiles  at  the  oncoming 
choppers.  At  the  end  of  the  valley,  lift  and  turn 
.sharply  to  the  left  to  take  out  the  last  guu 
emplacement. 

'lurn  t|uiekly  and  fire  your  heavy-duty 
ordnance  to  eliminate  as  many  fixed  guns 


as  possible.  Unlike  the  earlier  emplace- 
ments, these  last  few  guns  will  lock  on  and 
paste  your  transport  chopper  if  given  half  a 
chance.  Monitor  your  radar  closely  as  the 
transport  arrives,  and  eliminate  any 
choppers  or  fixed  guns  that  seem  to  be 
registering  hits. 
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This  is  it-<the  granddaddy  of 
them  aii,  the  Full  Meal  Deal,  the 
Big  Kahuna.  Close-quarter  fight- 
ing with  this  monstrosity  will 
bring  about  your  instant  demise, 
so  hug  the  canyon  walls  and 
keep  out  of  radar  range.  Go  for 
those  end  turrets  first,  then  use 
powerful  stand-off  weapons  to 
sanitize  all  the  mothership’s 
defenses  before  entering 
through  the  top  access  portal 
and  dealing  the  death  blow. 


P BE  VERY,  VERY  QUIET  Stealth  rules.  Pop  In  and  out  from  the  cover  of  the  building  itself  to  fight 
I your  through  Operation  6,  Mission  2. 


Congratulations.  There’s  not 
much  to  do  now  but  sit  back  and 
revel  In  the  pyrotechnics. 


OPERATION  5 MISSION  9 

Back  to  the  Sioux  AH-23  again.  Burst  from 
tlic  entry  tunnel  and  licad  for  either  of  the  two 
lower-level  garages.  Using  the  partial  cover 
])rovicied,  you  can  take  out  most  of  the  enemy 
helicopters  and  tanks  with  the  razor  gun  — 
and  don’t  forget  that  propane  tanks  cause  big 
explosions  (nudge,  nudge).  Fly  to  the  second 
garage  for  more  shields,  take  out  the  remain- 
ing visible  targets,  and  then  get  out  in  the 
open  to  clean  off  the  rest  of  the  small  fries. 

You'll  now  ha\  c an  unobstructed  line  of  fire 
to  the  boss  UFO.  Tliere’s  a cache  of  weapon 
and  shield  power-ups  located  in  a hidden 
crevice  to  one  side  of  the  entry  tunnel.  You’ll 
need  every  last  ounce  of  bug  repellant  you’ve 
got  to  finish  this  guy  off. 


OPERATION  6 

MISSION  6 

Welcome  to  the  moth- 
crlodc.  Immcdiatclvtum 
right  at  the  beginning  of 
the  mission  (so  >ou  don’t 
get  creamed  by  the  power 
stations  defenses),  then 
hang  a quick  left.  Fly  full 


MOTHERLODE  Deep 
inside  the  mothership 
resides  this  hunk  of 
malevolent  machinery. 

Destroy  it  in  the  final  mission  of 
the  final  operation  and  it’s  game  over 


steam  ahead  for  one  block,  then  take 
another  right.  See  that 
entrance  ram[)?  Use  it 
and  stock  up.  % 
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Su-27 


Flanker  1 .5 


Making  Missiles  Work  in  Realistic  Simulations 


by  Tom  "KC"  Basham 


This  is  the  second  installment 
in  our  “Rules  of  Engage- 
ment’’ series,  which  will 
explore  both  beginner  and 
ads'anced  air-combat  tlieo- 
ries.  Tliis  month  we  look  at 
tlie  tlieories  behind  missile 
comi)at,  and  tlien  a])])l)' 
those  tlieories  to  SSI's  Su-27 
I^^\nkI';r1.5. 

Contrary  to  popular  opinion,  missile 
combat  isn’t  a long-range,  jiush-biitlon, 
one-shot,  one-kill  afhiir.  ’^lEis  inisjx:rceplion 
has  lx;cn  reinforced  by  footage  fR)m  llie 
Gulf  Wit  and  by  cximputcr  games  that 
havexastlyoN’ersimplified  missile  launch 
pitxiedures-  \'er)'  few  sims  on  tlx;  market 
toda}'  actuall}' contain  realistic  mi.ssiie  |)erformance.  So  wlien  you 
encounter  a simulation  such  iis  Sl.i-27  Ft  ANKl^Ror  Backto  Bacmd.MI— 
two  sims  that  feature  very'  nsalistic  missile  models — you’re  likely  to  Ire  sur- 
prised by  how  iiard  it  is  to  score  a hit. 


Home  on  the  Range 

Understanding  missile  range  is  vital  to  employing  them— and 
evading  them —properly  Some  flight  sims  give  missiles  ridiculously 


long  ranges;  others  sliorten  range  well  below'  the  publicly'  released  fig- 
ures. Unfortunately,  the  topic  of  missile  range  isn’t  cjuite  that  cut-and- 
dried.  A missile’s  combat  range  is  highly  variable,  dependent  upon  sev- 
eral factors,  including  the  airsjreed  and  altitude  of  the  launcher  plus 
the  airspeed,  altitude,  and  heading  of  the  target. 

To  evaluate  missile  performance,  we  have  to  establish  some  fomi 
of  baseline,  'lliis  baseline,  called  kinematic  range,  specifies  how'  far 
the  missile  can  fly  before  decelerating  below'  Mach  1.0.  Missiles,  being 


With  the  motor  burning,  the  missile  accelerates  to  top  speed. 
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► ON  TARGET  A close-in  missile  shot  can  be  almost  impossible  to  evade,  as 
this  F-15  learns. 


ncces-Siirily  limited  in  size  niid  weight,  carry  a 
fiiiilc  amoiiiit  of  fuel.  Typically,  the  missile 
engine  ignites,  accelerates  the  missile  to  to[) 
.speed,  then  nins  out  of  fuel.  Tlie  missile  ba.si- 
ealiy  glides  (albeit  at  very  high  speed)  the  rest 
of  the  way  to  the  target.  Since  the  missile  con- 
forms to  the  same  |jh)'sical  tum-ratc  and  turn- 
radius  laws  as  aircraft,  it  needs  enough  air- 
speed to  outmancuv'cr  the  target  w'hen  it  gets 
there.  Mo\  ing  at  least  Mach  1.0  should  gh’c 
the  missile  am[Die  energ\’  to  complete  the 
interception  endgame. 

Now,  let’s  c\;iniine  tlie  factors  influencing 
range.  1 nrst,  missile  range  increases  with  altitude, 
roughly  doubling  with  ever)' 20,000  feet  orso.  In 
oilier  words,  a missile  fired  at  20,000  feet  will  fl)' 
twice  as  far  as  the  .same  nii.ssile  fired  at  sea  level. 
A missile  fired  at  -10,000  feet  will  have  rouglily 
four  times  tlie  range  of  one  fired  at  sea  level,  for 
ini.ssiies  fired  at  liiglier  or  lower  targets,  tlie  range 
is  basically  tied  to  tlic  median  altitude  behseen 
tlie  launclier  and  tlie  target.  Ihetefore,  citing  an 
/\Mil'V\Ms  range  as  20, 30,  or  -10  nautical  miles 


ispreth'  much 
meaningless 
unless  die 
launching  alti- 
tude is  Sjiecified. 

Second, you 
must  consider 
how  far  the  tar- 
get trai'cls  while 
the  missile  is  in 
flight.  Re- 
member those 
math  ]5roblems 
about  different 
trains  leaving 
different  cities? 
,'Mthougli  less 
militaristic,  those  math  e.\ercise.s  describe  the 
.same  basic  problem  involved  in  missile  opera- 
tions. For  example,  say  a missile  w'itli  a 20nni 
range  is  fired  at  a target  15  nautical  miles 
away;  how'cvcr,  the  target  is  running  away  at 
maximum  .speed,  'llic  missile  will  fly  the 
intended  15nm  onh'  to  find  the  target  has 
nios'cd  sonic  distance  be)'ond.  If  the  target 
has  sufficient  speed  to  co\  er  5nm  during  the 
time  the  missile  covers  1 5nm,  the  target  suc- 
ce.ssfuily  c.scapes.  'ITe  missile’s  effective 
range,  therefore,  is  reduced. 

Conversely,  if  the  target  is  heading  direcd)’ 
tow'ard  the  missile,  it  will  cover  part  of  the 
range  itself.  Wliilc  the  missile  flies,  say,  20nm 
directly  toward  the  target,  the  target  Hies 
maybe  3nm  directly  tow'ard  the  missile.  Under 
ihcsc  circunislanccs,  the  missile’s  effective 
range  is  extended  to  25nm. 

'Ihird,  the  airspeed  of  the  launching  plat- 
fonu  directly  affects  the  missiles  effective 
range.  'Hie  missile  begins  its  flight  at  roughly 
the  .same  speed  as  the  launcher,  accelerates  to 
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Close  Counts 
in  Wapheads 


Ideally,  missiles  would  strike  their  tar- 
gets dead  center  eveiy  time.  In  the 
real  world,  though,  this  doesn’t  usual- 
ly happen.  As  one  industry  insider  put  it. 
“They’re  called  MISS-iles  instead  of  H!T- 
iles  for  a reason!"  Generally,  a missile 
makes  a series  of  course  corrections  en 
route  to  its  target,  trying  to  keep  the  tar- 
get in  its  forward  field  of  view.  The  target, 
meanwhile,  will  usually  be  trying  to  evade 
the  missile.  The  target  may  also  employ 
electronic  countermeasures  (ECM)  to  con- 
fuse the  missile.  ECM  doesn’t  usually 
cause  missiles  to  veer  off  in  the  wrong 
direction;  rather,  it  causes  the  missile  to 
misjudge  the  target’s  position  and  to  miss 
by  a slightly  greater  distance. 

Consequently,  a missile  is  designed 
explode  when  it  detects  that  it  has  gotten 
as  close  to  the  target  as  It  is  going  to 
get.  Missile  warheads  are  designed  from 
a variety  of  materials  designed  to  damage 
targets  in  the  immediate  vicinity.  Some 
warheads  basically  propel  a cloud  of 
shrapnel  into  the  air  others  fire  an 
expanding  ring  of  iron  rods.  Although 
some  warhead  types  are  more  effective 
against  certain  types  of  targets,  they  all 
use  the  same  principle:  Increase  the 
lethal  area  around  the  missile  undl  it 
intersects  the  target. 
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maximum  speed,  then  decelerates  after  the  fuel 
mns  out.  The  missiles  average  speed  (and  there- 
fore how  far  it  flies  in  a given  amount  of  time) 
v'aries  depending  on  its  initial  speed.  The  faster 
the  initial  speed,  the  quicker  the  missile  reaches 
and  maintains  maximum  speed,  and  the  greater 
its  average  speed  for  the  total  time  of  flight. 
Increasing  speed  before  launching  a missile, 
therefore,  extends  the  missiles  useful  range. 

Energy 

As  mentioned  earlier,  missiles  follow  the 
same  turn-rate  and  turn-radius  rules  as  the 


aircraft  they  attack.  Sub- 
sequently, a missile  with  more 
speed  has  more  maneuvering 
energy.  Tlie  farther  a missile  has 
to  fly,  the  less  energy  it  will  have 
available  for  maneuvering  when 
it  reaches  the  target,  .since  it 
decelerates  as  it  flies.  And  the 
missile's  being  able  to  maneuver 
during  the  endgame  is  crucial, 
because  targets  rarely  fly  straight  I 
and  level. 

At  maximum  range,  the  mis- 
sile may  easily  run  down  a slow 
bomber  that's  lumbering  in  a 
gentle,  2g  turn;  however,  it  proba-  * 
bly  can’t  catch  a nimble  fighter  pulling  a 9g 
break  turn,  just  because  the  target  is  within 
the  missile’s  range  doesn’t  mean  the  missile 
can  actually  intercept  the  target  when  it  gets 
there.  The  moral  of  the  story;  Alw'ays  mini- 
mize range-to-target  as  much  as  is  practical 
before  launching  the  weapon. 

Missile  designers  assume  the  mi,s.sile  needs 
to  be  able  to  pull  three  to  four  times  the  target’s 
g-load;  that  is,  if  the  target  can  puli  9gs,  the 
missile  needs  a 27g  to  36g  capability.  A missile 
with  extremely  high-g  abilities  .subsequently 
offers  numerous  benefits.  First,  the  missile  can 
engage  high-g  targets  at  a longer  range. 
Secondly,  and  possibly  more  important,  the 
missile  can  pull  substantially  more  gs  early  in 
the  encounter,  letting  it  engage  targets  farther 
off  the  launcher’s  nose. 

This  “over-the-shoulder”  capability  of  mis- 
siles like  the  R-73  in  Su-27  FL'\NKKR  gives 
pilots  the  ability  to  engage  targets  that  would 
normally  be  safely  out  of  the  way.  Equipped 
with  such  modem  w'eapons,  fighters  in  situa- 
tions that  in  the  past  w'ould  have  been  classi- 
fied as  '‘neutral”  or  even  “defensive”  can  now' 
maintain  “offensive”  postures.  The  old  adage, 
"If  he’s  pointed  at  you  then  he's  offensive;  if  he’s 
[jointed  away  from  you  then  he’s  defensive" 
doesn’t  hold  true  in  the  world  of  over-the- 
shoulder  missiles. 

Keep  these  concepts  in  mind  as  you  go 
into  a missile  fight  and  you’ll  be  far  better 
equipped  to  know' when  you'll  be  able  to 
score  a hit.  On  the  following  pages  arc  some 
specific  tips  on  applying  the.se  concepts  to 

SSI’s  Su-27  Flankur. 
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Missile  Combat  in  Su-Z7  Flanker 


Range  to  the  target  is  a 
primary  factor  in  deter- 
mining a missile’s 
chances  of  hitting.  The  farther 
the  missile  flies,  the  less  energy 
it  has.  Even  potent  missiles  like 
the  AIM-120  AMRAAM  and  the 
R-77  (AA-12)  Adder  face  range 
limitations.  As  a general  rule,  the 
closer  the  target,  the  greater  the 
chance  the  missile  will  hit. 


► LOSE  SIGHT.  LOSE  THE  HGHT  Use  the 
padlock  view  to  keep  an  eye  on  the  target. 


The  Right  Range 

How  close  is  close  enough?  Keep  in  mind 
that  missiles  have  minimum  ranges,  so  you 
can  get  too  close.  Missile  warheads  are 
designed  with  a fairly  large  lethal  radius.”  To 
ensure  the  launching  aircraft  isn’t  accidentally 
caught  in  that  blast,  missiles  have  to  fly  some 
distance  before  the  warhead  can  be  armed. 
This  distance  is  known  as  the  minimum 


launch  range.  The  target  must  be  | 
at  least  that  far  away  from  the 
launcher;  or  the  launcher  risks  taking  damage 
when  the  missile  detonates. 

Obviously,  restricting  missiles  to  their  mini- 
mum launch  ranges  seriously  underutilizes 
them.  As  a rule,  therefore,  minimize  launch 
range  as  much  as  practical  before  firing,  but 
don’t  miss  your  chance  to  get  the  first  shot  in 


The  AIM-1  ZO:  Deadly  Accurate 


Like  other  military  hardware  devel- 
oped in  the  past  two  decades,  the 
AIM-120  AMRAAM  medium-range- 
missile  program  had  to  resolve  some 
problems  while  the  media  smothered  it 
with  criticism.  When  the  dust  settled, 
though,  the  AIM-120  emerged  as  a 
more-than-worthy  successor  to  the  oft- 
maligned  AIM-7  Sparrow. 

The  AIM-120  entered  service  a little 
too  iate  to  participate  in  the  1991  Gulf 
War,  but  it  has  seen  combat.  Five  AIM- 
120s  have  been  fired  in 
anger,  four  of  which  hit 
their  targets  (including 
one  American  aircraft  in 
a tragic  friendly-fire 
engagement).  The  first, 
fired  in  December  1991 
from  an  F-16D,  inter- 
cepted an  Iraqi  MiG-25 
operating  in  the 
Southern  No-Fly  Zone. 

The  second,  fired  from 
an  F-15C  in  January 


1992,  missed  its  target  in  the  Iraqi 
Northern  No-Fly  Zone.  Later  that  same 
month,  an  F-16C  downed  an  Iraqi  MiG-23 
with  an  AMRAAM,  also  in  the  Northern 
No-Fly  Zone,  Later,  in  April  1994,  an  F- 
16C  downed  a Serbian  Super  Caleb  over 
Bosnia  with  an  AIM-120.  Tragically,  an  F- 
15C  shot  down  a US  Army  UH-60  with  an 
AMRAAM  in  June  1994. 

Including  the  friendly-fire  engagement, 
the  AMRAAM  has  scored  four  for  five 
against  a variety  of  targets,  under  a variety 
of  circumstances.  By 


LAST  RITES  An  F-15  is  about  to  receive 
a brand  new  R-73  up  the  tail  pipe. 


comparison,  of  six 
AIM-7S  fired  at 
Libyan  and  Iranian 
targets  between  1981 
and  1989,  only  one 
hit  its  target.  So  if 
AMRAAMs  seem 
surprisingly  accurate 
in  flight  simulations, 
it's  not  necessarily  a 
sign  that  the  sim 
isn’t  realistic.  : 
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Macro  4:iF-22  Raptor 
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► BULL'S-EYE  Let  a missile  get  too  close,  and 
I this  could  happen  to  you. 


your  effort  to  get  closer.  Use  the 
target/weapon  range  scale  along  the  left  side 
of  the  HUD  to  judge  when  to  fire. 

Remember  to  use  the  SHLEM  {helmet- 
mounted  sight)  mode  in  conjunction  with 
the  R-73  (AA-11)  Archer  missile.  Using 
SHLEM  to  target  high-aspect-angle  targets 
coupled  with  the  R-73’s  off-boresight 
attack  capability  lets  you  engage  targets 
that  could  not  be  attacked  with  conven- 
tional missile  systems. 

On  the  Defensive 

On  the  defensive  side  of  the  equation, 
evading  inbound  missiles  is  one  of  the 
most  difficult— and  crucial— aspects  of  aer- 
ial combat.  Remember  that  the  missile  is 
generally  making  course  corrections 
throughout  its  flight,  homing  in  on  your 
position.  The  missile  seeker  has  a certain 
field  of  vision.  The  seeker,  mounted  on 
gimbals,  can  move  and  steer  its  field  of 
view  around  the  sky.  The  key  to  defeating 
an  inbound  missile,  therefore,  is  to  maneu- 
ver beyond  the  gimbals’  limits  and  subse- 
quently outside  the  missile's  field  of  view. 

Accomplishing  this  is  no  easy  task.  To 
begin  with,  you  must  be 
aware  of  an  inbound  mis- 
sile (either  from  a cockpit 
warning  indicator  or  a 
radio  call  from  your  wing- 
man).  Next,  you  must 
ascertain  the  bearing  to 
the  missile:  if  you  don’t 
know  where  the  missile  is 
coming  from,  you  can’t 
evade  it.  If  you  know  that 
the  missile  has  been  fired 
from  its  maximum  range, 
simply  turn  180  degrees 


and  run  away  at  maximum 
speed.  Otherwise,  turn  your  air-| 
craft  to  position  the  missile  at 
either  your  3 or  9 o’clock  posi- 
tion, directly  off  one  of  your 
wings.  Continue  a gentle  turn 
in  the  same  direction,  pulling 
just  enough  g to  keep  the  mis- 1 
sile  position  off  your  wing. 

As  the  missile  gets  closer, 
engage  your  electronic  counter- 
measures (ECM)  gear  and  begin  | 
dumping  chaff  and  flares.  I 
Generally,  I don’t  waste  time  try- 1 
ing  to  ascertain  if  the  missile  is  I 
a heat  seeker  or  radar-guided;  i ^ 
just  dump  both  chaff  and  flares  like  mad.  By 
this  time  you  should  visually  acquire  the 
missile,  which  shouldn’t  be  too  hard  if  it’s 
leaving  a smoke  trail.  Hopefully  the  counter- 
measures will  spoof  the  missile  into  detonat- 
ing harmlessly  behind  you. 

If  the  missile  keeps  homing  in,  you're  in 
for  the  hard  part.  Keep  the  g-load  fairly  low, 
maintaining  a gentle  turn  until  the  missile 
gets  close.  How  close?  Obviously,  you  want 
to  be  outside  the  warhead's  lethal  radius,  but 
close  enough  that  a sudden  maneuver  puts 
you  outside  the  seeker’s  gimbal  limits.  When 
you  see  the  missile  bearing  down,  wait. 

When  it  starts  to  get  close,  wait  some  more. 
When  you  cannot  stand  it  any  longer,  make  a 
maximum-g  turn  toward  the  missile,  creating 
the  highest  possible  aspect  angle  between 
you  and  it.  If  you  time  the  break  turn  right, 
you’ll  fly  out  of  the  seeker’s  field  of  view.  If 
you’re  unlucky,  the  missile  will  track  you  for 
the  rest  of  your  simulated  life.  % 


TIGHT  SHOT  This  is  too  close  to  use  a missile;  switch  to  guns. 
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ADVEHTURE/RPC  HIHTS 


Scorpia’s  Mail 

Don’t  Fall  on  Your  Dagger!  Scorpia’s  Here  To  Chase  Those  Shivers  Away! 


Well,  were  hitting  the 

Christmas  rush  season,  and 
I hope  well  be  seeing  some 
good  games  this  >ear.  We 
sure  could  use  a few.  es])e- 
cially  RPGs.  Wliile  we  wail 
to  see  what  Santa  has  in 
store,  though,  keep  tlie  questions  coming  on 
those  older  games — just  make  sure  to 
enclose  that  self-addressed  stamped  enve- 
lope if  you  want  a response. 


Diablo 

Tliere  isn’t  much  that’s  puzzling  about 
the  game,  but  some  players  have  trouble 
with  the  big  finale.  Diablo  is  very  suscepti- 
ble to  Holj’  Bolts.  So,  after  opening  the 
door  to  Diablo’s  room,  just  go  partwa)’ 
toward  it,  and  start  chucking  the  Bolts  in 
there;  they  affect  only  him.  Wlicn  you  get  a 
hit,  duck  back  into  the  two-lever  room  and 
around  a wall,  and  wait.  He’ll  be  with  you 
shortly  (grin). 

Tliis  way,  you  gel  him  out  and  don’t 
have  to  fight  all  the  friends  be  has  with  him 


Betrayal  in  Antara 

You  may  find  that  Amiara  crashes  when  you  try  to 
go  from  Chapter  Eight  to  Chapter  Nine.  It  apparently 
has  something  to  do  with  certain  actions  back  in 
Chapter  Five.  The  only  way  around  this  is  to  obtain 
the  patch  (www.sieiTa.coni). 


Daggerfall 

A lot  of  people 
write  to  me  about 
problems  with 
lycanthropy.  Ifs  not 
a great  state  to  be  in, . 
and  you’re  better  off  avoid- 
ing it  entirely  by  restoring  the  game  if  a werecritteftakes  a few  chunks  out  of 
you.  For  those  already  afflicted,  there’s  not  much  you  can  do  about  it.  To  stay 
healthy,  you’ll  just  have  to  go  hunting  now  and  then,  and  wait  until  the  werewolf 
hunters  show  up  with  their  proposition  (sometime  in  tiie  year  following  your  infec- 
tion). Even  if  you’re  not  a mage  type,  look  in  your  spellbook  for  a special  spell 
that  allows  for  the  werecritter  transfoimation  at  your  discretion  (many  players 
don’t  notice  this  one). 


in  the  room.  You  just  have  to  worry  about 
killing  him  before  he  get.s  you. 

Shivers  11 

The  bees  in  the  closet  of  Burt’s  'ifailcr 
can  be  a problem.  You  w'on’t  be  able  to  do 
much  about  them  until  after  you’ve  man- 
aged to  get  down  into  the  mines,  which  first 
requires  a fair  amount  of  work  in  the  gas 
station  (and  a few  other  places,  too).  Once 
in  the  mines,  you’ll  find  what  you  need  to 
get  rid  of  the  bees. 

Discworld  II 

1 la\'ing  a little  trouble  convincing  the 
slieep  double  to  do  some  work?  A picture 
(or  three)  is  wortii  a thousand  words. 
Getting  those,  however,  is  another  matter. 
You’ll  have  to  cut  down  on  your  ironing 
and  hang  10  first.  Tliis  is  a sticky  situation 
(or  ought  to  be). 

Shadows  Over  Riva 

After  )’Ou  deal  with  the  pirates  in  Bi\’a,  )'ou 
may  find  that  not  much  seems  to  be  going 
on.  'Fliis  happened  to  me  while  replaying  the 


game;  forcknow'ledge  can  be  dangerous 
sometimes.  In  any  case,  visit  the  home  of  a 
pirate  or  two  and  the  action  should  start  to 
pick  up  pretty  quickly  in  a short  while. 

Fable 

\Vliilc  this  game  isn’t  especially  difficult,  it 
docs  have  trick)'  spots.  One  is  just  at  the  [joint 
wluirc  you  dro[j  down  to  visit  tiie  Mngulfcd 
[nrtre.ss.  You  have  a conversation  with  some 
seahorses,  and  at  tlie  end  of  it,  one  oftlx;m 
should  give  )OU  an  item.  If  )ou  don’t  receive  it, 
restore  tlie  game  and  ti\'  the  conversation  again 
()ou’ll  most  likel)'  have  to  save  before  iumping 
in,  as  tlie  seahorses  show'up  prett)'  quicki)'). 
Without  tlie  item,  )du  won’t  be  able  to  finish 
this  section  (or  tlie  game,  for  that  matter).  % 


THE  GAME 


•that  a highly  contagious  virus  has  infected  your  computer. 

fcv-  ■ 

■defending  your  PC  with  anti-virus  weapons  and  vehicles. 

■ building  factories,  fortresses,  and  spy  cameras.  4.., 

navigating  through  your  own  computer  in  real-time  3D. 
fighting  your  way  through  levels  based  on  your  own  files  and  documents 
seeking  and  destroying  multiple  virus  strains. 


Get  ready  for  the  most  original  game  in  years.  Virus:  The  Game  lets  you 
journey  inside  your  computer  to  confront  the  infection  eating  away  at 
your  files. 

Travel  through  your  graphic  files  in  30  and  see  those  graphics  on  the 
walls.  Battle  a Virus  inside  a .WAV  file,  and  hear  the  .WAV  mixed  in  with 
the  sounds  of  combat.  Build  an  anti-virus  module  inside  a text  file'  and 
see  the  text  around  you. 

Protect  your  Windows'"  folder  at  all  costs.  If  your  graphic  driver  is 
infected,  your  screen  display  will,  corrupt.  And . i f your  mouse  driver 
is  hit,  you  might  lose  control  altogether,  frightening,  isn't  it? 


Just  remember:  It's  only  a game 


Coining  Soon! 

TeL:(315)  '393-6633: 

Fax:  (315) '393-1525-  • 

To  order,  visit'your  retaileri, 
or--  call  '1-800-447-1230.  ' ' 
uHw.sir-tech.coin  - 
Look  ^or  the  Virus  RLayabte  demo 


PC  USER 


SAFE 

CIRCLE  READER  StRViCE  «124 


Stores 

Now! 


A WORLD  OF  MYSTERY, 


INTRIGUE  AND  DANGER. 


Customize  your 
CHARACTERS' 

SKILLS,  POWERS  AND 


ATTRIBUTES  AS  YOU 
UNRAVEL  ANTARA’S 


ABSORBING  MYSTERY. 


SlwiMI' 

Evi'iec{BO 
Di««ic>ee;  79 

Acciirocy:  lS5i3  - Liicmt)  Defi 


□ □NDITIDN  RING 


TO  SEE  HDW 


BADLY  YOU’RE 


Research 


CIRCLE  READER  SERVICE  #133 


OVER  Zuu  UNIQUE 


Betrayal  in  Antara’“  is  here.  A complex  world  of  sorcery  and 

VILLAINS,  IT  SURPASSES  EVEN  ITS  PREDECESSOR,  THE  AWARD  WINNING 

Betrayal  At  Krondor®. 


No  other  role-playing  game  comes  close  to  Antara^s  artificial 
intelligence  and  engrossing  plot  lines.  Experience  the  thrills, 

CHALLENGES  AND  DANGERS  OF  THIS  ALL-NEW  FANTASY  REALM. 


See  ydur  local  software  dealer  or  call  1 -bdd-vsv-VVDV. 


Hack,  slash  and 
COMBAT  OVER  5C 
NEW  ADVERSARIES. 


YOUR  FREE  DEMO 

RAYA 


FROM  THE  MAKERS  OF  BETRAYAL  AT  KRONDOR^ 


01997  Sierra  On-Line, Inc.  'and/or’"  designate 
trademarks  of,  or  licensed  to  Sierra  On-Line,  Inc., 
Bellevue,  WA  98007.  All  rights  reserved. 


Download 


at: 


WWW.SIERRA.CDM/ANTARA 


Sports 


I! 


Strategy/Wargames 


Pacific  General 

In  a departure  of  sorts,  a victory  point 
system  has  been  implemented  in 
Pacimc  Gp;Nr.RAi.  that  tabulates  the 
score  and  outcome  of  each  scenario, 

"^rhe  revised  system  calculates  victory 
based  upon  the  turn-by-tum  ownersiiip 
of  certain  key  objectives  while  factoring 
in  the  number  and  type  of  casualties 
each  side  has  inflicted  and  suffered.  A 
decisive  victory  is  achieved  if  your  final 
victory  point  tally  equals  or  exceeds  a 3:2 
ratio  over  your  opponents  score. 

Likewise,  marginal  victories  are  attained 
if  your  \’ictor)'  point  score  melts  to  a pal- 
try 5:4  ratio,  while  lower  ratios  are  con- 
sidered an  outright  defeat. 

Even  though  you  may  be  able  to  fulfill 
the  requisite  objectives  set  out  at  the  sce- 
nario’s 
inception, 
it  is  entire- 
!)•  possible 
to  relin- 
quish a 
decisive 
victory  or 

potentially  concede  defeat  if  your  losses  far 
ouhveigh  the  results  you’ve  achie\'ed  on 
the  battlefield-  As  an  all-important  sec- 
ondary objective,  you  must  continually 
strive  to  eliminate  as  man)'  eneni)’  combat 
units  as  possible  while  minimizing  your 
own  losses,  especially  higher-value  naval 
and  air  units  and  core  formations. 


Front  Page  Sports: 

Baserall  Pro  ’98 

OUR  TOP  SIX  TIPS 

1.  Don’t  throw  anything  but  strikes. 

Unlike  real  baseball  players,  the  computer 
players  won’t  swing  at  anything  out  of  the 
strike  zone,  even  when  )'ou're  ahead  in  the 
count  and  it  should  be  swinging  defensively  at 
borderline  ])itches. 

2.  Don't  bother  trying  to  throw  out 
basestealers.  Even  when  llie  ball  beats  the 
ninncr  to  the  bag  by  four  steps  ihc  computer 
player  will  be 
safe.Tlirowing 
the  ball  makes 
you  vulnerable  to 
possible  throwing 
errors:  Swallow 
hard,  ignore  the 
ninner,  and  focus 
on  getting  the 
batter  out. 

3.  Don’t  try 
to  field  manually. 

llie  interface  is  clumsy 
and  awkward:  the  com- 
puter player  w'ill  run 
around  the  bases  w-hile 
)'0u  struggle  to  get  the 
ball  out  of  your  glove. 

4.  Don’t  keep  so-so  fielders  on  the 
field  late  in  a close  game  when 
you’re  letting  the  computer  do  your 
fielding.  h'PS:  B,\si-;b.\L!.  Pro  ’98  sports  a 
fielding  model  that  has  Cold  Glove-winning 


centerfielder  Steve  Finley  not  charging  a slow 
roller  (o  center—  thereby  allowing  a slow  run- 
ner to  score  from  first— so  you’re  going  to 
need  your  best  gloves  to  make  sure  errors 
don’t  compound  gaffes  made  by  the  bone- 
headed  Al. 

5.  Don’t  make  trades  with  other 
league  players  based  on  a pending 
trade  with  a computer-controlled 
team.  While  putting  a player  on  the  trad- 
ing block  may  draw  offers  from  oilier 
teams,  the  computer  CMs  may  inexplicably 
decide  against  fol- 
lowing through 
and  kill  the  trade 
(they’ll  even  offer 
and  kill  the  same 
trade  every  day  for 
the  duration  of  the 
season).  So  w'ail 
before  pulling  the 
trigger  on  other 
trades  that  depend 
on  your  getting  a player 
from  a computer  team. 

6.  Don’t  expect 
All-Stars  to  perform 
as  they  do  in  real 
life.  Stats  in  this  game 
frcc|uently  bear  little  resemblance  to  a player’s 
ability  in  the  real  world.  If  Ton)'  Gwynn  is 
barely  hitting  .200  (it  will  happen),  don’t  fed 
guilty  about  benching,  trading,  or  demoting 
him — chances  are,  be  wxin’t  make  a come- 
back. — Rolx:rt  Cuffey 


Action 


Meat  Puppet 

Do  the  annoying  controls  make  Mm\!‘ 
PtiPI’I'l'  too  tedious  for  you?  Try  typing  in 
any  of  tlie  following  codes  for  a little  relief: 

• ~ Ingesth  = Full  health 
• ~ingestw  = Full  ammo 
• ~ Ingeste  = Full  energy' 

• ~ Ingesta  = Full  ammo  and  energy 
• ~ boom  = Sets  off  small  explosion 
• ~ dansmartbomb  = Kills  enemies  on  screen 


ccw 
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Simulations/Space 


Flight  Sim  95iPR0  Contrdller 


One  of  (iie  worst  omissions  in 
Microsoft  Fi.ici  rr  SiMiii  afor 
TOR  Windows  95  (and  Fucirr 
SiMULVrOR  98,  for  that  matter)  was 
tlie  lack  of  air  traffic  control  (ATC). 
One  of  the  most  innovative  add-ons 
yet  for  llic  venerable  civilian  simula- 
tor addresses  just  tliat  problem,  and 
adds  a multi[)iaver  element  to  bool, 
lire  Squaw'kboxsj'slem,  b)'  Jason 
Grooms,  gives  F[JGH'rS!MU!A[OR95 
full  ATC  by  connecting  to  an  Internet 
ser\  er.  On  tlx:  otlier  side  of  tlie  connec- 
tion are  a grou])  of  users  miming 
Grooms’  I’ro  CON'niOIJ.i'R,  an  air  traf- 
fic control  sim,  On  a good  night  there 


Flight  Sim  95  mnning  Squawkbox 


ly- 

— Mpi243G5('lj 

/ 

/a  JN0£117.40) 

Pro  Cohtroller 

areeixjugh  controllers 
acth'e  that  )ou  can  fly  a 
controlled  flight  from  LA. 
to  Chicago.  You  won’t 
actually  sec  ollrcr  aircraft, 
but  sou  can  communicate 
with  otiier  pia)^!^  using 
Squawkbo.v.  For  more 
infonnation,  see  tlie  PRO 
Co.vi'ROl.lJ-Rhome  page 
at  www.netxn.cani/ 
~jgrooms/atcand 
AVSlM’s  St|iia\vk!)o.\ 
page  at  WWW. 
avsim.com/pages/ 
squawk.htm. 


WiEEOUT  XL 

Psygnosis’  new  3D  racing  game  certainly 
Isn’t  trying  to  be  a serious  racing  sim,  so  for 
es'en  more  mayiiem.  try  tlx:  following  codes; 


At  the  title  screen,  type 
RUSH  = Silly  ships 
At  the  main  menu,  type 
XTEAM  = F, liable  Piranha  team 
XCLASS  = Enable  Phantom  class 
XTRACK=AII  tracks 
Pause  the  game  during  a race  and 
then  type 

PSYMEGA  = infinite  weapons 
PSYPROTECT  = infinite  energy 
PSYTICKER  = Infinite  time 
PSYRAPID  = Machine  gun 
FRAMERATE  = Display  frame  rale 


Puzzles/Classics 


Gurrle  

1 . lire  different  fasteners  Gubble  has  to 
remov'e  take  different  amounts  of  time  to 
unfasten.  Pulling  a nail  witii  a hammer  is 
almost  instantaneous,  but  drilling  a ri\’et 
takes  a few  seconds.  You’ve  got  to  lake  those 
extra  seconds  into  account  w'hen  planning 
your  path  and  your  timing, 

2.1bu  can  avokl  most  of  tlie  monsters  sim- 
ply b)'  flying  abose  tliem  or  planting  a tool  in 
tlxir  path,  Wliat  yxiu  really  have  to  watch  out 
for  are  the  land  mines,  especially  wlicn  Gubble 
is  moving  at  high  speed  and  precise  timing  is 
required  in  order  to  execute  a turn. 

3.  Gubble  can  not  only  hover,  but  lie  can 
also  move  while  flying.  Hovering  is  enough 
to  repel  a monster,  but  you’re  making  the 


game  liardcr  than  it  has  to  be  if  you  don’t  fly- 
from  place  to  place. 

4.  Tlie  worst  thing  you  can  do  is  accidentally 
drop  a fool  you  still  ix:ed  in  such  a way  as  to  trap 
a monster  in  a light  dead  end,  llie  monster  will 
start  pacing  back  and  fortli  quickly;  and  if  tlie 
distance  is  .short  eixiugh,  it  can  be  ini|x)ssible  to 
pick  tlie  tool  up  again  without  getting  knocked 
off  wlien  tlie  monster  completes  iLs  circuit. 

5.  liim  off  IIk  sound.  The  frenetic  music 
and  garbled  alien  speech  encourage  you  to 
approach  Guuuu;  as  an  evcry-second-counts 
action  game  wiien  its  actually  a pua'JcgaiTie. 
ipiore  tlie  timer,  put  on  some  relaxing  jazz,  and 
tliinkyour  way  llirongh  each  le\cl.  Would  you 
do  a cros-sword  puzzle  holding  a stopwatch  and 
listening  to  Ihc  I'lighl  of  the  Biimblebeet 
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irS  AS  EASY  AS1, 
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1 . Fill  in  your  name  and  address  aid  check  oil  2,  Circle  the  numbers  on  the  card  lhal  correspond  lo  3.  The  lileralure  will  be  mailed  to  you  from 

your  answers  lo  Ihe  seven  research  questions. Iheads  or  articles  you'd  like  mote  inlormalion  aboul.  the  advertiser  Iree  of  charge. 
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1. WhallsthelilgliesI  level  Of  sducallD 

..'SSSfSfar'’ 

02. n6fa!luale(l  High  School 

03.  □ Some  College  or  Techntcal  school 
W.DGracIialed  College  ^ 

2.  Computer  cuirenlly  owned  Is: 

(ChKkall  that  apply) 

Ol.niBM  compabble  (Intel  standard) 


02,  DM; 
IXJ.DAr 
04.DD( 


3.  It  Intel,  what  level?  (Check  one  only) 

01. DPovrerPC 

02.  □ Pentium  (5B6) 

03.  □ 486 
04.0386 
05. 0286 


a CD-ROM?  (Check  one  only) 
Ol.QOwn 

02.0  Plan  to  Cuy  (6  months) 


ceaweek 


(Check  one  or 
OI.DOnceai 

02.0  Once  ev 

03.0  Once  a I 
04.  □ Once  every  two  to  three  nn 

05.0  Once  every  lou  ' ' 

06.0  Once  a year 


8.  where  are  you  most  lik 

Ol'oiSe'etuom  u 
02!  _ 

03.0  Mass  merchandi5in( 


7.1 


ivorlletype 

ch  column) 

sell  Other  1 Olhef2 


01.  Strategy 

02.  War/Miliiary 

03-  Role  Playing 

04.  Brain  Teasers 

05.  Card 

06.  Sport 

07.  Action/Arcade 

08.  Educational 

09,  Adventure 

e 04.  OCompuler  store  chain 
05.  OOirecl  from  vendor 
06.0  Mail  order 


4,  □ Please  send  me  a one-year  (12-issue)  subscription  to  Computer  Gaming  World  lDrS27.9‘ 
(U.S.  price);  all  other  countries  add  S16.00  for  additional  postage. 


In  a Hurry?  Fax  This  Card  To:  609-829-0692 


BUSINESS  REPLY  MAIL 


FIRST-CIASS  MAIL  PERMIT  NO,  816  RIVERTON,  NJ 

POSTAGE  WILL  BE  PAID  BY  ADDRESSEE 


NO  POSTAGE 
NECESSARY 
IFAAAILED 
IN  THE 

UNITED  STATES 


PO  BOX  10126 
RIVERTON,  NJ  08076-8626 


AMIIILSER  IHDCX 


I^FREE  {►FREE 


R.SJ 

COMPANY 

PRODUCT 

PAGE 

lR.S.(t 

COMPANY 

PRODUCT 

PAGE 

85 

MGM/lIA  Interactive 

War  Game 

444-445 

366 

Sierra  On-lJne 

Civil  War  GeiieraLs 

360-361 

103 

MGMA.IA  Interactive 

RcliiniFircIl 

62-63 

360 

Sierra  (.)n-l  ,ine 

Fonlball  '98 

484-485 

100 

Micron  Electronics.  Ine. 

Millennia 

248-251 

156 

Sierra  On-I  ,inc 

Half  life 

77-79 

196 

iMicroProse 

7th  Legion 

208 

101 

Sierni  On-line 

1 Icll  Eire 

200-201 

166 

MicroProse 

Ci\’  ii/Eantastic  Worlds 

402 

364 

Sierra  On-Line 

1/irds  of.Magic 

41-43 

158 

MicroProse 

Dark  Earth 

134 

363 

Sierra  On-Line 

Nascar2 

340-34! 

157 

Microl’rose 

E'alcon  4,0 

372-373 

369 

Siemi  On-Line 

Outpost  11 

334-335 

152 

MicroProse 

Magic; 'Ihe  Gathering 

404-405 

359 

Sierra  On-Line 

Pro  Pilot 

37fi-377 

99 

MicroProse 

WonmZ 

302 

133 

Siemi  On-i  ine 

Betray  al  in  Aiiiara 

476-477 

7! 

MicroProse 

X-GOMA[XKal)pse 

407 

361 

Siemi  On-Line 

i3ed  Baron  2 

429-432 

Microstjft 

Age  of  Empires 

16-17 

371 

Siemi  On-Line 

Skiing 

26-27 

Microsoft 

Cart  Precision  l^iee 

38-39 

362 

Sierra  Oii-l  ine 

SODA 

94-95 

” 

Microsoft 

Close  Comhal 

64-65 

357 

Siemi  On-Line 

Swat  2 

410-411 

Microsoft 

Force  Fcedl)aek//2 

74 

155 

Siemi  Oii-I  ine 

Ti'o])hy  Rivers 

354-355 

Microsoft 

Gamepad 

295 

126 

Sir-Tech 

/Vmed  lV  Delirious 

13 

Microsoft 

Sidewinder 

148 

128 

Sir-'rech 

lilvcalibur 

453 

150 

Mindsca[X‘ 

ChessMasler 

460-461 

124 

Sir-Tech 

Vims 

475 

89 

MindSpring 

MindSpring 

156 

87 

Sony  Interactive  Sindins  Amcric; 

Jet  Moto 

193 

95 

Netizen  Islands 

Netizen  Islands 

353 

86 

Sony  Interactive  StiKlios.^anerica 

Twisted  Metal  2 

191 

125 

Novalogic 

Comnianche 

439 

296 

SonthPeak  Interactive 

.Vlen  in  Black 

51) 

108 

NovaLx)gic,  Inc. 

.Vmoured  Fist  2 

198 

297 

SonIhPeak  Interactisc 

Temiiiin 

18-19 

109 

No\"aLogic.  Inc. 

F-221^ptor 

443 

255 

Strategic  Simulations 

i’acifie  General 

470 

268 

Ocean  of  America 

EF201J()V7,U 

378 

236 

Strategic  Siniulalions,  Inc, 

Panzer  General 

412-413 

IH 

ORlGINS>^tcnis.lnc, 

Dungeon  Keeper 

194-195 

233 

Strategic  Simulalions,  Inc. 

Sled  Panthers  3 

435 

96 

ORIGIN  Sy.sleius,  Inc, 

Longbow  2 

176-177 

252 

Siralcgie  Simulations,  Inc. 

W'arhammcr 

440 

97 

ORIGIN  Systems,  Inc, 

Wing  Commander  Prophecy 

C8 

240 

Strategic  Sinuiiations.  Inc, 

Wamindl! 

408 

Panasonic  Interactive  Media 

Forccd/dliancc 

236-237 

107 

Takc2  Intcractne 

jet  Fighter  11 

417,419 

Panasonic  Intcractise  Media 

Postal 

254-255 

243 

TaloiiMift 

blast  Front 

108-109 

138 

Piranha  Interactis  e Publishing 

dead  RECKONING 

426 

134 

'rechmedia  Computer  Systems 

3D'/one  Master 

240 

98 

Playnrates  Inleraclise  lintertiiiiunent  Acitenix 

92-93 

147 

'Ihe  Diral  Group 

Ninteiicio  Peripherals 

313 

284 

Psygnosis 

G Police 

88419 

127 

■niQ 

Paxlmpcria 

228 

112 

Psygnosis 

ShipWreckers 

317 

161 

'riiunderSeat  Technologies 

'niuiiderSeat 

379 

256 

QiiickShot  Technology,  Inc. 

3d  Stiiker/Sonnd  Force  681) 

420 

123 

UBl  Soft.  Inc, 

Game'Miealrchd 

277-280 

170 

SinarlGaincs 

Puzzle  Challenge  2 

324 

292 

I'hi  Soft.liic. 

SiilKiilliire 

3{H-305 

153 

Red  Orb  Rntertainnicnt 

Take  No  IMsoncrs 

84-,S5 

Virgin  liiteraclive  Entertaininenl 

Blade  Runner 

222-223 

198 

Red  Ori>  Rntertainnicnt 

Hie  )oiimeyman  Project  3 

52-53 

Virgin  Interaelive  Enterlainmeiil 

Broken  Sword 

107 

294 

Red  Orb  Entertainment 

Warlords  ill 

398-399 

Virgin  Inteiaclivc  Entertainment 

Linds  of  1 x)ie:  Guardians  ofDcstin 

68-69 

294 

Red  Orb  Enlertainmcnt 

Warlorrls  111 

30-31 

Virgin  Interactive  I'iiilcrtainmciil 

Re.sideiit  I'Mt 

22-23 

160 

Red  Stonn  Entertainment 

Polilica 

397 

N'irgin  Interactive  Eiitertainmeiil 

Sabre  Ace 

33 

159 

Saitek 

PC  Dash 

321 

Virgin  hileracti\c  Entertainment 

Tone  l^•l>e!lio|] 

115-117 

163 

Saitek 

X-36 

292 

73 

Wi/ardWorks,  Inc. 

Ghasnii'nie  Rift 

322-523 

• 

Sega  Entertainment 

Daytona 

162-165 

75 

Wiz.;udWorks.  Inc, 

Real  Pool 

365 

Sega  Entertainment 

Manx’IT 

159 

136 

WizardWorks.inc. 

Waiilon  Dostniefinn 

124 

Sega  Entertainment 

NMl,ivc'98 

160-161 

ZD  Equip 

i‘l(|uip 

468 

271 

Sega  Soft 

Elc-sh  Feast 

307-309 

267 

Sega  Soft 

l-leal 

>82-383 

365 

Sega  Soft 

liKseYonr  Marbles 

214 

272 

Sega  Soft 

Send 

326-327 

DECEMBER  1997  CC 


oBTEcnves 

\,  V-e&P  yowiZ.  op9oMBMT  c4Zo^S»KI<^ 

tVfB  OF  •me  G»oA.L . 

z.  lTA'TO>t>Uce  H»M  Iti  TH€ 

Vi40Rtt>  OF  SlACLt  SA,LTS. 

x-t 

% 


Pl^y  with  imitations.  This  is  real  football.  The  most  complete,  comprehensive,  in 


■depth  experience  out  there. 

IFLend  lha  NFl  Shield  0(0  regitiered  Irodemofii  ol  ih* 


OFFicially  licensed  producT  of  <fto  Notfonol  Footboll  loogvoFlfo^or^.  NFL  Pfcpcnioi  Me.,  uttd  d»  NFlGuoiwbccV  Chd>,  ]ac.  NFL  I 


,tefS6t3«!SR« 


Strap  on  the  pads.  Reality  is  just  a stutter  step  away,  www.sierra.com/fb98. 

CIRCLE  READER  SERVICE  #360 

Nol«nsl  Fosfbcil  Itogua.  ThtPlAYFfiS,  INC.  kge  t>  a Iradonad.  of  Ae  NoiIoaoJ  Fooiboll  l«ci9ua  fHo/oit.  ftl  W $«ruOn  U>w,  IrK  fj  on^or doi>gK>W  IrsdanofL: 


Luc-jJ  Diuryj  iJojj'i  'jJW'jys  hiivy  iljy  gmd. 
'jm  JuoJmj|  for  yr  ihy  y.ijjyri  iJLJvicy  yyy 
jjyyrJ.  JiJJiJiiiyy  io  yiiyjJ  iijy 

yyynyuyy^jiJ  y.ipynyjjyyiJ  yyJyypyyjjJy 
jjj  iljy  py^lJ  DJ  Uv/UpiJW/  liiJffJJfJg 

WurhJ'^jMl  DriJsr  \Ml 


CGW  GAME  CD  CASE  ! 


M2.95 

Thick  neoprene  case,  double  stitched 
zipper.  Holds  12  CD’s  In  NON- 
SCRATCH sleeves.  CD’s  won’t  fall  out 
when  held  upside  down.  Make  check 
payabie  to  Coolboy  Inc.,  PO  32313,  PB 
Gardens,  FI,  33420.  Include  $3.95  for 
S&H,  plus  $1  per  extra  case.  Order 
online  at:  http://www.coolboy.eom 


Please  write  to:  Computer  Gaming  World, 
P.O.  Box  57167,  Boulder,  CO  80322-7167. 

Include  your  mailing  label  from  a recent 
issue  or  call  1 -800-827-4450  for  faster 
service.  Please  allow  up  to  60  days  for 
change  of  address  to  take  place. 


CIRCLE  READER  SERVICE  «081 


CHIPS&BITSmc. 

POB  234  DEPT  10947  ROCHESTER,  VT  05767 
INTI  802-767-3033  FAX  802-767-3382 


‘■ine  Order; 


ing 


www.Gamag.Gom/cnips.nimi 

orcall1-800-69g-4263 

Source  Code  10947 


COMPUTER  GAMES:  STRATEGY 


I $35  Dark  Reigrr  Fulre  War  NOW  $43 


rk  Reign  Ml 
Deadlock  2 
Daminlon 


NOW  $29 
11/97  S4C 
NOW  $10 
NOW  $22 
Dungeon  Keeper  NOV/  $46 

Emperor  Fadng  Sons  NOW  $29 

Empire  of  trie  Anis  03/98  $43 

Enemy  Nations  NOW  $29 

Evoltlion  NOW  $40 

Ekpioralion 
Extreme  Tadics 
Fallen  Haven 
Fantasy  General 
Fragile  Allegiance 

Galactic  Mirage 


NOW  $19 
12/97  $49 
NOW  $30 
NOW  $34 
NOW  $46 
12/97  $44 
NOW  $41 
02/98  $44 

11/97  $29  Heroes  M8M  2 NOW  $35 

NOW  $28  Heroes  M3M  2 Ex  Pk  NOW  $25 

NOW  $43  HeroesMSMWgS  NOW  $19 

NOW  $39  Hidden  Wats  NOW  $48 

NOW  $34  HiSloryol  World  NOW  $39 

s 11/97  $27  Imperialism  NOW  $37 

NOW  $36  Impenum  Galactica  NOW  $32 

NOW  $26  Incubation  NOW  $44 

NOW  $25  InIrnityWar  12/97  $48 

12/97  $45  Jagged  Alliance  2 NOW  $48 

X NOW  $29  Jutland  NOW  $19 

NOW  $42  KKND  Extreme  NOW  $38 

NOW  $34  Lords  Realm  2 NOW  $39 

NOW  $43  Lords  Realm  2 Exp  PkNOW  $28 


M Gatlirng  BattlsmageNOW  $36 
MAX  NOW  $22 

MAX  2 02/98  $48 

Magic  Spells  ot  And  NOW  $28 
Magldlhe  Gathering  NOW  $37 
Mass  Destruction  NOW  $38 
Maslet  of  Orion  NOW  $19 
Master  of  Orion  2 NOW  $24 
Mechcommander  02/98  $48 
Mission  Nexus  Prime  12/97  $48 
Netsto/m  NOW  $48 


New  Order 
OulOPSI2 

Plague 
Ragged  Ealh 
Reach  for  Stars  2 
Rebellion 
Return  Fite 
Rising  Lands 
SWAT  2 
Semper  fi 
Sentient 

Sentinel  Returns 
Settlers  2 
Settlers  2 Gold 
Seven  Kingdoms 
Shattered  Nations 
Siege 

SlmCity2000SpecEdNOW  $40 
SimCity  2000  Net  NOW  $47 

SimCity3000  11/97  $54 

SimSalari  12/97  $44 


04/98  $48 
NOW  $37 
NOW  $42 


11/97  $52 
NOW  $37 
NOW  $44 
NOW  $48 
NOW  $46 
NOW  $40 
03/98  $45 
NOW  $33 
NOW  $38 
02/98  $48 
11/97  $46 
11/97  $48 


Title  Rilexse  Pmci 

Soldiers  at  War  02/98  $43 

Spaceward  Hoi  4 NOW  $24 

Speed  Tribes  04/98  $48 

StarCammand  NOW  $40 

Star  General  NOW  $43 

Star  Nations  06/98  $46 

StarcrafI  Expansion  12/97  $30 

Stats  NOW  $38 

Starship  Troopers  NOW  $46 

Steel  Legions  11/97  $42 

Stralospbere  02/98  $46 

Submarine  Titans  05/98  $44 

Syndicate  Wars  NOW  $46 

Theme  Hospital  NOW  $42 

Tycho  Rising  NOW  $44 

Ultimate  Civ  2 NOW  $48 

Uprising  11/97  $48 

WHammr2DikOmn  11/97  $43 

WatSreeds  NOW  $43 

WarGames  02/98  $48 

Warcralt  2 NOW  $37 

Wailotds2Dlx  NOW  $41 

Warlords  3 NOW  $39 


Watwind2  11/97  $34 

Wisdom  oMbe  Kings  NOW  $46 
Wooden  Ship  Iron  Mn  NOW  $39 
Worm52  11/97  $39 

X-Com  Apocalypse  NOW  $41 
X-Com  Terr  frm  Deep  HOW  $19 
X-Com  UFO  Defense  NOW  $19 
X-fue  01/98  $48 

Z HOW  $15 


COMPUTER  GAMES:  WAR 


ifnka  Korps 

jde  de  Camp 
Camp  2 


NOW  $40 
NOW  S19 
04/98  $42 
NOW  S42 
NOW  $45 
12/97  $44 


mercan  Cml  War  NOW  $45 
attie  of  Bulge  03/98  $42 
aniegrnd  Antlelam  NOW  $41 
aniegmd  Bull  Run  NOW  $42 
attlegmdCertysPrg  NOW  $32 


NOW  $23 
NOW  $33 
HOW  $38 
NOW  $19 
NOW  $10 
HOW  $27 
NOW  $14 
NOW  $9 
NOW  $15 
HOW  $27 
NOW  $29 
NOW  $26 
NOW  $13 
NOW  $25 
NOW  $38 
NOW  $38 
HOW  $42 
NOW  $27 
NOW  $15 
NOW  $29 


Battlegrnd  Mid  East 
Batllegrnd  Shiloh 
BatiiegrndWaieiloo 
CincPac  Midway 
Civil  War  Generals 
Close  Combal  2 
Close  Combat  W95 
D-Day  Amer  Invades 
Desve  Barns  cl  wwii 
East  Front 
Filth  Fleet 


05/98  $42 
NOW  $30 
NOW  $32 
NOW  $29 
NOW  $48 
NOW  $46 
NOW  $38 
NOW  $39 
NOW  $43 
NOW  $42 
NOW  $39 


Great  Battls  Alexndr 
Gn  Bills  of  Hannibal 
Harpoon  97 
Napoleon  in  Russia 
Over  the  Reich 
PT0  2 

Pacilic  General 
PaciiicTide 
Panthers  in  Shadows 
Panier  Commander 
Panzer  General  2 


NOW  $40 
11/97  $48 
NOW  $44 
NOW  $42 
NOW  $39 
NOW  $34 
NOW  $35 
NOW  $45 
NOW  $42 


NOW  $42  War  Ini 


PanzerOlit: 

Prelude  lo  Waterloo 
Sid  Meier's  Gettysbrg 
Stalingrad 
Steel  Panlhers  2 
Tank  Resistance  2i 
Third  Reich 
Tigers  on  Ptovrl  2 
V Victory  Bundle 
War  College 


03/98  $42 
NOW  $45 
NOW  $46 
NOW  $39 
NOW  $27 
NOW  $39 
NOW  $39 
NOW  $42 
NOW  $28 
NOW  $19 
NOW  $46 


BOARD  GAMES 


Army  Heartland 
Axis  & Allies 
A&A  Central  Powr 
BaiireiechAih  Ed. 
BanieTech  Comp. 
Battles  Forgtn  Wat 
Battles  ol  Waterloo 
Blue  S Gray 
Britannia 
Car  Wars  Deluxe 
Civilization 
Colonial  Diptomey 
Days  Pl  Decision  2 
OecisiPn  in  France 
Deluxe  Diplomacy 

Empire  Builder 
Field  Command 
Fields  ol  Glory 


NOW  $36 
NOW  $35 
NOW  $30 
NOW  $19 
NOW  $33 
NOW  $42 
NOW  $33 
NOW  $25 
NOW  $19 
NOW  $21 
NOW  $29 
NOW  $42 
NOW  $42 
NOW  $15 
NOW  $42 
NOW  $55 
NOW  $25 
NOW  $30 
NOW  $19 
NOW  $56 


Geroniino 

Go 

Grand  Prix 
Great  War  at  Sea 
KannIOal 
Harpoon  Box  Set 
History  ol  the  World 
Hobbit  Adveniure 
Invasion  Norway 
Ironsides 

Knightmare  Chess 


NOW  $32 
NOW  $22 
NOW  $19 
NOW  $32 
NOW  $32 
NOW  $41 
NOW  $27 
NOW  $29 
NOW  $30 
NOW  $28 
NOW  $38 
NOW  $13 
NOW  $32 
NOW  $35 
NOW  $15 
HOW  $23 
NOW  $35 
NOW  $25 
NOW  $19 
NOW  $13 


Rats 

Robo  Rally 
Sam  Grant 
Samurai  Swords 
Scrabble  Dix 
Settlers  olCalan 
Space  Chess  3D 
Slar  Fteel  Battles 
Stralegp 

Texas  Revolulion 
The '45 
Third  Reich 
Tilan.  The  Arena 
War  011812 
We  the  People 
Wdild  V/ar  One 
World  In  Flame  Olx 


NOW  $22 
NOW  $19 
NOW  $24 
NOW  $27 
NOW  $33 
NOW  $39 
NOW  $35 
NOW  $39 
NOW  $30 
NOW  $35 
NOW  $25 
NOW  $14 
NOW  $18 
NOW  $25 
NOW  $19 
NOW  $17 
NOW  $39 
NOW  $29 


2 Adv  Sli 


NOW  $16 
11/97  $16 
12/97  $18 
5 NOW  $13 
NOW  SIS 
se  of  Monkey  Isle  NOW  $15 
k Forces  2 OSG  NOW  $16 
kReign  NOW  $16 

tn  Trap  Dungeon  NOW  $16 
NOW  $14 
NOW  $16 


Dungeon  Keeper 
Earthslege  3 
Elder  Scrolls  2 
Fallout 
Heavy  Gear 
Hexen  2 

MS  Flight  Sim  96 
Mask  of  Eternity 
Mechwarnor  3 
Microsoft  Flight  Sir 
Microsoft  Soil 


NOW  S13 
11/97  $16 
NOW  $13 
NOW  $16 
NOW  $18 
NOW  $16 
NOW  $18 
12/37  $16 
11/97  $16 
5NDW  $9 


Microsoft  Space  Sim  NOW  $9 
Might  & Magic  6 NOW  $16 
Myst  2:  Riven  NOW  $16 


Mylh 
PaxlmpeuaO 
Populous  3 

Quest  lor  Glory  5 
Rebellion 
Red  Baron  2 


11/ 


$16 


NOW  $9  SWAT  2 


NOW  SI6 
11/97  $16 
12/97  $18 
NOW  $16 
NOW  $16 
NOW  $16 
11/97  $16 


Sid  Meiers  GettysburgNOW  $13 
11/97  $15 
NOW  $16 
11/97  SIB 
11/97  $10 
NOW  $15 
NOW  $16 
11/97  $16 
NOW  $16 


SlmCity  3000 
Starcraii 
Steel  Panthers  3 
Tomb  Raider  2 
Ultima  Online 

War  Wind  2 
Warlords  3 


COIVIPUTER  GAMES:  ARCADE  | | COIVIPUTER  GAMES:  TRADITIONAL 

0 U Pbll  Creep  Nghi  NOW  $36  H.E.D.Z.  NOW  $38  Boggle  NOW  $28  Pielionaiy  NOW  S3 


istCntnl  h 


' $35 


D Ultra  Pinball  NOW  $29 
alls  of  Steel  W93  NOW  $32 
save  BtIhdLtllThgs  NOW  $19 
dmberman  NOW  $25 

vs  & Blind  Ciig  Orks  NOW  Sig 
-ucible  11/97  $44 

racben  Zor  NOW  $44 
lemyZero  11/97  $42 

ogger  11/97  $38 


NOW  $38 
Magic  Armageddon  NOW  $44 

Overboard  11/97  $44 

Pinball  Addiclian  11/97  $25 

Pro  Pinball  NOW  $37 

Pro  Pinball  TimeshockNOW  $28 

Psybadek  11/97  $44 

PUZ2  3-0  NOW  $20 

VirluaSQuad2  11/97  $39 

WWF  Wrestling  30  12/97  $48 

Vaungblood  11/97  $47 


Clue 
Fin  Fin 

LEGO  Sea  Challenge 
Lego  Island 
Mnty  Pythn  Holy  GrI 
Mnty  Pythn  Mng  Llle 
Mnty  PythnsWslTm 
Monopoly  Star  Wars 


NOW  $28 
NOW  $29 
NOW  $37 
NOW  $29 
NOW  $54 
01/98  $44 
NOW  $39 
NOW  $29 
NOW  $45 
NOW  $32 
NOW  $48 


Pieiionary  NOW  $38 

Power  Chess  98  11/97  $45 

Shanghai  Double  PackNOW  $28 
Shanghai  Dynasty  12/97  S40 
ShanghallOS  12/97  839 
Simpsbhs  Virt  Spring  NOW  $42 
Sorry  11/97  $28 

Virtual  Pool  2 NOW  $35 
You  Dnl  Know  Jack  3 NOW  $28 
You  DnlKiiwJck  Sort  NOW  $31 
You  Dnl  Knw  Jk  MvlesNOW  $39 


'TOTAL  ANNIHILATION'  Fully  articilatefl  3D  urills, 
buildings  and  terrain.  Over  150  unils  and  25  missions 
per  side  In  single  player  campaign,  plus  lull  multiplayer 
support.  Complex  water  unils  such  as  aircralt  carriers, 
floating  laclorles  and  amphibious  tanks  that  drive  Into 
and  under  water. 

GT  Interactive  (Strategy) 

Release  Dale:  NOW  PC  CD  $47 


'LORDS  OF  MAGIC'  In  a fantasy  world  where  magic  is 
common,  trouble  lurks.  Dark  Lard  Balkolh's  giant  war 
machine  is  wreaking  havoc.  You  must  stop  his  reign  of 
terror,  using  real-time  combat  on  true  3D  terrain.  Play 
alone  or  with  5 friends  over  a network  or  modem. 
Sierra  (Strategy) 

Release  Dale:  NOW  PC  CD  $47 


'STARCRAFT'  You  must  gather  your  resources  to 
accomplish  your  goals,  either  freedom  or  galactic  dom- 
inalion.  Play  30  diltereni  missions  in  space,  on  planets, 
within  Installations.  Scenario  and  map  editor  allows 
you  to  create  your  own  campaigns. 

Blizzard  (Strategy) 

Release  Date:  NOW  PC  CD  $47 


'MYTH'  Is  a tactical  level  game  of  fantasy  warfare,  with 
unprecedented  realism  and  delail.  Seasons  change 
during  the  course  ot  Ihe  game,  affecting  tactical  deci- 
sions. Real  3D  terrain,  dynamic  lighting,  and  tricky 
artificial  Intelligence. 

Bungle  (Strategy) 

Release  Date:  NOW  PC  CD  $44 


'MAN  OF  WAR'  Faithlully  re-enacis  an  Admiral's  lite 
at  sea  circa  1765-1615  using  actual  battles  and  strate- 
gies. Contains  12  historically  accurate  scenarios,  large 
scale  fleet  action,  and  revolutionary  real-time  3D  first 
person  perspective. 

Virgin  (War) 

Release  Date:  NOW  PC  CD  $41 


'PANZER  GENERAL  H'  contains  enhanced  multimedia 
footage  and  scenario  brielings.  Also,  all  new  cam- 
paigns, play  some  from  the  Allied  side.  New  interactive 
terrain  reflects  battle  damage.  Multiplayer  support. 

SSI  (War) 

Release  Date:  NOW  PC  CO  $42 


•SAMURAI  SWORDS'  Wage  war  in  the  tradition 
ol  the  valiant  samurai  warrior!  Collect  income  as 
a reward  tor  provincial  conguest.  Form  a mutual 
bond  ol  loyalty  with  an  enemy  warlord  lo  further 
your  cause. 

Milton  Bradley  (Board  Game) 

Release  Dale:  NOW  BG  $35 


'PAX  IMPERIA  2'  Control  every  aspect  ol  a civilization: 
economics,  research,  espionage,  exploration  anO 
diplomacy.  Build  a fleet  of  mighty  warships  or 
quietly  establish  economic  dominion,  the  universe  is 
yours  lo  conquer. 

THO  (Strategy) 

Release  Dale:  01/98  PC  CD  $48 


'POPULOUSiTHE  THIRD  COMING'  Large  si 
be  planned  and  enacted  from  fully  pl 
Various  terrain  varleties(mountains,  oceans,  aerial 
views)  impose  different  challenges  on  your  warriors  as 
id  them  in' 


Electronic  Arts  (Strategy) 

- • ■—WPCCD 


Date:  NOW  P 


'STEEL  PANTHERS  III'  Command  multinalionai  forces 
v/hile  auxiliary  units  enhance  your  core  command. 
Includes  weapon  and  unit  information  for  20  World  War 
II  era  and  40  post  WWII  era  countries.  Comes  with  6 
lull  campaigns  and  over  40  individual  scenarios. 
Mindscape  (War) 

Release  Date:  11/97  PC  CD  $43 


CIRCLE  READER  SERVICE  #068 


CHIPS&BITSinc. 

POB  234  DEPT  10947  ROCHESTER,  VT  05767 
INT’L  802-767-3033  FAX  802-767-3382 


geVection 


\l\lotld  VUide 

SWppina 


'iF16  Fighlinp  Falcon'  contains  an  easy  lo  use  quick 
start  mode  as  well  as  detailed  missions  and  campaigns. 
Jump  Into  combat  and  experience  Incredible  graphics 
and  high  energy  explosions  without  ever  opening 
the  manual. 

Interactive  Magic  (Simulation) 
Release  Date:  NOW  PC  CD  $48 


Sierra  (Simulation) 
Release  Dale:  NOW  PC  CO  $47 


‘TOMB  RAIDER  2'  Lara's  back,  and  belter  than  ever, 
with  new  moves,  a ntvi  underwater  environment  and  a 
whole  new  arsenal.  Explore  huge,  exotic  platform- 
based  3D  environments  around  the  world,  solve  puz- 
zles and  kill  baddies. 


Tnrf  Riiuu 

lOUi  Planet  11/97 

6881  Hunler  Killer  NOW 
AH-B4D  Longbow  2 NOW 
AHX-1  NOW 

ATF  90  NOW 

AcesiX-FIgnters  11/97 
Across  Desert  1941  00/96 
AlrCmbtNvyFtr5g7  NOW 
Air  Warrior  2 NOW 

Anarchy  02/98 

Anaretll  Racrng  11/97 
Armored  Fist  2 NOW 
Army  Air  Corps  42  06/98 

CART  Prcisicn  Racing  NOW 
Comanche  3 NOW 

Conlirmed  Kill  11/97 
Congueslot  the  Siiiesl1/97 
Oeylone  USA  Dl>  NOW 
Deep  Six  03/98 

EF  2000  V 2 HOW 


Eidos  (Action) 
Release  Dale:  11/97  PC  CD  $49 

'DARK  FORCES  JEDI  KNIGHT'  In  this  long  awaited 
sequel  to  Dark  Forces,  you  battle  a multitude  of  ene- 
mies and  discover  the  secrets  of  the  lost  Jedi  burial 
ground.  Master  light  saber  combat  and  harness  an 
arsenal  of  firepower.  Develop  your  force  powers  and 
become  a Jedi  Knight  or  a dark  Jedi.  All  new  3D  envi- 
ronments and  characters. 


BugiiUers  12/97 
Carmagaddon  NOW 
Clifomolorm  11/97 
CrusaderiNo  Regrcl  NOW 
O-Oay  99  NOW 
Daikatana  03/98 
Dark  Frees  Jedi  Kngtil  NOW 
Dark  Vengeance  03/98 
Oead  Unity  04/98 
Death  Trap  Dungeon  11/97 


LucasArts  (Action) 
Release  Date:  NOW  PC  CD  $53 


S4e 

$46 

$46 

$47 

$46 

$49 

$46 

$45 

$43 

$41 

$45 

$48 

$40 

$40 

$39 

$46 

$40 

$42 

$46 

$45 


$40 

$45 

$46 

$34 

$38 

$49 

$53 

$45 

$45 

$48 


COMPUTER  GAMES:  SIMULATION 


EarthsiegeS  11/97 

F-15  11/97 

F-16  Agressor  NOW 

F-22ADF  11/97 

F-22  Unhtning  2 NOW 

F-22  Raptor  NOW 

F/A  18  Korea  11/97 

FA18Hornel3  NOW 

Falcon  3.0  NOW 

Falcon  4.0  04/98 

Falcon  Gold  NOW 


Fghlng  FIcn  Bek  Bgdd  NOW 
Flight  Unlimited  2 NOW 

Flying  Corps  Gold  NOW 
Flying  Nighimaies  2 11/97 


Flying  Saucer  NOV/ 

Flying  Tigers  09/98 

Formula  1 CE  NOW 

Glider  wars  01/98 

Harrier  2020 


$49 

$48 

$40 

$48 

$26 

$46 

$43 

$44 

$16 

$52 

$29 

$26 

$44 

$48 

$42 

$46 

$40 

$44 

$32 

$45 


Heavy  Gear  NOW 

iniersiaie  77  NOW 

J Fghlr  Lghining  Slik  11/97 

Jel  Fighter  3 NOW 

Jet  Fighter  Fll  Burn  11/97 

Joint  Slrlke  Fighter  NOW 

Ml  Tank  Platoon  2 06/98 

MS  Flight  Sim  98  NOW 

MW  Mercenaries  NOW 

MW  Mercenaries  3DlxN0W 
Manx  n NOW 

Mech  2 Baillepack  NOW 

MechWarrior  3 06/98 

Mig  Alley  11/97 

Need  lor  Speed  2 SE  NOW 

Outlaw  Racers  03/98 

Privateer  2 SE  11/97 

Redline  12/97 

SU-27  Flanker  2 11/97 

SadiAce NOW 


COMPUTER  GAMES:  ACTION 


Dreams  NOW  $48 

DukeNukmSDAInmcNOW  $29 
Excalibiir2555  NOW  $48 


Fallen 
Flash  Feast 
Freelancer 
G-PollCB 
Gatherer 
Half  Lite 
Hammer  Strike 


11/97  $44 
NOW  $44 
02/98  $42 


Jungle  Dols 

Mageslayer 

Postal 

Prolileer 

Quake 

Quake  Mssn  Pk  1-: 
Quake  2 
Resideni  Evil 
Shadov/ Warrior 


COMPUTER  GAMES:  SPORTS 


$48 

$46 

$43 

$35 

$46 

$44 

$52 

$52 

$26 

$40 

$42 

$48 

$52 

$46 

$44 

$39 

$39 

$46 

S43 

S42 


$52 

$33 

$39 

$46 

$45 

$42 

$29 

$52 

$42 

$47 


‘QUAKE  II'  Quake  was  just  foreplay.  Now  comes  Quake 
II.  Includes  larger,  mission  based  levels,  superior  artifi- 
cial intelligence,  and  wicked  multiplayer  capabilities. 
Experience  smoother  16  bit  graphics  and  real-time 
lighting  effects. 

Activision  (Action) 
Release  Date:  11/97  PC  CD  $52 


‘MADDEN  FOOTBALL  SB'  This  years  update  contains  a 
new  response-adjusling  Al  lo  keep  you  on  your  toes. 
Play  in  all  30  3D  rendered  stadiums,  trade  and  create 
players.  Made  more  realistic  with  10  real  NFL  penalties 
and  commentary. 

Electronic  Arts  (Sports) 
Release  Dale:  NOW  PC  CD  $46 


'JOYSWITCH'  Now  you  can  jump  from  joystick  to 
joystick,  game  to  game  with  the  speed  and  ease  of 
turning  a switch.  No  more  reaching  behind  your  com- 
puter to  swap  joystick  cables  on  the  game  port. 
Joyswitch  does  it  all. 

Lead  Pursuit  (Hardware) 
Release  Date:  NOW  PC  $42 


'CH  RACING  SYSTEM’  Become  a road  warrior  with  the 
system  that  was  built  tor  speed  and  durability.  System 
comes  complete  with  a high-performance  racing  wheel 
with  160  degree  range  of  motion,  four  push  buttons 
and  toot  pedals  for  acceleration  and  braking. 

CH  Products  (Hardware) 
Release  Date:  NOW  PC  $85 


‘CH  GAMESTICK  14'  The  comforlabie  base  is  equipped 
with  14  functions,  a slide  throttle,  trim  controls,  two 
directional  pads  and  patented  gimbal.  Designed  for 
both  left  and  right  handed  gamers. 

CH  Products  (Hardware) 
Release  Date:  NOW  PC  $60 


‘CABIN  FEVERiSNOWBOUND'  How  about  a weekend 
stuck  In  a cabin  with  nothing  to  do  but  play  strip  poker 
with  3 gorgeous  women?  Advanced  poker  engine  and 
hilarious  story  elements. 

Art  Worx  (Adult) 
Release  Date:  NOW  PC  CO  $34 

‘CRYSTAL  FANTASY’  Venture  through  the  cave  of  lust 
and  find  the  secret  crystal.  Interact  with  the  sexiest 
young  jewels  of  the  MacDaddy  harem.  Take  snap- 
shots of  the  girls  and  play  with  them  In  your  ov/n 
private  portfolio. 

MacDaddy  (Adult) 
Release  Date:  NOW  PC  CD  $29 


30  Ultra  Mini  Goll  NOW  S42 
ABCMndyNgmFb9ei1/97  $45 
AIIStarBUSball98  NOW  $44 
Bass  MsirsCissc  Pro  04/90  $42 
SiiiisnOpenGoil  NOW  $24 
FIFARaaaWildCpgSNOW  $46 
FIFA  Soccer  97  NOW  $45 
FPS  Baseball  98  NOW  $28 
FPS  Foolball  98  NOW  $29 
FPS  Soil  Bundle  NOW  $48 
FPS  Skiing NOW  $47 


3D  Magic  Accelerator  NOW  $126 
AllcACSSSSpkerSysNOW  $152 
Assassin  3D  Contllr  NOW  $59 
AssassnODWingiranNDW  $99 
Audio  Ref  30ASpkt5  NOW  $172 
CH  F16  Corrbalslick  NOW  $60 
CHF16FighleisIick  NOW  $100 
CH  FIjglit  Stick  Pro  NOW  $50 
CH  Force  FX  NOW  $129 

CH  Game  Card  3 Auto  NOW  $26 
CHJanesCombISickNOW  $69 


101  Sex  Poslllons 
2069  Oriental  Sex 
Adult  Image  Lib  2i 
Asia  X 

Asian  Paradise 
Aslan  Pearls  3 
Aslan  Silk 
Asians  In  Wndrlnd 
Bangkok  Nigbis 
Bankok  Beauties 
Black  Book 
Black  Foxes 
Busty  Babes  4 
CarWasb  Angels 
Celebrity  Nudes 
Christy  In  the  Wild 
CyberXperience 
Deep  Thi  Girls  5 
Deep  ThrlGils  4P 
DlityDebulniePk 

Diva  X NJ 
Diva  X Rebecca 
Domln-A-Trli 
Domln-A-Tilx2 
Dream  Maclilna  2 
Duke  Screw'em 
Elite  AmerMdls4 
Elite  College  Girls  2 
Elite  Euro  Mdls3 
Elite  EuroMdts  4 
Elite  Models  3 
Elite  Models  4 


NOW  $24 
NOW  $50 
NOW  $25 
NOW  $29 
NOW  $39 
NOW  $24 
NOW  $16 
NOW  $39 
NOW  $19 
NOW  $19 
NOW  $34 
NOW  $28 
NOW  $39 
NOW  $36 
NOW  $26 
NOW  $14 
NOW  $29 
NOW  $26 
NOW  $49 
NOW  $44 
NOW  $39 
NOW  $39 
NOW  $39 
NOW  $19 
NOW  $24 
NOW  $49 
NOW  $46 
NOW  $19 
NOW  $24 
NOW  $19 
NOW  $10 
NOW  $19 
NOW  $19 
NOW  $24 


FPS  Trophy  Bass  RvisNOW  $48 
Gone  Fishin'  NOW  $29 

Hardball  6 NOW  $46 

Heroes  of  Iron  Gild  NOW  $44 
Hooves  Thunder  NOW  $35 
Jack  Nickiaus  Golf  5 11/97  $45 
Kick  oil  97  NOW  $44 

Legends  of  FB  98  NOW  $39 
Links  LS  98  NOW  $33 

Links  LSCngCtryClb  NOW  $19 
Links  LS  Davis  Love  NOW  $25 


Links  LS  Oakind  Hlls  NOW  $19 
Links  LS  Valdeiiama  NOW  $19 
Links  LS  Vainalla  NOW  $19 
MS  Baseball  3D  NOW  $45 
NBA  Action  98  NOW  $42 

NBA  Live  98  NOW  $45 

NCAA  Football  98  NOW  $45 
NFL  OB  Club  98  NOW  $42 

NHL  Breakaway  98  NOW  $42 

NHL  Hockey  98  NOW  $45 

NHL  Power  Play  98  NOW  $34 


COMPUTER  GAMES:  HARDWARE 


CH  Mach  3 Joystick  NOW  $25 
CH  PC  Gamepad  NOW  $19 
CH  Pro  Pedals  NOW  $80 
CHProThionie  NOW  $102 
CHThiotlle  NOW  $65 

CH  Virtual  Pilot  Pro  NOW  $75 
Oiamnd  30  2000  2 M8  NOW  $110 
Gravis  Grip  Conirllr  NOW  $05 
GraM5GrlPPad2Pk  NOW  $24 
Gravis  Grp  Sind  Alne  NOW  $69 
Gravis  PC  Gampd  Pro  NOW  $26 


Gravis  Y-CableAdptr  NOW  $10 
GrvGrp/GmPad  Adpi  NOW  $19 
LablcCS700Spkis  NOW  $34 
Labic  LCS  2612  SpkisNOW  $112 
Liech  Cyberman  2 NOW  $92 
LlechWingMnWariioiNOW  $85 
MS  Sidewinder  Pro  NOW  $44 
MS  Sidewinder  FF  PioNOW  $159 
MS  SIdwindei  Pro  PadNOW  $39 
Sound  Blaster  64  GId  NOW  $189 
Sound  Blaster  64  Val  NOW  $149 


COMPUTER  GAMES:  ADULT 


Erotic  Playground  NOW  $9 

face  Jam  NOW  S27 

Fanlascones  NOW  $38 

Fanlascenes  3 NOW  $39 

from  Asia  w/ Love  NOW  $15 

Fun  House  NOW  $24 

Girlfriend  Donna  NOW  $49 

Clamor  Girls  3 NOW  $19 

Hawaii  NOW  $16 

Hist  01  Blue  Movie  NOW  $15 

Hot  Leather  2 NOW  $25 

Hung  Hunks  NOV/  $21 

Jade  Palace  NOW  $19 

Japan  Inleraciive  NOW  $46 

Japanese  Pearls  NOV/  $19 

Kama  Sutra  NOW  $24 

UBiueGIrM  NOW  $22 

UBIueGilScm  NOW  $29 

Lalex  NOW  $44 

Lalin  Lust  NOW  $24 

Lingerie  Models  NOW  $19 

Made  In  Japan  NOW  $16 

Main  Street  USA  NOW  $19 

Manhunt  NOW  $18 

Max  Domintn  Pk  NOW  $32 

Max  Sex  6 Pack  NOW  $36 

Mega  Pix  NOW  $21 

MenInMolion  NOW  $39 

Mysleiia  NOW  $35 

Mysiigue  Orient  2 NOW  Sig 

Neurodancer  NOW  $32 

New  Machine  6 Pk  now  $42 

Nightwalch  Ini  3 NOW  $46 

Oriental  Action  NOW  $19 


Oriental  Diaries  NOW 

Oriental  Syndrome  NOW 

Oibr  Side  Chelsea  NOW 

OulOILdve  NOW 

Oulposi  69  NOW 

Pandor.,  AAAH's  NOW 

Pandora's  Poker  NOW 

Passion  Poker  NOW 

Peep  Show  2 NOW 

Peeping  Tom  NOW 

Penelration  NOW 

Phone  Sex  NOW 

Platinum  Six  Pack  NOW 

Poker  Parly  NOW 

Porno  Poker  NOW 

Private  Colleclion  NOW 

Piivale  Investigator  NOW 

Private  PIsi  Park  NOW 

Prlvaie  PIsr  Park  2 NOW 

PrivalB  Prison  NOW 

Racguelle  in  Wild  NOW 

Rodney  Rubber  NOW 

Romsoll  Sik  Pack  . NOW 

RonisollSlxPk2  NOW 

Room  lor  Rem  NOW 

Ropes  & Chains  NOW 

Samurai  Pervert  NOW 

Samurai  Pervert  2 NOW 

Scissors  N'  Stones  NOW 

SecitTreas  Japan  NOW 

Select  a Pet  NOW 

Select  a Pet  2 NOW 

Sex  Castle  NOW 

Sex  TV  2 NOW 


$19 

$22 

$29 

$16 

$40 

$16 

$19 

$29 

$32 

$24 

$16 

$9 

$44 

$39 

$36 

$40 

$49 

$26 

$49 

$44 

$24 

$39 

$36 

$29 

$29 

$19 

$42 

$49 

$19 

$19 

$34 

$34 

$29 

$24 


Gteal 

prices 


Titii  RciuiE  Px 

Sand  Warriors  NOW  $ 
Screamer  2 NOW  S: 

Sermn  Oemns  Europet2/97  $: 
Sierra  Pro  Pilot  NOW 
Silent  Hunter  2 09/98  $ 

Spearhead  it/97  S' 

Spearhead  Exp  Pack  12/97  $: 
Tank!  02/98  $ 

Team  Apache  12/97  $■ 
Test  Drive  4 NOW  $ 

Tie  Fightr  Coll  NOW  S 
Trophy  Bass  Rivets  NOW  $• 
Wing  Commander  4 NOW  S; 
Wing  Commander  5 11/97  $/ 
Wings  ot  Destiny  02/98  S' 
X-Car  Expnnnil  Ren  NOW  $• 
X-WingVs.TieCmp  111/97  $ 
X-WngVTieFghler  NOW  S: 
iF-22  Raptor  NOW  $ 
iPanzer44  12/97  $ 


Sin  02/98  $ 

SpecOps  11/97  $ 

Star  Trk  Fist  Contet  11/97  $ 

Tomb  Raider  NOW  $ 

TiespassrJissicParkl2/97  $ 
Twisted  Metal  2 NOW  S 

Virus  11/97  $ 

Unreal  11/97  S 

XS  NOW  $ 

qED  Id!  Quake  NOW  $ 


Open  Ice  NOW  $ 

PBA  Bowling  2 NOW  $ 
PGA  Tour  Class  Crsi  NOW  S 
PGA  Tour  Pro  3-0  11/97  $: 

PGA  Tour  Pro  W95  NOW  $1 
SimGolf  NOW  $ 

TonyLaRussa4  NOW  $ 
Triple  Play  98  NOW  $ 
World  Series  BBail  98  NOW  $ 
Worldwide  Soccer  98  NOW  S: 
Wfid  Cup  Gll  Dor  Bch  NOW  $ 


Space  Orb  360  NOW  $ 

TMF16T0S  NOW  $1' 

TM  F22  Pro  NOW  $1: 

TM  Game  Card  NOW  S 
TM  Uillnm  3D  Incptr  NOW  S 
TMNascar  RacngWhlNOW  SI 
TM  Phazer  Pad  NOW  $ 
TM  Rage  3D  Pad  NOW  $ 
TM  Rudder  ConIrSys  NOW  S 
Verbal  Commander  NOW  S 

Yamana  383300  NOW  $. 


Sex  With  Jena  NOW  S' 

SexiThe  Game  NOW  $ 

Sexy  Six  Pack  NOW  $ 

Seymore  Six  Pack  NOW  $ 

Shaved  Pink  NOW  $ 

ShockiThe  Gama  NOW  $ 

Sorority  Sluts  NOW  $ 

Space  Sirens  2 NOW  $ 

Superstars  of  Porn  NOW  S 

Sushi  Bar  Girls  NOW  S 

Swedish  Erobca  NOW  $ 

Tabloid  Beauties  NOW  $ 

Time  Warp  NOW  $• 

Tokyo  Nightlile  NOW  $ 

Tokyo  Nymphs  NOW  S 

Tuple  Pehelralion  NOW  S 

Twin  Angels  2 NOW  $: 

Ultimate  Tokyo  NOW  S: 

Ultra  Slots  NOW  $: 

Ultra  Vixen  NOW  S' 

VGA  6-Pack  NOW  $: 

Valentine's  Oay  NOW  $: 

Venus  5 NOW  $: 

Village  Collection  NOW  S: 

Virtual  Golden  Eye  NOW  %■ 

Virtual  Sex  2 NOW  $: 

Virtual  Sex  Shoot  NOW  $■ 

Vrtlual  Top  Model  NOW  $: 

virtual  Valerie  2 NOW  $ 

Virtual  Veronica  NOW  S' 

Virtual  Victor  NOW  $ 

Virtually  Yours  2 NOW  $: 

You  Dn't  Knw  Dick  NOW  $: 

Zoom  NOW  $: 


COMPUTER  GAMES:  ADVENTURE 


20kLguesUnflerS8all/97  S48 
7lh  Quasi  2 W05  11/97  S29 

7lh  Guest  W95  NOW  S23 
Abe's  Odysee  NOW  S47 
AdenOuesI  Ct/98  S43 

Adtenix  Crisis  01/98  S45 
Alien  Eatlh  03198  S45 

Alone  in  Dark  Tiiiogy  NOW  $25 
Armed  and  Delirious  NOW  $46 
Aslreron  s Call  02/98  $46 
Aiiantls 
Badlands 

Beavis  BulHid  Virt  St 
Black  Dahlia 


RiLOSi  Pmcf 

■aniasy  11/97  $40 
3 NOW  $45 

jnledW95  NOW  $45 
ran  Proict  3 01/98  $48 
!5t8  12/97  $48 

ess  NOW  $39 
uitUrry?  NOW  $48 
ir1kHlms2  NOW  $42 
rks  NOW  $38 

NOW  $24 
NOW  $52 
0 NOW  $50 

NOW  $35 
Overseer  1297  $54 

Pandora  Directive  NOW  $46 
Palriol  Games  1197  $48 
Phantasmagoria  2 NOW  $54 

Police  Quest  5 SWAT  NOW  $28 
Princmles  ot  Fear  NOW  $47 


COMPUTER:  ROLE  PLAYING 


Respect  Inc  0398  $45 

Return  to  Krondor  0298  $45 
Reverence  NOW  $43 

Ripper  NOW  S48 

RiversclDawn  NOW  $41 
SCARAB  NOW  $38 

SPQR  NOW  $46 

Secret  Mission  NOW  $44 
Secret  ol  Black  Onyx  NOW  $46 
Shivers  2 NOW  $48 

Siege  ol  Siorirhaven  1098  $48 
Space  Bar  NOW  $34 

Space  Quest  3000  NOW  S45 
Star  Trek  Voyager  1197  $48 
Star  TrkJdgRt  Coll  NOW  $38 
Star  Trk  Judge  Riles  NOW  $14 
Star  Trk  Sir  Fit  Acad  NOW  $55 


Dungeon  Master  2 NOW  $15 
Elder  Scrolls  2 NOW  $39 
EldrScrIlsMrtO'rrind  0298  $54 
Elnc  1197  $45 

EverOuesi  0198  $44 

FR  Descent  Undermtn  NOW  $40 
fallDul  NOW  $48 

final  Fanlasy  VII  02/98  $48 
Forsaken  01/98  $42 

KnighlsXentrPG13  NOW  $31 


' $48 


UllimaUndrvrId  1 &2N0W  $15 
WiaardryS  0498  $48 

Wizardry  Gold  W95  NOW  $25 


PEN/PAPER  ROLE  PLAYING  GAMES 


AD&DCoie  Rules 
AD&D  CmStiTact 
AD&D  DM  Guide 


kill  & Pv/f 
pell  & Mgc 


NOW  $36 
NOW  $17 
NOW  $20 
NOW  $20 
NOW  $26 
NOW  $17 
NOW  $19 
NOW  $6 
NOW  $17 
NOW  $17 


Conspiracy  X 
Cyberpunk  2020 
Celesll  Dice  Mais 


NOW  $20 
NOW  $17 
NOW  $5 


lie  Cornel  NOV/  5 


;a4thE0 

mCrsIs 


NOW  $18 
NOW  $30 
NOW  $26 
NOW  $25 
NOW  S20 
NOW  $18 
NOW  $15 
NOW  $29 
NOW  $22 
NOW  $21 
NOW  $15 


NOW  $5  MTG  Vii 


ceMerc  NOW  $5 

ca  Plulo  NOW  $5 

ce  Terra  NOW  $5 

ce  Uran  NOW  $5 

ceVenu  NOW  $5 

s NOW  $25 

e 5lh  Age  NOW  $21 

n NOW  $18 

n Comp  NOW  $15 

GMPack  NOW  $11 

ms  NOW  $22 

liens  NOW  $14 

uloduel  NOW  $15 

inpsaurs  NOW  $15 

amp  NOW  $18 

ompll  NOW  $18 

ulebPOk  NOW  $20 

oblins  NOW  $18 

lagic  NOW  $14 


GURPSMecha 
CORPS  Robots 
GURPS  Space 


NOW  $15 
NOW  $14 
NOW  $14 
NOW  $16 
NOW  $25 
NOW  $17 
NOW  $25 
Macross2  NOW  $11 

Mage  2nd  Ed.  NOW  $21 

Mcchwariior  NOW  $13 

Mechwarnor  Comp  NOW  $12 

Mulalion  NOW  $30 

Nephilim  NOW  SIS 

NigMspawn  NOW  $16 

01  Gods  And  Men  NOW  $22 

Once  Upon  a Time  NOW  $14 

Palladium  Fantasy  NOW  $20 

Paranoia  Fifth  Ed.  NOW  $20 

Pendragon  4!h  Ed.  NOW  S19 

Hills  NOW  $21 

Robolech  NOW  $11 

Robotech  Zenlaedi  NOW  $7 


COLLECTIBLE  CARD  GAMES 


NOW  $1  On  the  Edge  SD 


NOW  S1 
NOW  S3 
NOW  $2 


Star  Trek  Booslei 
Star  Trek  NG  DP 
Star  Tk  NG  Hdeck 
Star  Trek  Slailei 
Slar  Trek  TNG  SO 
Star  Wars  BP 
Star  Wars  SD 
Tank  Commander 
X-Files  Booslor 
X-Files  Starter 


SONY  PLAYSTATION 


SJSi? 


NOW  $46 
0198  $49 
NOW  $42 


NOW  $59 
198  $46 
NOW  $51 
NOW  $40 
1197  $44 
NOW  $44 
NOW  $44 
1197  S4B 
NOW  $46 
NOW  $36 
NOW  $44 
0298  $49 


NOW  $49 
NOW  $46 
NOW  $44 
0298  $49 
NOW  $46 
1197  $44 
NOW  $44 
NOW  $39 
NOW  $42 
NOW  $44 
NOW  $46 
NOW  $44 
NOW  $50 
NOW  $46 
NOW  $45 
NOW  $46 
01/98  $52 
1197  $40 
1297  $46 
NOW  $44 


Albert  Odyssey 
Batman  and  Robin 
Bailie  Monsiers 
Bonibeiman 

Ciilicom  2 

Crusader 
Crypl  killer 
Darkligbt  Conllict 
Darkslalkers  3 
Enemy  Zern 
FIFA  Soccer  98 
Fighiers  Megamix 
Here's  Adventures 


NOW  $52 
1197  $44 
NOW  $34 
NOW  $52 
NOW  $46 
NOW  $52 
NOW  $49 
NOW  $46 
NOW  $42 
NOW  S44 
11/97  $49 
11/97  $49 
NOW  $46 
NOW  $52 
NOW  $42 
NOW  $49 
NOW  $46 
NOW  $49 


['ulfeaddmoMmnn'in'd'hiS 
ml,  and  per  Hem  baW.L-pen 


‘THE  CURSE  OF  MONKEY  ISLAND'  Includes  all  of  the 
elements  that  made  the  series  great  but  with  a more 
highly  stylized,  hl-resolulion  look.  Through  an  Inluitive 
interface  players  pick  up  and  use  objects  and  talk  to 
various  characters  throughout  the  game. 

Lucasarls  (Adventure) 

Release  Date:  11/97  PC  CD  $39 

‘OF  LIGHT  AND  DARKNESS’  Once  every  thousand 
years,  gates  open  between  the  waking  world  and  the 
realms  of  dream  fime,  offering  opportunities  to  those 
who  dare,  to  save  humanity  from  extinction.  Now  is  the 
time  to  stop  catastrophes  that  could  usher  in  a thou* 
sand  years  of  darkness. 

Interplay  (Roleplaying) 

Release  Dale:  11/97  PC  CD  $46 

‘MYST  2’  Will  provide  an  exploration  experience 
through  a new  world  filled  with  7,000  images,  over  an 
hour  of  animation  and  original  music,  requiring  acute 
skills  of  observation. 

Broderbiind  (Adventure) 

Release  Date:  NOW  PC  CD  $52 

'BALDUR'S  GATE'  Is  set  in  the  legendary  Forgotten 
Realms  campaign  world.  Uses  a transparent  interface 
an  gameplay  that  uses  a real-time  modification  of  the 
ADD  rules  system.  There  are  over  60  monsters  to  fight, 
you  control  a party  ol  six  each  with  unique  abilities 
and  personas. 

Interplay  (Roleplaying) 

Release  Dale;  11/97  PC  CD  $48 

'DEFIANCE'  You  are  a test  pilot  for  an  awesome  new 
weapon  when  suddenly  if  Is  no  longer  a test.  First 
person  combat  simutator,  four  levels  of  firepower, 
missiles  and  auxiliary  weapons.  Twin  beam  laserlok 
firing  system. 

Avalon  Hill  (Action) 

Release  Date:  NOW  PC  CD  $40 

'SHADOWRUN'  In  the  world  of  2053,  magic  has 
relumed  and  elves,  dv/arfs.  orks.  and  trolls  have 
assumed  their  true  lorms,  with  megacorporations  in 
charge.  When  they  want  something  done  they  come  to 
you.  You  might  be  a decker,  street  samurai  or  a magi- 
cian. Whatever  you  are,  you  will  need  all  the  power  you 
possess  to  make  a shadowrun. 

FASA  (P/P  Raleplaying) 

Release  Dale:  NOW  RPG  $20 


D 5TH  EDITIDN'  This  deck  con- 
l8  game  cards,  randomly  assorted,  plus  a 
Each  player  must  have  a deck.  This  deck  may 


Wizards  of  the  Coast  (Card  game) 

Release  Date:  NOW  CG  $7 

'BREATH  OF  FIRE  III'  Immense  environments  allow 
viewpoint  rotation  lo  reveal  hidden  pathways,  items, 
secrets  and  powerups.  Find  the  secret  of  the  Dragon 
shrines  or  become  an  apprentice  to  learn  magic  and 
special  abilities 
Capcom  (Roleplaying) 

Release  Date:  1/98  PSX  $52 

'MAGIC  KNIGHT  RAYEARTH'  Three  Japanese  school- 
girls must  save  a Princess  to  restore  peace  to  the  land. 
Breathtaking  animation  v/llh  over  90  minutes  of  audio. 
When  you  talk  lo  characters  in  the  game,  they  reply! 

Working  Designs  (Raleplaying) 

Release  Date:  NOW  SAT  $52 


le  to 


SegasDfl 

Release  Date:  NOW  PC  CD  $27 


'BATTLESPIRE'  lakes  place  in  the  rich  fantasy  selling  ol 
Bethssda’s  award-winning  Elder  Scrolls  series. 
Brilliantly  detailed  3D  environments,  from  sinister  dun- 
geons to  lowering  castles,  with  unprecedented  interac- 
tivity. Unique  character  design  system,  with  unrlvaied 
power  to  custom-build  the  exact  type  of  hero  you  want. 
Bethesda  (Roleplaying) 

Release  Date:  10/97  PC  CD  $49 


IS.  MONEY  ORDEnS  UNDER  S2CO  SAME  AS  CASH.  COD  $8. 

. and  Subject  to  chanqe  at  any  time.  Haidwaie  orders  may  re 
.andhandlibg  chargescatculaledonaperorder,  per  sbipm 
or  each  Item  ordered  and  the  'per  shipmenr  charge  is  charge 
■ V.  1997  issuetwhile  supplies  Iasi)  of  Computer  Games  Siril 


change  at  any  lime  Release  schedules 
dling  charges.  Delectives  replaced  with 
itder'  charoe  Is  charged  once  per  order 
re  10  you.  Each  Uniled  Stales  order  will 
.00  of  the  order  cost  will  be  allocated. 


Standard  Pneroy 
US. Mari  US  Mail 
?-in  by.<  aj  pJij 
Tl.OC  52  00 


ticsa  Zdi  CliS 


CIRCLE  READER  SERVICE  #068 


cawizerpd 


rOMB  RAIDER  U 


Eidos 

jeatdi  for  the 
Dogger  of  Xian 
.vitR  the  unstoppable 
.ora  Croft,  boclt  in 
Tomb  Raider  II. 
rombines  iho  classic 
]ameploy  of  Tomb 


Ask  For 
Ext  404 


weapons, 
i and  morel 


Win  '9S  #48394- 


SouthPeak 

Become  an  MIB  agent 
in  this  exciting  news, 
oction/odventure  j 
gome  based  on  the  / 
Glockbusler  movie:  ^ 
Men  in  Block!  Choose 
from  the  three  moin 
chorocters  to  bottle 
aliens  in  three  new 
Men  In  Block  missionsi 


Bungie 

The  first  fully 
multimetrie,  reol-tims 
taciicol  worfore 
strategy  game.  This 
masterpiece  of  epic 
battle  depicts  the 
cornoge  of  the 
battlefield  in  oil 
its  sovoge  glory. 


Win  '95  #48661 


Win '95  #47797 


PRELUDE 


iSouthPeak 

Hours  of  challenging 
borne  ploy  await 
^ou  m the  Stevenson 
Museum.  Uncover  the 
pecrot  housed  within 
benghis  Khan's 
Ireosures,  navigate 
[hrough  booutiful, 
lovish  sets  and  interact 
with  live  characters 


Turn-based,  tactical 
"Bottle  Isle"  gome. 
Features  a vast  array 
af  weaponry  and 

Slorious  real-time 
D animations.  Load 

3 platoon  of  space 

marines,  protect  thds 


colony  ond  focilitole 
Bvocualionl 


Win  '95  #48302 


'95  44436Q 


mVE  LABS'BLUE  BYTE«KENSINGTON*LOGITECH«MATROX«NUMB£R  NINE«MGM»ORlGIN-SYMANTEC«WESTERN  DIGITAL-VIEWSON 


•DlAMONr'  ' 


800-228-7449 

Call  to  Order  Mon  - Fri  9:00  am  -1 0:00  pm  EST 

CUSTOMER  SERVICE,  CALL  |978|443-6)25  Mon  ■ Fri  9am  ■ 5pm  EST 


Qmeri00 


EAST  FRONT 

Talonsoft 

Stort  05  compony 
commander  in  the 
epic  bailies  in  mother 
Russia  ond  work  your 
way  up  the  ronks, 

Play  scenarios  prcsol 
by  an  All-Stor  design 
team,  or  create 
your  own  using 
the  scenorio  editorl 
Win  '95  446944 

TEXMURPHY 

OVERSEER 

Experience  the  most 
exciting  inleroctivc 
mystery  yet,  feolurlng 
Hollwood  lolenis 
Micnoel  York  and 
Rebecco  Broussard  in 
the  first  entertoinment 
software  designed 
for  DVD. 

Win  '95  #48647 

PRELUDE  TO' 

WATERLOO 

Talonsoft 

The  aword-winning 
history  series  returns 
'ith  l(ie  twin  bailies 
if  Ligny  and  Quotro 
Iros  preceding  the 
ipic  struggle  at 
Valerloo.  Easy 
to  play,  difficult 
to  mosterl 

95  #46943 


DEFIANCE 
Avalon  Hill 

'tovigote  through 
1 3 levels  of  intense 
Klion,  ottocking 
rrealures  that  wont 
your  blood.  3D 
Deceleration  for  3Dfx 
Dnd  on  epic  movie  ot 
ho  conclusion,  shouk 
you  ever  moke  it... 
Win  '95  #48244 


DEF 


TAKE  NO 
PRISONERS 
Broderbund 

rVith  unique  lopdov 
/lews,  this  adrenaline- 1 
illed  gome  of  onnihi- 
oiion  from  the  devel- 
Dpers  of  Hexen  II,  is  a 
low  woy  to  ploy  3D 
action-shooters.  24MB  ■ 

?AM  recommended. 

Win  '95  #48239  " 


[WARLORDS'  Ilf 


G-FORCE  PLUS 

Suneom 

3o  from  land  to  air 
In  Q snap  with  G-Force 
PlusI  This  full-sized 
flight  yoke  is  also  □ 
ealislic-feeling  racing 


Broderbund 

Combine  the  oction 
of  reol-lime  wilh  the 
depth  of  turn-based 
strategy  and  you've 


pot  Warlords  III. 
Kondom  map 
generotor  ond  80 
Bifferent  heroes, 
[creolures,  ond  war 


wheoil  Sturdy  design 
ensures  thol  you  won 
loke  o spill  ond  the’s 
srgonomic  feel  keeps 
/ou  ploying  for  hours 


ships  rendered 
-time  3D! 


Flight  Simulator 


#39225 


jWin  '95  CD  34278 


|Win  '95  #48249 


FALLOUT 


mBHOrearnCotcher 

Al^snStep  through  the 
^^^tiUUgatewoy  into  o 3-D 


Interplay 

dongorous  world  is 
all  tna.t  remains  ofter 
nuclear  war.  You  must 
tombot  mutants, 
gongs,raditolion  and 
more,  os  you  choose 
from  different  types 
of  weapons  ond 
attack  skills. 


Ilue  Byte 

soking  for  a good 
drenaline  rush? 
nis  game  gives 
lenty  of  intense 
clioni  Features 
highly-advanced 
ngine  that  delivers 
icredible  3D  \( 
raphics  - accelerotoN 
3rd  not  necessaryl  / 


world  of  puzzles  in 
this  grophic  adventure! 
FincTclues,  and  worlds 
will  open  to  you. 

But,  beworel  A dork 
[mystery  lies  beyond. 
Someone,  somewhere.. 


|win  '95  #48250' 


I Win  ^95  #48704 


jWin  '95  «20969 


'RECISION 


RACING 

Microsoft 

Push  the  limits  of 
toeing  reality! 
Coplure  all  the 
[speed,  thrills  and 
[competition  of 


spen-wheel  roce  cor! 
Strap  in  tight  for  white 
(nuckle  excitement! 


{win  '95  #48703 


'UMOOwl 


vniDS-THE  GAME 

Sirtach 

Your  computer  has 
seen  infected  by  a 
rirus  and  you  need  tt 
ourney  to  the  core  i 
your  machine  to  kill 
The  Virus  will  nuke  the 
mouse,  keyboard; 
anything  to  keep  you 
3ul.  Just  be  glad  Virus 
is  only  0 gome... 

Win  '95  #47963 

RIVEN 

BrocJerbuncJ 

The  sequel  to  Myst 
sromises  to  be  just 
os  enthralling. 

Prepare  yourself, 
this  losk  won't  be 
os  eosy.  Alluring 
music  ond  sound 
effects  draw  you  in, 
but  bewore,  nothing 
Riven  is  as  it  seems. 
Win  '95  #45891 


'VIRUS: 


WEsmm  msEM 


"mmsm 


ffHILg.TmiBMewm0hiCHBOARD2.0 


. -.  . your  functior 
^eysl  The  intuitive 
^interfoce  makes 
programming  simple, 
one-touch 
the  web 
sites  and  applications 
.jyou  use  most! 


' -Y 

Laun'ctiBoar(l^'^wn‘%rtm66 


S7098  8tiiuhOp«nGolfCD 

48t69  Cobin  F«w:  Snowbound 

47660  Copiiolism  Plui  

42735  Chaos  Oueiloids  CD 

4l849Ch«i8moslef  5000CD 

43903  Ciosa  Combol  CO 

4B342  Cioso  ComboU  Bridge  Too  Far  2.0  NEW . 

43581  Commond  i Conquer  CO 

44560  Conquest  o(  tlio  Skies  CO 

46350  Corel  Mqlo  Exirame 

47923  Cra< 

Crow;  Ciry  ot  Angels  CD.  . 


ia  Gatherrrtg  BollleMage  CO  . 


...  4d928.^chWq<r,w,2  Battla.Pock  . . , . 
'/4^41  'M&h\VoitW;StM*rt;«fpoi  3DF 
;^f.r49  M^otac^.Basdii^  COU..',  . 
^'rfdSW/Ainsfehfruifc'Moanais  COX;-'. . 
4Lli5,-Mo'ioIlCdnitioiW.  . 

46063-Mwo  Ilocarv  A. ' ' . 


7 46961  N 

0 48441  N 

0 44502  Navarhood  CD 

4 45892  Obsidian 

6 44403  Oultows  W95  CD 

7 41464  PBA  BowlingCD 

a 22228  PGA  Tour  Pro 

8 47455  POD 

9 45235  Pocific  General  CO 

5 43057  Port2erGene(alllCD  NEW.. 

0 4B682  Pc<  ImparlotErrinent  Domoin  . . 

7 36773  PilFoll,  Moyon  Aduenlure  CD  . , 

5 44966  Pro-Pilol  CO  NEW  . . . , 

7 47866  9aoko2  PttEORDER  ..  . . 

5 . 48SJ3J(^gedEodh  . 

Q 190,4  c'd^s.^]..-  ftsaviu 


48024  Thrus-maitar  Page  NEW 
29363  Thrusnnosser  Rudder  Pedots  IBM 
38 1 56  Thtuslmasrer  TQS  lot  FICS . 

31258  Thrusimauer  WCS  Mo 
39B46  Thrustrroster  XTighior 
4S974  Wbvatorce  OB50XG  Oaughiatbrd . 


4S063-^o  Rocer’v 

44969  NASCAR  II  W95  CO  

44566  NBA  Jam  Eitrerra  CO 

48072  NCAA  Football '98  1998  NEW.. 

45682  NFl  legends  ol  Foolbatl'98 

47930  NHL '98 


47245  RebeSlon  NEW  . 

' 43299  Rod  Boren  II  PREOROER. 
48346  Res>dertevl  .... 

43363  Rise  & Rule;  A Em 

46157  Risk  CO  

41232  Rood  Rash  CD. . . 

48241  ScbraAca  NEW 
45160  Sereomer  2 W9. 


800-228-7449f5i‘ii® 


Order  Mon-Fri  9:00am  - 10:00pm  EST  and  Saf-Sun  9;00am  ■ 6:00pm  EST 

Call  For  All  Your  Computing  Needs 

CUSTOMER  SERVICE,  CALL  (978)  443-6125  Mon  - Fri  9am-5pm  EST 
To  Fax  your  order  diol:  (978)  443-5645  liiTTFl  ml  I'fTfri^ 

or  mail  your  order  with  o check  to:  I * ' 

(10HP|]TER  EipFBSS  31  Union  Avenue,  Sudbury,  MA  01776 

Complete  on-line  catalog  with  over  5000 
software  and  hardware  titles. 


Y .No  surcharge  is  odded  to  credit  card  orders. .PO's,  wire  tronsfers,  personol  and  cashiers  checks 
P occepied..Somo  items  are  not  relurnable.  Returns  require  authorization  # ond  ore  subject  lo  15% 
° restocking  fee.  .All  items  offered  for  sole  ore  subject  to  availability.  .We  are  not  responsible  for  typogroph- 
^ leal  errors.  .Shipping  and  handling  charges  apply.  .Worldwide  snipping  I, All  prices  ore  subject  lo  chortge 
^ without  notice,  'if  you  lind  a product  at  Computer  Express  Ihol  is  currently  sold  anywhere  for  less,  show 
j us  the  od  ond  we  will  beat  the  pricel 


FLIGHT 

SIMULATOR  '98 
Microsoft 
With  Q global 
database  of  scenery, 
airports  and  pilot-tested 
flight  models,  Flight 
Simulator  '98  is  as 
gelsl  SlO 


iRMED&DELtRIOUS 

iirtech 

Granny  as 
the  travels  to  exotic 
'orlds  searching 
)r  her  family.  Sense 
lecomes  nonsense 
poor  Granny 
trial  and  error 
lly  error)  to 
her  beloved  kin. 

I '95  #47960 


iF-16 

Interactive  Magic 

-rom  the  creolors  of 
apache.  Hind,  and 
fornodo  comes  iF-1 6, 
he  flight  sim  that's 
3erfecl  for  any  ai 
vorriorl  You'll  lor 
or  your  G-suit  wi' 
ncrcdibly  reollstit 
veopons  systems 
jnd  cockpil. 

Win  '9^  #40468. 


'•15  TALON 
Suneom 

2 programmable  fire 
sullons  and  built-in 
nemory,  4 sets  of 
unctions  for  eoch  fire 
suilon  for  a total  of 
18  commands.  Talon 
'omembers  your 
orogrommed  fire 
ouftons  even  offer  your  ^ 
:ompuler  is  turned  offi 
PC  Only  #39876 


m 


STARFLEET 
ACADEMY 
Interplay 

The  first  and  only 
multi-plwer  Star  Trek 
action/fiight  simulator! 
Fly  the  Storship 
Enterprise  through  27 
missions  of  incrraible 


GAME5TICK  14 
CH  Products 

lAmbldcxIrous  design 
to  suit  ony  gamer! 

The  ergonomically- 
designed  base  and 
handle  will  keep  you 
comfortable  for  hours 
ol  vigorous  gome  ploy. 
Fourteen  functions 
to  kick  butt  in  ony 
gome  you  choosel 
PC  Only  #48055 

FNKSLS  f9'98 

The  world's  most 
oword-winning  golf 
simulolor  is  now 
faster  and  better  than 
wilh  "look 

'oheod  rendering'ond 
.lunningly  beouliful 


/QQ6'  iUiliun  reflections. 

Win  '95  #47695 


Media  On™  Game  Extreme 


Intel  1 66MHz  Pentium®  Processor  with  MMX™  Technology 
Intel  AN430TX  Motherboard  with  512K  cache  & USB 
16  MB  EDO  DIMM /1.44MB  Floppy 
3 GB  EIDE  Hard  Drive 

SSViRGE  3D  w/4MB  EDO  RAM  (METABYTE  GIA  3D) 
Yamaha  Sound  on  board 
16X  CDROM 

104  Win95  Keyboard  & Mouse 

Diamond  Supra  33.6  voice  Modem  qqq 

Mini-ATX  CASE  with  235  Watt  Power  Supply  ^ 
Microsoft  windows  95  & McAfee  VirusScan 
Monitor  Sold  Separately 


Intel  200MHz  Pentium®  Processor  with  MMX^'^  Technology 

Intel  AN430TX  Motherboard  with  512K  cache  & USB 

32  MB  EDO  DIMM  / 1 .44MB  Floppy 

3 GB  EIDE  Hard  Drive 

S3  VIRGE  3D  with  4MB  EDO  RAM 

Yamaha  Sound  on  board 

16X  CDROM 

Diamond  Supra  33.6  voice  Modem 
1 04  Win95  Keyboard  & Mouse  ' 1 99 


Mini-ATX  CASE  with  235  Watt  Power  Supply 
Microsoft  windows  95  & McAfee  VS  Scan 
Monitor  Sold  Separately 

Intel  233MHz  Pentium®  Processor  w/MMX™  add  $125 


Note,  Intel  inside  Logo  and  Pentium  are  registered  trademarks  and  MMX  Is  a trademark  of  Intel  Corporation.  All  other  names  are  properties 
of  their  respective  corporations.  Price  and  speclllcatlons  are  subject  to  change  without  notice.  Not  responsible  for  typographic  errors.  Good 
only  while  supplies  last. 


Intel  200MHz  Pentium®  Processor  with  MMX''’^  Technology 
Intel  AN430TX  Motherboard  with  51 2K  cache  & USB 
32  MB  EDO  DIMM  /1.44MB  Floppy 
4.5  GB  Ultra  Wide  SCSI  w/UW  SCSI  Controller 
3D  Video  w/ 4MB  RAM 
Yamaha  Sound  on  board 
16X  SCSICDROM 
100MB  SCSI  internal  ZIP  Drive 
Diamond  Supra  33.6  voice  Modem 
1 04  Win95  Keyboard  & Mouse 
Mini-ATX  CASE  with  235  Watt  Power  Supply 
Microsoft  windows  95  & McAfee  VS  Scan 


■ 2 years  limited  warranty  / 2 years  Labor 


CIRCLE  READER  SERVICE  #102 


A MONTHLY  SURVEY  OF  CGI/I/  SUBSCRIBERS 


THE  COMPUTER  GAMING  POLL 


|ach  month,  2,000  CGW/ subscribers  are  selected  at  random  to  rate  100  computer  games.  The  results  of  that  poll  are  combined  with  the  results  of 
I previous  months  to  yield  a cumulative  average  for  the  best  plays  in  gaming.  If  you  receive  a ballot,  please  return  it  with  your  ratings  so  that  other 
■ gamers  and  game  publishers  can  benefit  from  your  feedback. 


1 TOP  ACTION  GAMES 

1 Quake  Pack  2:  Dissolution  of  Eternity 

td  Sofivflre/Rogue 

.9.06.. 

2 Quake  Pack  1:  Scourge  of  Armagon 

id  Software/Rilual 

9.03 

3 Duke  Nukem  3D 

3D  Realms 

8,32 

4 Tomb  Raider 

Eidos 

8.30 

5 Crusader:  No  Remorse 

EA/Origin 

8.12 

6 Quake 

id  Software 

8.01 

1 7 The  Need  for  Speed  SE 

EA 

7.99 

1 8 Crusader:  No  Regret 

EA 

7,81 

IS  MDK 

Piaymates/Shiny 

7,62 

10  Interstate  '76 

Activision 

7.54 

1 TOP  ADVENTURE  GAMES 

Gabriel  Knight  2 

Sierra 

8,23 

Pandora  Directive 

Access 

8,21 

Rama 

Sierra 

7,85 

The  Neverhood 

Dreamworks 

7.69 

Realms  of  the  Haunting 

Interplay 

7.65 

Spycratt 

Activision 

7.54 

Full  Throttle 

LucasArts 

7.47 

Circle  of  Blood 

Virgin 

7,46 

Leisure  Suit  Larry  7 

Siena 

7,37 

Zork  Nemesis 

Activision 

7,22 

TOP  CLASSIC/PUZZLE  GAMES 


1 You  Don’t  Know  Jack  il 

2 You  Don’t  Know  Jack 

3 You  Don’t  Know  Jack  Movies 

4 You  Don’t  Know  Jack  Sports 

Berlffiiey  Systems 
Berkeley  Systems 
Berkeley  Systems 
Berkeley  Systems 

■ 8.43. 

8.19 
7.98 
7.90 

5 Power  Chess 

Sierra 

7,33 

6 Incredible  Toons 

Sierra 

7,20 

7 Sierra  Poker 

Sierra 

6,96 

6 Mind  Grind 

Microforum 

6,89 

;9  Monopoly 

VirginAVestwood 

6.85 

10  Baku  Baku 

Sega 

5.98 

TOP  ROLE-PLAYING  GAMES 


1 TOP  SPORTS  GAMES 

1 UnksLS 

Access 

.8,66.. 

2 NASCAR  2 

Sierra 

8.25 

3 NHL  97 

EA  Sports 

8,14 

4 NBA  Live  97 

EA  Sports 

8.05 

5 Grand  Prix  2 

EA  Sports 

8,02 

6 Jack  Nicklaus  4 

Accolade 

7.80 

. Tripiepiay  P'r 

:,EA  Sports: 

. . m 

8 NASCAR  Racing 

Sierra 

7,58 

9 THpleplay  97 

EA  Sports 

7,50 

10  NHL  Hockey  96 

EA  Sports 

7,49 

Diablo 

Blizz^d 

8,75 

Daggerfall 

Bethesda 

7.44 

Anvil  oi  Dawn 

New  World  Computing 

7.15 

Albion 

Blue  Byte 

6,13 

Rtop  simulation/space  combat  games 

1 Wing  Commander  IV 

EA/OrigIn 

,9.36, 

2 AH*64  Longbow 

EA/Origin 

8.12 

3 MechWarriorZ 

Activision 

8.11 

MechWarrior  2:  Mercenaries 

Activision 

8.11 

5 U.S.  Marine  Fighters 

EA 

7.87 

6 Silent  Hunter 

SSI 

7.86 

7 EF2000 

Ocean 

7.65 

r>88(i)  Hunter/Killer 

EAfJane’s 

7.63 

9 U.S.  Navy  Fighters 

EA 

7.57 

10  Advanced  Tactical  Fighters 

EA 

7.47 

TOP  STRATEGY  GAMES 


TOP  WARGAMES 


1 Heroes  II  Price  of  Loyalty 

2 WarCraft  II  Expansion  Disk 

3 Red  Alert 

New  Wodd  Computing 
Blizzard 

Vi^in/Westwood 

9.01 

8.’86 

8,78 

WarCraft  II 

Blizzard 

8.78 

5 Heroes  il 

New  World  Computing 

8.74 

6 Civilization  II 

MicroProse 

8.72 

7 Red  Alert:  Counterstrike 

VirginAVeslv/ood 

8,39 

8 C&C;  Covert  Operations 

Virgin/Westwood 

8.27 

: 9 Command  & Conquer 

VirginIVitestwood 

8.26 

|l0  Civilization  2;  Scenarios 

MicroProse 

8,19 

1 Steel  Panthers  11  Campaign  Disk 

2 Steel  Panthers  Campaign  Disk 

SSI 

SSI 

8.76 

8,67 

3 Steel  Panthers  II 

SSI 

8,44 

4 Steel  Panthers 

SSI 

8.40 

: 5 Battleground:  Bull  Run 

TalcnSon 

a.i6 

6 Battleground:  Shiloh 

TaionSoft 

8.14 

7 Battleground:  Antietam 

TalorlSoft 

7.97 

8 Tigers  on  the  Prowl  II 

HPS 

7.91 

9 Battleground:  Waterloo 

TaionSoft 

7.75 

10  Battleground:  Napoleon  in  Russia 

TaionSoft 

7.73 

ccw 
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TOP  100  GAMES 


r 


★ 1 

Quake  Pack  2:  Dissolution  of  Eternity  id  Softvare/Rogue 

AC 

9,06 

51 

The  Neverhood 

Oreamvrorte 

AD 

7,69 

2 

Quake  Pack  1:  Scourge  of  Armagon 

id  Software/Ritual 

AC 

9,03 

52 

Tripleplay  98 

EA  Sports 

SP 

7,67 

★ 3 

Heroes  If  Price  of  Loyalty 

New  World  Computing 

ST 

9.01 

53 

EF2000 

Ocean 

SI 

7.65 

4 

WarCraft  II  Expansion  Disk 

Blizzard 

ST 

8.86 

Realms  of  the  Haunting 

Interplay 

AD 

7.65 

5 

fled  Alert 

Virgin/Westwood 

ST 

8.78 

55. 688(1)  Hunter/Kiilr.  ;; 

WarCraft  If 

Blizzard 

ST 

8.78 

X-COM  Apocalypse 

MicroProse 

ST 

7.63 

Steel  Panthers  If  Campaign  Disk 

SSi 

WG 

8.76 

57 

MDK 

Plavmates/Stjli|9 

AC 

7.62 

Diablo 

Blizzard 

RP 

8.75 

58 

Jagged  Alliance;  Deadly  Games 

Sir-Tech 

ST 

7.58 

9 

Heroes  If 

New  World  Computing 

ST 

8.74 

NASCAR  Racing 

Sierra 

SP 

7.58 

10 

Civilization  11 

MicroProse 

ST 

8.72 

60 

U.S.  Navy  Fighters 

EA 

SI 

7.57 

11 

Steel  Panthers  Campaign  Disk 

SSi 

WG 

8.67 

61 

Battleground:  Gettysburg 

TalonSoft 

WG 

7.55 

★ 12 

Links  LS 

Access 

SP 

8.66 

62 

Interstate  '76 

Activision 

AC 

7.54 

13 

Steel  Panthers  If 

SSI 

WG 

8-44 

Spycraft 

Activision 

AD 

7.54 

•k  » 

You  Don’t  Know  Jack  11 

Berkeley  Systems 

CP 

8,43 

64 

Lords  of  the  Realm  II 

Sierra 

ST 

7,51 

15 

Steel  Panthers 

SSI 

WG 

8.40 

65 

Tripleplay  97 

EA  Sports 

SP 

7.50 

16 

Red  Alert:  Counterstrike 

Virgin/Westwood 

ST 

8.39 

66 

NHL  Hockey  96 

EA  Sports 

SP 

7.49 

★ 17 

Wing  Commander  IV 

EA/Origin 

SI 

8,36 

67 

Advanced  Tactical  Fighters 

EA 

SI 

7,47 

18 

Duke  Nukem  3D 

3D  Realms 

AC 

8.32 

Full  Throttle 

LucasArts 

AD 

7.47 

19 

Tomb  Raider 

Eidos 

AC 

8.30 

69 

Circle  of  Btood 

Virgin 

AD 

7.46 

20 

C&C:  Covert  Operations 

VirginAVestwood 

ST 

8,27 

70 

The  Need  for  Speed 

EA 

AC 

7.45 

21 

Command  & Conquer 

Virgin/Westwood 

ST 

8.26 

71 

Daggerfatf 

Bethesda 

RP 

7,44 

22 

NASCAR  2 

Sierra 

SP 

8,25 

Fantasy  General 

SSI 

ST 

7.44 

k 23 

Gabriel  Knight  2 

Sierra 

AD 

8.23 

73 

NBA  Live  96 

EA  Sports 

SP 

7.43 

24 

Pandora  Directive 

Access 

AD 

8.21 

74 

FPS  Football  Pro  ’97 

Sierra 

SP 

7.42 

25 

Civilization  2:  Scenarios 

MicroProse 

ST 

8.19 

X-Wing  vs.  TIE  Fighter 

LucasArts 

SI 

7.42 

You  Don’t  Know  Jack 

Berkeley  Systems 

CP 

8.19 

76 

CivNet 

MicroProse 

ST 

7.41 

. ..-.legrouiid:  Sui:  T : , 

TalonSoft 

WG 

8,16 

FPS  Football  Pro  '96 

Sierra 

SP 

7.41 

28 

Battleground:  Shiloh 

TalonSoft 

WG 

8.14 

78 

Leisure  Suit  Larry  7 

Sierra 

AO 

7,37 

NHL  97 

EA  Sports 

SP 

8.14 

79 

PGA  Tour  Golf  486 

EA  Sports 

SP 

7.36 

30 

AH-64  Longbow 

EA/Origin 

SI 

8.12 

80 

Decisive  Battles  of  WW  11:  Ardennes 

SSI/SSG 

WG 

7,33 

Crusader:  No  Remorse 

EA/Origin 

AC 

B.12 

Power  Chess 

Sierra 

CP 

7.33 

32 

MechWarrior  2 

Activision 

SI 

8.11 

Tony  LaRussa  3 

Stormfront  Studios 

SP 

7,33 

MechWarrior  2:  Mercenaries 

Activision 

SI 

8.11 

83 

Comanche  3 

NovaLogic 

SI 

7.30 

34 

Dungeon  Keeper 

EA/Bullfrog 

ST 

8.06 

Robert  E.  Lee:  Civil  War  General 

Sierra 

WG 

7.30 

35 

NBA  Live  97 

EA  Sports 

SP 

8,05 

85 

Privateer  2 

EA/Origin 

SI 

7.28 

36 

Grand  Prix  2 

MicroProse 

SP 

8,02 

86 

F>22  Lightning  II 

NovaLogic 

SI 

7.26 

37 

Quake 

id  Software 

AC 

8.01 

87 

FIFA  97 

EA  Sports 

SP 

7.24 

38 

The  Need  for  Speed  SE 

EA 

AC 

7.99 

Theme  Hospital 

EA/Bullfrog 

ST 

7.24 

39 

You  Don’t  Know  Jack  Movies 

Berkeley  Systems 

CP 

7.98 

89 

Flying  Corps 

Empire 

SI 

7.23 

40 

Battleground;  Antietam 

TalonSoft 

WG 

7.97 

Magic  The  Gathering 

MicroProse 

ST 

7.23 

41 

Tigers  on  the  Prowl  II 

HPS 

WG 

7.91 

Pro  Pinball 

Empire 

AC 

7.23 

42 

You  Don’t  Know  Jack  Sports 

Berkeley  Systems 

CP 

7.90 

92 

Lighthouse 

Sierra 

AD 

7.22 

43 

Heroes  of  Might  & Magic 

New  World  Computing 

ST 

7.87 

Zork  Nemesis 

Activision 

AD 

7,22 

U.S.  Marine  Fighters 

EA 

SI 

7.87 

94 

Incredible  Toons 

Sierra 

CP 

7,20 

45 

Silent  Hunter 

SSI 

SI 

7.86 

System  Shock 

EA 

AC 

7.20 

46 

Rama 

Sierra 

AD 

7.85 

96 

Descent  11 

Interplay 

AC 

7.18 

47 

Crusader;  No  Regret 

EA/Origin 

AC 

7.81 

Last  Express 

Broderbund 

AD 

7.18 

48 

Jack  Nicklaus  4 

Accolade 

SP 

7.80 

98 

Age  of  Rifles  Campaign  Disk 

SSi 

WG 

7,17 

49 

Battleground:  Waterloo 

TalonSoft 

WG 

7.75 

99 

Virtual  Poo! 

Interplay 

SP 

7.16 

SO 

Battleground;  Napoleon  in  Russia 

TalonSoft 

WG 

7,73 

100  M.A.X. 

Interplay 

ST 

7.15 

Games  on  unnumbered  lines  are  tied  with  game  on  line  above,  '^=  Top  game  of  type.  Blue  = New  Game,  AD  = Adventure,  RP  = Role-Playing,  SI  = Simulation/Space  Combat, 
ST  = Strategy,  WG  = Wargame,  AC  = Action,  SP  = Sports,  CP  = Classic/Puzzle.  Games  are  retired  after  two  years  and  become  eligible  for  the  Hall  of  Fame, 
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HALL  OF  FAME 


W' 

’ 


elcome  to  the  Cooperstown  of  Computer  Games.  Here 
you’ll  find,  raised  upon  pedestals,  the  games  that  broke 


the  records,  established  the  benchmarks,  and  held  gamers  in 
delighted  trances  for  hours  untold. 


HieHLICHTS 


TIE  Fighter 

LucasArts,  1994 


E: 

n 


I ver  since  George  Uicas  opened  our  eyes  lo 
I a galaxy  far,  far,  aw^,  the  Star  Wafs  saga  of 
* tiie  small  Rebellion  struggling  against  a 
I merciless  Empire  has  captured  our  collective  imagi- 
nation. The  story  has  been  fleshed  out  in  successive  years  try  books,  more  movies, 
and,  yes,  computer  games.  While  several  games  have  attempted  lo  transplant  us  into 
the  fiery  battles  of  the  Star  H&/s  universe,  none  ms  more  successful  than  TIE 
Fighter.  Project  leaders  Lawrence  Holland  and  Edward  Kllham  designed  the  game 
with  an  authentic  Slar  \^rs  atmosphere,  a superb  storyline  that  expanded  on  the  evil 
Empire,  and  a rousing  space  simulator.  Players  discovered  what  it  was  like  to  be  a TIE 
Rghter  pilot  who  projected  the  Empire’s  power  with  progressively  advanced  fighter- 
craft.  You  could  even  fly  escort  for  the  dreaded  Dark  Jedi  himself,  Darth  \^der. 

TIE  Fighter  had  excellent  graphics  for  its  time  and  nicely  animated  cut-scenes,  but 
what  made  this  game  great,  aside  from  Its  atmosphere,  was  the  gameplay.  You  could 
choose  to  fly  up  to  five  different  Imperial  spacecraft  In  the  extensive  Campaign  Game, 
which  pitted  you  against  X-Wings,  Frigates,  and  myriad  Rebel  craft  in  a host  of  pro- 
gressively difficult  missions.  These  missions  were  challenging  and  logical,  fitting  nice- 
ly into  the  storyline,  and  the  enemy  craft  were  intelligent,  tough  foes.  Above  all,  TIE 
Fighter  was  immensely  fun  to  pl^  There  are  few  space  sim  games  with  a combina- 
tion of  great  gameplay  plot,  and  atmosphere  but  TIE  Fighter  stands  out  even  among 
this  elite  company.  For  a true  S/ar  Wars  . 
experience,  there  is  only  one  game  wor-  ^ 


TIteir  Finest  Hour 

LucasArts,  1989 


Th 

B 


I he  re-creation  of  the  Battle  of  Britain  in 
Their  Fiuest  Hour  set  standards  that 
many  of  todEy’s  sims  still  don't  reach. 

Even  though  it  didn’t  even  feature  three-dimen- 
sional aircraft  (they  v^re  pre-rendered  from  various  angles},  it  provided  a level  of  "you 
are  there"  immersion  that  many  new,  technically  accurate  sims  can’t  re-create  The 
Sim’s  well-designed  missions  and  realistic  aircraft  performance  (for  its  day)  took  you 
back  40  years-whether  you  were  battling  BM09s  over  the  English  Channel  or  diving 
through  thick  ack-ack  in  a Stuka  as  you  closed  in  on  a British  airfield. 

The  game’s  dynamic  campaign  gave  you  a chance  to  alter  the  outcome  of  the 
Battle  of  Britain,  either  through  superior  performance  in  the  Luftwaffe  or  poor  flying  in 
the  British  Rghter  Command.  The  game’s  mission  editor  let  you  create  and  share 
missions  (which  kept  the  game  fresh),  and  the  in-flight  camera  feature  let  you  record 
your  missions  and  relive  your  gloiy-or  agonize  over  your  defeats. 

In  1990  the  game  was  CGW’s  Action  Game  of  the  \bar,  and  it  garnered  the  high- 
est reader  ratings  of  any  game  in  the  magazine’s  histoiy  up  to  that  point.  Designer 
L^rry  Holland  went  on  to  create  Secret  Weapons  of  the  Liftwaffe  in  1 991 , which  built 
on  the  Finest  Hour  engine  but  which  wasn’t  quite  as  historically  immersive. 
Unfortunately  for  flight  sim  fans,  he  then  went  on  to  design  X-Wing  and  its  sequels,  a 
series  so  popular  that  his  return  to  the  flight  simulation  arena  anytime  soon  is  unlikely. 


Modern  Inductees 


thy  Of  the  Emperor  s favor:  TIE  Fighter.  | 

Alone  in  the  Dark 
(l-Motion,  1992) 

Betrayal  at  Krondor 

(Dynamix,  1993) 

Master  of  Orion 

(MicroProse,  1993) 

Panzer  General 
(SSI,  1994) 

►Inductees  Prior  to  1989 

Battle  Chess  (Interplay  Productions,  1988) 

Day  of  the  Tentacle 

Red  Baron 

Chessmaster  (The  Software  Toolworks,  1986) 

(LucasArts,  1993) 

(Dynamix,  1990) 

Dungeon  Master  (FTL  Software,  1987) 

Doom 

Sid  Meier’s  Civiuzation 

Earl  Weaver  Baseball  (Electronic  Arts,  1986) 

(id  Software,  1993) 

(MicroProse,  1991) 

1 Empire  (Interstel,  1978) 

Falcon  3.0 

Sid  Meier’s  Railroad  Tycoon 

F-19  Stealth  Fighter  (MicroProse,  1988) 

(Spectrum  HoloByte,  1991) 

(MicroProse,  1990) 

GEmsBURc:  The  Turning  Point  (SSI,  1986) 
Kampfgruppe  (Strategic  Simulations,  1985) 

Front  Page  Sports  Football  Pro 

(Dynamix,  1993) 

The  Secret  of  Monkey  Island 

(LucasArts,  1990) 

Mech  Brigade  (Strategic  Simulations,  1985) 

Gunship 

Their  Finest  Hour 

Might  & Magic  (New  World  Computing,  1986) 

(MicroProse,  1989} 

(LucasArts,  1989) 

M.U.L.E.  (Electronic  Arts,  1983) 

Sid  Meier’s  Pirates!  (MicroProse,  1987) 

Harpoon 

(Three-Sixty  Pacific,  1989) 

Tie  Fighter 

(LucasArts,  1994} 

SimCity  (Maxis,  1987) 

King’s  Quest  V 

Ultima  VI 

' Starflight  (Electronic  Arts,  1986) 

(Sierra  On-Line,  1990) 

(Origin  Systems,  1990) 

The  Bard’s  Tale  (Electronic  Arts,  1985) 

(Iuima  III  (Origin  Systems,  1983) 

Ultima  IV  (Origin  Systems.  1985) 

War  in  Russia  (Strategic  Simulations,  1984) 

Lemmings 
(Psygnosis,  1991) 

Links  386  Pro 

(Access  Software,  1992) 

Ultima  Underworld 
(Origin  Systems,  1992) 

Wing  Commander  i,  il,  & III 

(Origin  Systems,  1990-91) 

Wasteland  (Interplay  Productions,  1986) 

Wizardry  (Sir-Tech  Software,  1981) 

M-1  Tank  Platoon 

(MicroProse,  1989) 

WOLFENSTEIN  3-D 

(id  Software,  1992) 

1 ZoHK  (Infocom,  1981) 

Master  of  Magic 

(MicroProse,  1994) 

X-COM 

(MicroProse,  1994) 
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NEXT  MONTH 


REVIEWS 

Abe’s  Oddysee 
Buccaneer 
iF-16 
Sabre  Ace 
Panzer  General  II 
Total  Annihilation 
Incubation 
Conquest  Earth 
Man  0’  War 
Prelude  to  Waterloo 
War  Inc. 

You  Don’t  Know 
Jack  Ill/Jack  TV 
Plus  lots  more! 

(Subject  to  change  if  somebody  goes  berzerk 
or  gets  a girlfriend.) 


THE  ULTIMATE 


3D  Graphics  Cards  Rated 


Last  issue  we  rated  8 new  3D  graphics  cards  and  described  10  more 
that  hadn't  reieased  yet.  Since  then,  12  new  boards  have  come  crash- 
ing down  on  our  tech  editors’  heads.  Next  month,  they'ii  lest  and  rate  parts 
I from  Asus,  ATi,  Canopus,  Creative  Labs,  Diamond,  Eisa,  intergraph.  Jazz, 
Matrox,  and  Sierra. 


mi 


The  Ultimate  Game 
Machine,  Part  it 

Want  the  best  machine  you  can  buy  for  $2,500?  Next  month  we’ii 
test  a slew  of  powerful  new  PCs  to  see  which  deiivers  the  best 
bang  tor  the  buck.  We'ii  rate  machines  from  Micron,  Compaq,  Deil, 
Falcon  Northwest,  Packard-Bell,  IBM,  Hewlett-Packard,  and  more. 
Gentlemen,  start  your  propellers. 


►►►  JANUARY  ISSUE  ON  SALE  DECEMBER  2!!! 
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CCW 


MARTIN  CIRULIS 


Whats  the  Deal 

With...Game 

Reviews? 


A couple  of  weeks 
ago.  I found 
myself  in  calm 
debate  with  an 
erstwhile  col- 
league over  the 
nature  of  this 

wacky  world  of  game  reviewing. 
Specifically,  we  were  wrestling  over 
the  eternal  question:  What  makes  for 
a bad  reviev/?  By  this,  we  mean  a 
review  that  is  “bad"  as  in  a job  poor- 
ly done  by  the  reviewer,  as  opposed 
to  a job  poorly  done  by  the  game 
designer.  A one-star  review  of  a 
game  is  still  “good"  if  the  game  is 
really  a one-star  game.  While  nothing 
much  was  resolved,  the  discussion 
did  manage  to  boil  down  to  a single 
issue  that  might  be  actually  relevant: 
How  much  of  a game  review  should 
be  about  concrete  facts,  and  how 
much  is  just  a matter  of  opinion? 

Superficially,  this  seems  like  a hair- 
splitting kind  of  issue,  but  if  you  take 
a moment  to  think  about  it,  the  entire 
accountability  of  gaming  mags-not 
to  mention  the  individual  writers- 
hangs  on  it.  It’s  an  issue  that’s  black 
and  white  and  gray  all  over. 

There  can  be  no  doubt  that  review- 
ers have  their  own  opinions,  and  how 
a game  strikes  you  is  a matter  of  per- 
sonal taste  in  many  ways.  Taste  is  a 
wonderful  thing,  but  often  it  leaves  a 
little  logic  to  be  desired;  and  so,  while 
the  reviewer’s  personal  opinion  is 
always  a part  of  a review,  it  has  to  be 


mitigated  by  some  universally 
agreed-upon  frame  of  reference. 
Personal  taste  is  not  enough  to  base 
an  entire  review  upon.  A bad  inter- 
face is  a bad  interface,  regardless  of 
how  you  "feel’’  about  a game. 

The  problem  with  chalking  up  a 
“bad"  review  to  simple  opinion  is  that 
opinion  is  too  slippery  for  anybody  to 
get  a handle  on.  Glossing  over  any 

h U There 
can  be  no 
doubt  that 
reviewers 
have  their 
own 

opinions,  yy 

hard  facts  or  denying  a firm  frame  of 
reference  leaves  the  consumer  pay- 
ing for  a lot  of  pages  of  ads  and 
words  that  have  no  more  critical  rele- 
vance than  asking  your  butcher  or 
mailman  if  they  think  you  should  buy 
DaggerFall  or  Might  and  Magic  VI. 
“It’s  just  my  opinion”  might  be  good 
enough  for  nutty  columns  like  this 
one,  but  reviews  need  to  contain  a lit- 
tle more  real  information. 

Some  sort  of  expertise,- no  matter 
how  flimsy,  has  to  be  the  frame  by 


which  a review  is  judged-experience 
with  the  industry,  with  software  and 
games  in  general,  or  with  the  subject 
matter  of  the  game.  Whether  a review 
is  "Right”  or  "Wrong”  is  not  an  issue 
of  its  star  rating.  The  gray  area  of  per- 
sonal opinion  can  account  for  the 
fact  that  one  reviewer  thought  M.A.X. 
was  worth  3.5  stars,  and  another 
gave  it  4.  On  the  other  hand,  the 
sane  among  us  can  safely  agree  that 
any  reviewer  giving  BC3000  4.5  stars 
is  slightly  mistaken.  A vei^  good 
review  of  a veiy  lousy  game  is  a prob- 
lem of  fact,  not  opinion. 

If  a reviewer  personally  thinks  the 
potential  of  BC30DO  is  worth  the 
price  of  admission,  then  they  are 
more  than  welcome  to  mention  it  in 
the  body  of  a review.  But  alongside  of 
that,  you  have  to  mention  that  the 
game  doesn’t  work  out  of  the  box, 
and  that  installing  the  first  generation 
of  patches  is  only  slightly  less  difficult 
than  fixing  the  W/n  space  station.  The 
reader  can  then  decide  what’s  more 
important  to  them.  Hell,  I loved  play- 
ing Machiavelli  with  friends,  but  that 
doesn’t  mean  1 should  have  Ignored 
Its  weak  Al,  dated  graphics,  and 
dryer-than-average  combat  model 
when  reviewing  it. 

Downgrading  a game’s  rating  due 
to  personal  issues  is  also  a problem. 
Is  It  relevant  to  dock  Diablo  points 
for  not  being  enough  ot  an  RPG, 
even  though  it  was  obviously  meant 
to  be  more  like  Rogue  than  Ultima? 


Should  Panzer  General  be  punished 
for  not  being  a rigorously  realistic 
WWII  battlefield  simulation,  when  it 
was  obviously  designed  as  a beer- 
and-pretzels  wargame?  Again,  these 
“facts”  can,  and  should,  be  men- 
tioned in  the  body  of  a review,  but 
when  it  comes  down  to  the  dreaded 
rating,  a reviewer’s  opinion  on  such 
matters  has  to  come  second,  behind 
the  reality  of  the  game  in  front  of 
him.  The  reviewer  may  have  wanted 
to  talk  to  townspeople,  or  have  yet 
another  hard-core  WWII  recreation, 
but  c'esl  la  vie.  The  real  issue  is  this: 
Is  the  game  doing  what  it  was 
meant  to  do? 

It  goes  without  saying  that  rating 
systems  of  any  kind  are  the  bane  of 
any  well-thought-out  critique,  but 
the  fact  is,  we  are  stuck  with  them 
because  readers  want  them.  So 
when  the  subtle  balance  of  fact  and 
opinion  in  a game  review  comes 
down  to  some  inane  percentage  or 
number  of  icons,  it’s  more  impor- 
tant than  ever  to  give  the  consumer 
something  they  can  hang  onto.  In 
return,  the  consumer  has  to 
respect  the  reviewer  as  well  by  actu- 
ally reading  an  article  and  under- 
standing where  the  rating  is  com- 
ing from.  If  there  is  still  a problem 
after  carefully  reading  the  piece  and 
taking  into  account  the  “half-star 
give  or  take"  taste  rule,  then  the 
real  argument  over  the  review’s 
accuracy  can  begin.  % 
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